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This part is for the newcomers or the veterans who want to learn from the ground up. 
All the information in these two chapters appears in much greater detail elsewhere in 
this book, so veterans won’t miss much if theg skip right to Part 2. 

For evergone else, however, to avoid being overwhelmed bg this complicated 
world, it’s best to start with the outline of basic concepts and starting strategies 
contained in this primer. 




Yes, yes, all these facts and figures, what, wheres, 
and howfors are grand and all, you say, but how do 
you play The Sims'" 2? Good guestion. 

First, however, a disclaimer. There are many ways 
to play The Sims'" 2, some by design and some only 
by the ingenuity of the community of players. Some 
players use it not as a game but as a palette for story- 
telling and their own creativity. This book addresses 
those approaches too but is, by necessity, grounded 
in the way the game is “meant” to be played. 

The Sims'" 2 is, above all else, a time-management 
game. The more efficiently your Sims behave, the 
more opportunities they have for success. Everything 
in the game’s structure revolves around this point 
(however subtly): 

^ The more guickly and efficiently you can meet 
your Sims’ Needs, the less time they have to 
spend on them. The less spent on Needs, the more 
time they have for other things. 

^ Advancing in a career track brings more money, 
which brings objects that fill Needs more 
efficiently. It also can bring a lighter work 
schedule with fewer days and shorter hours. 

^ Skills allow Sims to do things more guickly and 
advance in their career. 

♦ Satisfying Wants and avoiding Fears allows Sims 
to have a perpetual good Mood (a very efficient 
state to be in), gives them helpful reward objects, 
and keeps them from doing time-wasting behav- 
iors that come with low Aspiration score. 
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The key challenge is to engineer your Sims’ 
world to allow them to behave both efficiently and 
autonomously. The amount of intervention Sims 
reguire is a good measure of player success. That 
said, getting to that state is a big challenge and 
reguires a deep understanding of the forces at play. 

The latter parts of this book will help you to that 
understanding. For now, however, to bare basics. 

This book is nof infended To replace The manual 
fhaf came wHh your game and, in fact, makes 
every effort fo avoid repeating things explained in 
that volume. Any repetition is only for the sake of 
clarity and emphasis. 

Modes 

Which modes are available to you depends on where 
you are in the game. There are two views: 
Neighborhood view and Lot view. 

NelghDorhood Uleui 

Neighborhood view overlooks the entire neighbor- 
hood and all its lots from on high. 

There are four modes in Neighborhood view: 

^ Families: Contains the Sim Bin (families created 
but not moved into any lot), the Move Family 
button to transfer families from the Sim Bin into 
a lot, and most importantly, the Create New 
Family button. This last transports you into the 
Create-A-Sim and Create-A-Family tools where 
new Sims and families are assembled. 

^ Lots and Houses: Contains the Empty Lots 
templates (for beginning new construction) and 
the Lots and Houses Bin in which you’ll find 
constructed empty homes ready to be moved 
into the neighborhood and any occupied homes 
(Sims included) that you’ve saved or downloaded 
from elsewhere. 
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Neighborhood view 
is where Sims are 
moved into and 
out of houses and 
where you select 
which household 
to control. 


Buy mode; Buy mode is where all non- 
architectural objects are bought and sold. Objects 
may be moved, rotated, or sold in Buy mode but 
only Buy mode objects may be purchased. 

Build mode; Build mode is how houses and their 
environs are constructed and expanded. All 
objects can be moved, rotated, or sold in 
Build Mode but only Build mode objects may 
be purchased. 


^ Decorations; Place neighborhood decorations to 
customize what you see in Neighborhood view. 

^ Neighborhood Story; Contains the tools needed 
to tell the story of a neighborhood in general. 

With each lot as a part of the cast of characters, 
the goings on can be assembled into a massive 
overarching epic. 

The neighborhood is a given Sim’s entire universe. 
Nothing exists to her outside her neighborhood. If 
something she needs can’t be found in the neighbor- 
hood, it’d be a good idea to build whatever it is. 

Lot Uleui 

Lot view is where 
Sims’ lives are 
led, and where 
lots and houses 
are modified, 
constructed, 
landscaped, 
and populated 
with objects. 


When inside a lot, the modes are geared to control- 
ling individual Sims or altering/developing the lot. 

^ Live mode; Live mode is where the game itself is 
played; the clock runs only in Live mode. Here 
Sims can be directed (with the game moving or 
paused) to interact with each other or objects on 
their lots. Objects can’t be moved, rotated, or 
deleted in Live mode. 



^ Story mode; Snapshots taken on the lot are 
assembled here to tell the story of what’s 
occurred on a lot. Every picture can be selected 
and arranged in any order and may be annotated 
with text. A lot’s story can be uploaded 
to TheSims2.com to share with the world. 


Story mode is 
where snapshots 
can be presented 
to tell the story 
of a household. 


Fundamental 

Terminology 

Many terms and concepts are tossed around in the 
game itself and this guide, but not all of them are as 
crystal clear as those deeply familiar with the game 
believe them to be. 


Needs 

Needs are a Sim’s fundamental physical and 
emotional reguirements for day-to-day life. Needs 
include the need for nourishment (Hunger), rest and 




Protected by copyright. Unauthorized or uniawfui copying or downioading expressiy prohibited. 




PRIMA OFFICIAL GAME GUIDE 


emotional security (Comfort), going to the bathroom 
(Bladder), sleep (Energy), entertainment (Fun), inter- 
action with other Sims (Social), personal cleanliness 
(Hygiene), cleanliness and beauty of surroundings 
(Environment). 

With the exception of Environment, all Needs 
decay over time, can be reduced faster when doing 
certain things (e.g., cleaning a toilet speeds the 
depletion of the Hygiene Need), and are satisfied by 
interacting with objects and (sometimes) other Sims. 

Sims are largely able to take care of their own 
Needs (far more than before), but they often need 
help. How you lay out their home and where you 
place objects impacts how efficient Sims will be 
at meeting their own Needs. The less efficient the 
set-up, the more intervention they’ll reguire. 

The cumulative state of a Sim’s Needs dictates his 
overall Mood. 

Be mindful of your Sims’ Needs, especially when 
sending them off to work or trying to engage them 
with skill or Fun objects. A low Need 
level can, by itself, cause problems. 

Furthermore, many Needs, 
if unfed, can be problem- 
atic; low Hunger can cause 
death; low Energy makes Sims 
pass out; low Bladder causes 
accidents that lower Hygiene, make a 
mess, and possibly realize a Fear; and low 
Hygiene repels other Sims. 


Mood 



A Sitn in a bad 
mood shows it in 
the "Plumbob" 
over his head and 
in his refusal to 
Work on his skills. 


Mood is, generally, the collective effect of 
all a Sim’s Needs (except Energy and any 
age-based exclusions). The lower a Sim’s 
Needs, the lower her overall Mood. 
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Some Needs don't appear during some ages. 

Babies and toddlers don't have Comfort Need, they 
aren't affected by the level of their Bladder Need 
(because they wear diapers), and they (along with 
children) don't react to the tidiness of their 
Environment. These things play no role, therefore, 
in the determination of their Mood. 


Mood affects a Sim’s performance at work 
and school, his ability to interact socially, and his 
willingness to build skills and have fun. 

Maximize mood by keeping all Needs high 
or being extraordinarily successful in the Sim’s 
Aspiration. If Aspiration score is very high, the 
Sim will be in a persistent good Mood regardless 
of her Needs. 

Aspiration, wants, 
and Fears 

Aspiration is a Sim’s life goal. When Sims 
are young (toddler or child), their only 
overarching goal is to Grow Up. When they 
become teens, however, you must choose an 
Aspiration for them that will stay with them 
until they die. 
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If something the Sim Wants comes to pass, his 
Aspiration score rises. If something he Fears is visited 
upon him, Aspiration score drops. 

note 

Wants and Fears can be driven by other forces 
too, but Aspiration is the primary engine. 



The IVants and Fears panel is always stocked with the 
top things a Sim desires or dreads. 


The chosen Aspiration (or Grow Up for young- 
sters) primarily affects what the Sim Wants and Fears. 
This in turn guides the choices that must be made for 
that Sims’ life. Pursuing an Aspiration can determine 
what career a Sim should follow or if she should stay 
at home and take care of family. Aspirations can 
influence whether a Sim should get married or have 
children or if he should spend his time collecting 
lovers or friends. 

Forcing a Sim to act contrary to her Aspiration 
leads inevitably to tbe realization of Fears and even- 
tual negative behavior due to Aspirational failure. For 
example, directing a Romance Sim to marry may 
realize one of her biggest Fears, and getting ber to 
have a baby could drive her utterly mad. She can be 
made to do these things, but her life becomes far 
more challenging to play. 


Aspiration score when a Sim becomes an Elder 
directly affects how long the rest of her life will last. 
The score when she dies dictates the amount of death 
benefit surviving loved ones will receive. 

shiiis 

Sims can develop seven basic skills over their 
lives: Cooking, Mechanical, Charisma, Body, Logic, 
Creativity, and Cleaning. Most skills help a Sim 
advance in her career while others make her better 
at workaday tasks or eliminate the need to hire 
professional services. Some skills even impact how 
well a Sim can fight or play games. 

Skills are developed by interacting with special 
skill objects, studying books on certain skills, and 
practical learning from repairing, cleaning, and 
cooking. Faster skill development comes from special 
reward objects bestowed when a Sim reaches the 
middle levels of her career track. These objects also 
enable skilled Sims to teach other Sims the skill at 
a faster rate. 

Interests 

Interests are what Sims discuss when they chat. The 
more interested a Sim is in a topic of conversation, 
the more often he’ll talk about it and the more 
engaged he’ll be if the other Sim does. Mutual 
Interest in a topic is reguired for effective and 
lengthy talking interactions. 


l/l/hen Sitns talk, 
the thought 
bubbles above 
their heads indi- 
cate what interest 
they're discussing. 
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A Sim’s own Interests are randomly generated at 
birth or creation and can be altered only by reading 
a magazine (purchased on Community Lots) tied to 
that Interest or by having another Sim perform a 
Share Interests interaction. 

Memories 

Sims get Memories for major events in their lives. 
Memories can be positive or negative. Memories 
serve as a history of major events but also as poten- 
tial topics of conversation. 

Any Sim that hears about a Memory can then talk 
about it with another Sim and pass the topic of that 
Memory on to yet another Sim. 

Fitness 

Sims have three levels of physical Fitness: Fit, 

Neutral, or Fat. Fitness is lost when a Sim eats food 
when Hunger is loo percent satisfied. This can happen 
if he tops out his Hunger while eating a plate of food 
(Sims always finish what they’re served), so don’t 
instruct your Sim to eat when he’s anywhere near full 
or he will eventually get Fat. 

Sims also eat when full if they’re very Lazy 
because they’re more likely to eat directly from the 
refrigerator. Regardless of personality, adult and 
elder Sims with low Aspiration score are also more 
likely to pig out at the fridge beyond their full 
Hunger satisfaction. 

Higher levels of Fitness can be regained by 
working out in front of the TV or stereo, in the swim- 
ming pool, or on a piece of exercise eguipment. 

Relationship scores 

The relationship of one Sim to another is measured 
by their Relationship scores. There are two kinds 
of Relationship scores; both are interrelated and 
very important. 
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Daily Relationship is how well the Sims are 
relating in the short term. It’s a very volatile score 
that decays guickly if the Sims spend time apart. 
Social interactions tend to affect Daily score most. 

Lifetime Relationship is the long-term measure- 
ment of a relationship. Some social interactions feed 
it too, but only in small amounts. Most of its ability 
to grow or drop is tied to the state of Daily Relation- 
ship. Anytime Daily is high, it pulls Lifetime slowly 
upward. If Daily is low, it drags Lifetime slowly down. 

It’s important to understand that relationships 
go both ways, and two Sims likely 
have different Relationship scores 
toward each other. As such, 
looking at your Sim’s own score 
toward another Sim won’t tell you 
what she thinks of your Sim 
or whether she’ll accept a 
social interaction. It’s what 
the other Sim feels that 
matters there. 

Personality 

Personality is a collection 
of five traits that every Sim 
possesses to a greater or lesser 
degree. Every Sim is somewhere 
on the continuum between: 

^ Neat and Sloppy 
^ Outgoing and Shy 
^ Active and Lazy 
^ Serious and Playful 
^ Nice and Grouchy 

Sims either get their 
Personality from the setting 
you chose when you created 
them or from their parents if 
the Sim was born in the game. 
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Personality traits can be changed if an older Sim 
Encourages a younger family member. 

Social Interactions 

Social interactions are how two Sims relate. A Sim 
must meet an interaction’s availability reguirements 
before the interaction appears in his Socials menu. 

For the interaction to be accepted by another Sim, he 
or she must meet the interactions acceptance reguire- 
ments. Often whether the other Sim will accept is 
unknowable (if you can’t control the Sim and see his 
Relationship scores, for example). 


^ Crush: Daily Relationship 70 and one romantic 
interaction 

^ Love: Lifetime Relationship 70 and one romantic 
interaction 

^ Going Steady (teens only): Daily Relationship 70 
and Propose Go Steady interaction 

^ Engaged: In love and Propose Engagement 
interaction 

^ Married/Joined: In love and Propose Marriage 
interaction 

^ Enemy: Either Daily or Lifetime Relationship -50 



Interacting 
socially builds 
(or destroys) 


Whether or not an interaction is accepted dictates 
what will happen to both Sims’ Daily and Lifetime 
Relationships and Social Needs. Generally, Social 
Need is increased by any interaction, whether 
it’s rejected or accepted, but Daily and Lifetime 
Relationship scores are usually increased by accept- 
ance and decreased by rejection. 

Some interactions reguire both Sims to be 
interacting with the same object. For example, two 
Sims can cuddle only if both are already sitting 
on a sofa. 


Relationship Tppes 

Gertain Relationship scores and interactions create 
special relationships: 

^ Friend: Daily Relationship 50 
^ Best Friend: Lifetime Relationship 50 


Careers 

Sims may choose from several career tracks. Every 
career track features Jobs for adults (10 levels) or 
teens and elders (3 levels). An elder may stay in his 
adult career track as long as he wants but can only 
enter an elder track once he becomes an elder. Teens 
who reach the top of their career track get a leg up 
in the same adult track. 

Career promotions depend on the acguisition of 
three specific skills (each Job level has a reguired 
minimum in each skill), the number of friends a Sim’s 
household possesses, and the Sim’s average Mood 
when she arrives at work. 


High-end 
jobs often 
feature really 
cool vehicles. 
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School 

Children and teens attend school five days a week. 
Grades are based on attendance, completion of home- 
work, and average Mood when they leave for school. 


Food Chain 

One of the most time consuming Needs 
to fulfill is Hunger. To maximize effi- 
ciency, therefore, what the Sim eats 
must be as nourishing as possible 
in the minimum number of servings 
(the more satisfying it is, the fewer 
portions it takes to be “full”) 
and be prepared in the least 
amount of time. 

Playing this food game reguires 
a smoothly organized kitchen, 
high-end cooking appliances and 
countertops, and high Cooking skill. 


Most Community Lots contain stores or places 
for Sims to have fun and mingle with others. Sims 
may purchase clothing, video/computer games, and 
magazines on Community Lots. 

Time does not pass when Sims are on a 
Community Lot, so they return the same time they 
left no matter how long they stay. The length of stay 
is usually limited only by a Sim’s need for sleep; 
Energy is the only Need that can’t be fed on a 
Community Lot. 


Summary 

These are the basic concepts and 
challenges in The Sims™ 2. With this 
foundation, the detailed chapters in 
Parts 2 and 3 should be much more 
enlightening. 

The next chapter offers 
advice on how to get started 
with a new Sim, shedding light 
on where to go and what to do. 


Higher jobs give higher pay and sometimes 
shorter hours and shorter workdays. 


communiu; Lots 

Community Lots are special lots 
in a neighborhood. No Sims live 
there, but any can visit via a free 
taxi ride. Summon a taxi using 
a household’s telephone. 


Protected by copyright. Unauthorized or uniawfui 


ig or downioading expressiy prohibited. 


Chapter 2 



The Sims 2 is an accessible game, but it can seem so 
freeform that beginners often find themselves unsure 
what to do first. This chapter describes everything 
you should do to start playing and help you grasp 
the gist of the game as guickly as possible. 

DO the Tutorials 

Even if you don’t read the manual (which you should, 
though perhaps not until you’ve played a bit to get 
the feel), it’s a good idea to do the excellent tutorials 
that come with the game. 


Launch tutorials 
in the Choose a 
Neighborhood menu. 


These tutorials are pretty basic, but they accli- 
mate you to the controls (something no book can 
offer) and the rhythms of the game. 

Play the House 

Each of the three neighborhoods has a number of 
populated houses in which certain events are about to 
occur. These houses serve several purposes, but one 
of the less obvious is that each is a largely unguided 
tutorial in some of the game’s newest features and 
most important elements. 



Eor walkthroughs on how to accomplish the 
intended goals of these houses, see Chapter 3. 

Chuuse a 
Nelghborhuud 

Three heavily populated neighborhoods ship with 
The Sims 2: Pleasantview, Strangetown, and 
Veronaville. Each has several varied households, 
many full-service Community Lots, and a couple 
dozen nonresident Townies with whom to mingle 
and marry. 

It really doesn’t matter which you play, as they 
each have all the neighbor Sims you could ever need 
to get started and many fantastic empty houses. Plus 
there are a slew of other lots in the Lot Bin to install 
anywhere in any neighborhood you wish. 

There is no bad choice. 

Chousing a House 

Any of the houses in any neighborhood provide an 
interesting beginner’s experience. As a general rule, 
avoid houses with lots of Sims and, if possible, any 
younger Sims until you have some experience; they 
can be overwhelming. 



Houses with lots 
of Sims can be 
very hard to 
handle until 
you've gotten your 
feet Wet. Save 
that for tomorrow. 
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The premade families can be played by beginners 
buf perhaps nof as a first family. Get your feet wet 
on a simpler situation and then try these bouses 
for more than their tutorial purposes (see above). 


Playing these houses at length teaches how 
various important objects work, how houses should 
be laid out, how the pace of a day feels, and other 
extremely fundamental concepts. For a good intro- 
duction try; 

^ Pleasantview: Lothario, Caliente, Goth 
^ Strangetown; Specter 
^ Veronaville; Monty 

All neighborhoods have a few families in the 
Sim Bin that can be moved into unfurnished houses. 
They lack the benefit of having an already assembled 
household, but several are good combinations of 
Sims for beginners. The Burbs of Pleasantview, the 
Singles or Loners (Loner, actually) of Strangetown, 
and Bianca Monty of Veronaville are all good starts. 

The next step for absolute beginners and even 
moderately experienced The Sims veterans should be 
to make a simple family and move them in. That takes 
us to Create-A-Sim. 

Create-A-Sim 


Create-A-Sim is 
where you sculpt 
a Sim's appearance 
and Personality 
and choose an 
Aspiration. 
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For your first family, go with the most basic and 
traditional start: two adults whom you intend to 
eventually Join in holy union. 



These Sims can be of either opposite or same 
gender: it doesn't make any difference to their 
future together. 



For simplicity’s sake, either randomly generate 
your first Sims or choose them out of the Sim Bin. 
Take some time to tinker with appearance or take 
them as is. 

Next, Jump straight to panel 6 of the tool and 
choose an Aspiration for each Sim. The easiest 
combination for a traditional career and children 
(suburban life) is to have one Fortune 
and one Family Sim (it doesn’t matter 
which is which). There are other good 
combinations, but we’ll leave that for 
later experimentation. 

As for Personality, click on the 
various Zodiac signs to bring up a 
preset of Personality traits. That’s 
a guick way into the game but 
let’s be a bit more strategic. 

Personality can influence how 
guickly Sims gain levels in certain 
skills. Thus, Sims should look for 
careers that reguire the skills they 
learn at higher rates. Conversely, a 
Sim’s Personality can be designed for 
success in a specific career. 

Since a Family Sim is eventually likely 
to stay home to take care of household 
duties, it’s best to make him extremely 
Neat; he’ll learn Cleaning skill faster, 
clean autonomously more often, and 
get Fun from cleaning. 
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WHh a Fortune Sim in the house, discretionary 
income is needed to buy stuff to fulfill her 
acquisitional Wants, so hiring a Maid could be 
a bad decision. Better to have a stay-at-home 
super cleaner. 


A stay-at-home Sim with a working Fortune Sim 
spouse will probably do all the friend making the 
other Sim needs for promotions, so it’s extremely 
valuable to spend his remaining Personality points in 
Outgoing/Shy (lo points) and Nice/Grouchy (5). This 
is a solid, though hardly the only, combination for 
Sims who need friends. 

With a very Neat Family Sim at home, you’re free 
to make the Fortune Sim extremely Sloppy. 



As a rule, give all Sims at least five points in 
Nice/Grouchy. Grouchy Sims can do serious 
damage without supervision, so it's best to quell 
their more negative autonomous tendencies. You 
can always direct them to behave cruelly if that's 
what you seek. 

A Fortune Sim is best suited for certain careers, 
one of which is Business. Given the skills required, 
a good profile for a Business Sim is Outgoing/Shy 10, 
Playful/Serious 10, and Nice/Grouchy 5. The extremely 
Outgoing and Playful Personalities empowers the Sim 
to learn Creativity and Charisma at double speed. As 
a side benefit of the high Creativity, it enables her to 
spend days off painting very valuable paintings and 
writing novels (a major Want for Fortune Sims). 

With everything set, add both Sims to the family 
and use the Family Relationships tool. So you can 
experience how a relationship blooms from nothing 
to true love, make them roomies. 


Buying and 
Furnishing a Hume 

The next big decision is where to live. You have 
§20,000 to start with, so a small house will do Just 
fine as long as it has two bedrooms. Look for a place 
for about §12,500. 

t , , JlDtB 3 

If an objecf is refumed before midnighf on fhe day 
if was purchased, you gef back ifs full purchase 
price even if if was used. The compufer, however, 
will depreciafe righf away, as will Build mode objecfs. 

^ 

Empty houses 
usually come with 
basic appliances 
and plumbing 
fixtures. Don't be 
afraid to rearrange 
or return them if 
they're not what 
you Want. 


With the remaining funds, purchase; 

^ 2 Caress of Teak Beds (§900); both in same room 
so one alarm clock can serve both 
^ 4 Tea Party in Teak Dining Chairs (§400) 

^ 1 Durable Value Sofa (§250) 

^ 5 Krampft Industries Value Counter (§700) 

^ 1 NuMica Allinall Card Table (§95) 

^ 1 Crazy 8 Table (§65): for the alarm clock 
^ 1 Retratech “Office Pal” Economy Desk (§80) 

^ 1 Reflective Glass Mirror (§100) 

^ 1 Sewage Brothers Resteze Toilet (§300) 

^ 1 Clean Water Shower System (§625) 
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♦ 

♦ 

♦ 

♦ 

♦ 


♦ 

♦ 


1 Superlative Sink by “The Greatest Designer Alive” 
(§250); insert in counter top 
1 Dialectric ReadyPrep Range (§400) 

1 Brand Name “EconoCool” Refrigerator (§600) 

1 Extra Pep Coffeemaker (§85) 

1 XLR8R2 Pood Processor (§220) 

1 Gagmia Simore “RefuseNik” Trash 
Compactor (§375) 

1 Wishy-Washer from Brandname LX (§550) 

1 Trottco 27” MultiVid IV Television (§500) 

^ 1 Moneywell Computer (§1,000): can return after 
finding jobs 

^ 1 Compact Stereo by Lo-Ei Audio (§99) 

^ 1 Get Up! Alarm Clock (§30) 

^ 1 SmokeSentry SmokeSniffer 3000 (§50) 

^ 1 SimLine Wall Phone (§75) 

^ 1 SimSafety V Burglar Alarm (§250) 

^ 1 Independent Expressions Inc. Easel (§350) 

^ 1 CinderBooks by Retratech (§200) 

^ 1 Anti-Quaint-Ed Ltd. Ed. Armoire (§250) 


X 


iiflle 


The asfu+e will notice that this 
adds up to more than §20,000. 
That's because the cheapest 
houses usually include all of 
the basic bathroom and 
kitchen fixtures in their 
sale price. Without these 
items the houses actually 
come in around §10,000. 

The basic items are 
included in the list for 
completeness sake. 
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Kitchen Layout 


How a kitchen is laid out can affect the efficiency 
of food preparation. 



A properly laid 
out kitchen should 
permit a Sim to go 
from refrigerator 
to counter to stove 
to dining room 
in a relatively 
straight line. 



1. Cooking begins with the refrigerator, so put it 
on one end of the kitchen, farthest away from 
the dining area. 

2. Lay two countertops between the fridge and 
the stove. 

3. Drop a food processor on either of the two 
countertops, leaving the other one vacant. 

Because many foods are prepared without the 
food processor, there needs to be a clear counter 
for prep by hand. 

4. Place the stove next to the second countertop. 
Locate remaining countertops as needed for serving 
cooked food, depositing dirty dishes, or using as 
backup prep area (the more the better) and use 
one for situating the in-counter sink. 

6. Install the dishwasher and trash compactor under 
countertops as near as possible to the dining area. 
Be sure Sims can approach both appliances from 
more than one direction to avoid traffic Jams or 
interference with cooking Sims. 

7. Hang the smoke detector on any wall near 
the stove. 

The goal is to let Sims go through the cooking 

process with as few physical steps as possible. 
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Putting an open countertop and a food processor 
between the fridge and the stove puts a mixing and 
chopping “station” in the next logical place after the 
food is taken from the fridge. From the final prep 
station, the stove should be as few steps away 
as possible. 

Ideally, the stove should be on the side closest to 
the dining area so food may be taken from it to the 
table with minimal effort. 

Getting a jod 

On this first day, the newspaper arrives at lo a.m. 

(it’s usually at 9). Use it and/or the computer to find 
jobs for both roomies. 

The computer 
has more job 
listings than 
the newspaper. 


For the Fortune Sim, hold out for the Business 
career. This will likely satisfy a small Want for that 
Sim and get her in a track that fits her Personality 
and Aspiration. 

Though the Family Sim is built to be a home- 
maker, there’s no reason not to put him to work 
immediately, earning money until domestic responsi- 
bilities mount. The best track for temporary work is 
the Military career. It doesn’t reguire much in the 
way of skill through level 4, reguires no friends until 
level 6, and is consistently among the highest in 
weekly pay for low-level Jobs. 




Unless you wish To keep H around, sell The 
compufer and desk once both Sims are employed. 


i 


mailing Friends 

There’s no Job-related need for friends at this early 
juncture, but it never hurts to start. 

The key relationship to build is the one between 
the roomies. 

Still, when the welcome wagon (a somewhat 
random collection of three Sims) arrives around noon, 
greet them, then kick them off the lot, and then invite 
them over for a one-on-one interaction. 

mails and Bins 

The mail won’t come on the first day, but be ready 
to look for the flag on the mailbox every few days 
thereafter. These are the household bills. 

Bills must be paid promptly or the Repo Man 
will come calling. 

When bills come, interact with the mailbox to 
remove them. When the Sim lays them down on the 
nearest surface, interact with the bills to pay them 
and walk them back to the mailbox. 

Tending to wants 

In addition to all the other things Sims should be 
working on while they’re at home, make an effort to 
satisfy any easily achievable Wants that appear in 
their Wants panel. If one looks a bit more difficult, 
consider locking it to keep it in the panel. 

At this early stage, most Aspirations appear 
guite general, even random. As the Sim moves in 
the direction suggested by his Aspiration, however. 
Wants and Fears become more specific to it. 
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If your Sims 
V/ant something, 
make it happen. 
Vou'll soon have 
very happy Sims 
on your hands. 


Constant satisfaction of Needs raises Aspiration 
score, amasses Aspiration Reward Points, and opens 
the way to other Wants that can’t appear until a more 
basic Want is achieved. 

Tending to needs 

You generally may let the Sims monitor their own 
Needs, but check in on them occasionally. 

Dedicate the Family Sim’s efforts on the first day 
to getting a few points in Cooking skill so he can 
make respectable meals without causing fires. This 
increases both Sims’ ability to satisfy Hunger. 

Be sure to get them to sleep in plenty of time 
for work, and set the alarm clock before sending 
them to bed. 

Engineering Romance 

One day is not enough to get these two Sims to the 
altar but you can start. 

Daily Relationship should be approaching, if 
not exceeding. Friend level (Daily 50) and could 
be near Crush level (70) if you were focused. Over 
the next few days, keep Daily high and it will pull 
Lifetime up toward it. 



Once Lifetime begins to grow and there’s a 
Crush and Love, more intense (but risky) socials 
arise. These can have larger direct effects on 
Lifetime Relationship score, so they can accelerate 
a wedding day. 

When, in a few days, both the Sim’s Daily and 
Lifetime are above 75 (and Mood is positive), 
propose Engagement. When both scores are over 80, 
throw a wedding party and propose Marriage/Joining 
either directly on the other Sim or on the wedding 
arch object for the full nuptial experience. 

Summary 

A lot can be done in the first day, but only if you 
know what’s in store for your Sims. With this guide, 
you’ll be off to a good start with a household 
that should teach a lot about both old and new 
gameplay elements. 

Raising young Sims 
is no longer just an 
extra challenge, its 
one of the driving 
forces of the game. 
Survival of the 
species by some 
means should be 
the primary goal. 

It all starts with 
one Wee baby. 

Get these two Sims to reproduce and guide them 
through the rest of their life span. Then see what the 
offspring can do to improve on their parent’s efforts. 
And so on, forever and ever. 
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Neighborhoods, Families, and Sims are the concentric circles of the Sim universe. Every Sim is part of 
a family and every family is part of a neighborhood. Conversely, a neighborhood is the whole world 
to the families within it, and the family is the most important part of a Sims world. 

Still, there’s one facet of this game that’s smaller than any Sim: a Sim’s own genetics. This 
fundamental stuff of life will be the driving force behind every decision you make and it’s expression 
in generation after generation will be your reward. 

This part introduces you to the structure of neighborhood in general and the inhabitants of the 
three that came with your game in particular. Next, an exploration of the Sim genome. Finally, a detailed 
exploration of the forces you’ll unleash when you plug a Personality and Aspiration into the hollow shell 
of a Sim in Create-A-Sim. 
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Chapter 3 



Entering the game, the first of mang choices confronts 
gou; Which neighborhood? 

A neighborhood is the communitg in which gour 
Sims will live. Theg can have no connection to 
angthing outside it, so families cannot span multiple 
neighborhoods. Fortunatelg, each neighborhood is 
chock full of interesting neighbors; non-neighbor 
“Townies”; service personnel with whom Sims mag 
become well acguainted; and Communitg Lots where 
Sims from all over the neighborhood convene and 
shop. Evergthing gour Sim needs can be found in the 
neighborhood. Plus, there’s ample open real estate, 
so feel free to move in dozens of new families. 

This chapter uncovers the world of possibilities to 
be found in gour Sims’ neighborhoods and what awaits 
gou in the neighborhoods alreadg at gour disposal. 

NeighDorhood 

Composition 

Neighborhoods consist of an underlging terrain, 
a network of roads, residential lots with vacant and 
occupied houses, Communitg Lots for neighborhood 
Sims’ shopping and socializing pleasure, and moving 
and stationarg props that give the neighborhood its 
character and living feel. 

Entering an unoccupied residential lot or ang 
Communitg Lot from the Neighborhood view (via the 
Lots and Houses mode) enables gou to tinker with 
ang structures and objects upon it. These adjustments 
don’t cost angthing now but will add to the purchase 
price of ang residential lots. 
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Neighborhoods feel like 
living, breathing things, 
alive with movements and 
realistic touches. 


Pop in to look around or 
make adjustments to the lot 
via Lots and Houses mode. 


Entering an occupied lot permits gou to plag ang 
Sims in the household. 


Lot Information 



Much of what you 
need to know is 
in a lot's informa- 
tion box. 


Each lot has an information box. For 
residential lots the box presents, in 
various panes, the household’s occu- 
pants (posed in accordance with 
their relationships and Aspiration 
scores), lot name and wealth, ang 
descriptive text gou or the lot creator 
wish to include, arrows displaging 
the connections between the lot 
and others in the neighborhood, 
and the Aspiration and Aspiration 
level of each occupant. 

Communitg Lots displag their 
name and ang descriptive text. 
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Packaging lots to 
a saved file or to 
the Internet is 
easy via the Package 
Lot button on the 
info box. 


note 


Every lot information box also includes a button 
for uploading the lot to THE8IM82.COM or to a 
file on your hard drive. The lot, its house, all its 
objects, and the family within it (minus any rela- 
tionships outside the lot) can be packaged en 
masse to share with others. 


Even from 
Neighborhood view, 
it's easy to see 
much of what this 
lot has to offer. 


Much can be learned about a lot just by zooming 
in on it. For example, a close look at a Community 
Lot can determine whether it has an outdoor pool 
or hot tub. 

EstaDiished 

Neighborhoods 

The Sims 2 comes with three fully fleshed out and 
meticulously designed neighborhoods full of Sims for 
your amusement. You may use these neighborhoods 


to play with the pre-configured families, move a 
family of your own design into an empty house, add 
a house and/or a new lot to the neighborhood and 
move in a family, or even build your own neighbor- 
hood from scratch. 


IlQle 


Building houses and creating neighborhoods 
are covered in detail in Chapters 18 and 22, 
respectively. 


Saved families are 
stored in the Family 
Bin. From this pane, 
you may also enter 
the Create-A- 
Family tool. 




This chapter addresses the easiest route, taking 
parts already in the game and using them as your 
canvas. Included with each of the game’s new 
neighborhoods are: 

^ A neighborhood story for your perusal. Find out 
more about Story mode in Chapter 19. 

^ Families in furnished houses with neighborhood- 
wide relationships. These families have fully 
fleshed out stories and have lived rich lives 
before you even meet them. They all have major 
events about to occur, so playing these houses 
as designed (at first) teaches you a lot about 
The Sims 2’s features and strategy. 

^ Pre-built families in the Family Bin: These Sims 
are not yet installed in houses, but may have 
histories with and connections to Sims already 
living in the neighborhood. You can install these 
families into any house that they can afford in 
the neighborhood. 
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^ Pre-built but vacant houses: Many houses in the 
neighborhood are available for sale in all price 
ranges. Most have the essential kitchen and 
bathroom objects but are otherwise unfurnished. 

^ Pre-built lots with houses in the Lots and Houses 
Bin: The architectural designers at Maxis have 
supplied a beautiful array of unoccupied, unfur- 
nished homes for all budgets. Drag them onto any 
open space adjacent to a road (the underlying lot 
is included with the house). 

^ Pre-configured lots: Underlying every house is a 
lot. If you’re going to build your own house, you 
must first lay down an empty lot in the appro- 
priate size. Note that the size of the lot factors 
into the cost of the house. On the other hand, 
the larger the lot, the lower the cost per tile, 
so a large lot might be worthwhile. 

The Lots and Houses 
menu is the storage 
space for any lots 
(both occupied and 
vacant) that haven't 
been moved into any 
neighborhood. 



CUSTOM CONTENT 

Another atternative to building families and lots yourself 
is the vast world of custom content that awaits you on 
the internet and among your fellow The Sims 2 players. 

With varying degrees of difficulty, you can import 
entirely new neighborhoods, occupied and unoccupied 
lots, families (in occupied houses), individual Sims, 
neighborhood terrain, and completely new stories for 
existing neighborhoods. 

This rich world of user and Maxis-designed custom 
content is covered in detail in Chapter 22. 


Playing the 
Pre-Buiit Families 

Whichever avenue you wish to take into the game, 
it’s very educational (and guile entertaining) take 
some time with each neighborhood’s families. Popping 
into them in the right order and knowing what is 
scheduled to happen in each lot makes for a very 
enlightening introduction to The Sims 2. 

Though these houses are set up to have a few 
scheduled events and to teach a few more advanced 
concepts than the tutorials, those can be ignored. If 
you prefer. Just take the lots and play them how you 
like. Note, however, that once they’ve been played a 
bit and saved, their orchestrated state will be gone 
and the “walkthroughs” below won’t apply unless you 
reinstall the neighborhood by hand. 

Each neighborhood section below lists the recom- 
mended order of houses. Some necessary events in 
some houses interfere with the events scheduled to 
occur in others, so it’s important to do them in the 
right order or play them without saving. 

Pleasantuleui 

Recommended order: 

1. Lothario 3. Caliente 5. Dreamer 

2. Goth 4. Broke 6. Pleasant 

Lothario 

^ Resident(s): Don Lothario 
^ Difficulty: Easy 
^ Central Character: Don 

1. Use the phone to call Nina Caliente and invite her 
over. She accepts, fulfilling one of Don’s Wants. 

2. Clean up all trash piles in the house. Don resists 
due to his Sloppy personality but complies. This 
increases Environment score. 
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The hot tub is where Don makes all the magic happen. 


3. For future cleanliness, use the phone to hire 
Don a Maid. 

4. When the Maid arrives, she tidies up anything. 

5. Greet Nina at the door. 

6. Make drinks at the bar on the second level. 

7. Get into the hot tub or join Nina if she’s 
in already. 

8. Do the Cuddle interaction on Nina, followed by 
the WooHoo interaction. Everyone’s happy! This 
fulfills one of Don’s major Wants and his 
Aspiration score climbs into Platinum territory. 

9. Don’s Power Want is to WooHoo with three Sims. 

If you look in his Memories (Simology panel) he’s 
already had one. Nina makes two. The final step is 
to say goodbye to Nina and invite her sister Dina 
for a visit. Have a little lunch and call her on the 
phone; if she asks to bring a friend, say no (it’s 
going to be Nina, and that would be awkward). 

10. Greet Dina, but don’t go for the gold just yet. A 
check of the Relationship panel shows that Don’s 
not yet in love with Dina. Do a few romantic inter- 
actions until the Relationship scores rise a bit and 
you see red hearts floating above Don’s head. 

11. Coax Dina into the hot tub, cuddle, and WooHoo. 
That makes three and fulfills one of Don’s 
Power Wants. 

Goth 

^ Resident(s); Mortimer, Cassandra, and 
Alexander Goth 

^ Difficulty: Easy 

^ Central Character: Cassandra 


1. Don and Cassandra are here and almost over the 
top in their relationship. Have Cassandra plant a 
kiss and a few other high-level romantic interac- 
tions on Don. 


Is Don really 
marriage material? 
Cassandra's going to 
find out. 


2. Have Cassandra do the Get Married interaction on 
the wedding arch. 

3. If Don’s Relationship score toward Cassandra (which 
you can’t see) is high enough, and his mood is 
right, he’ll either accept the marriage or leave poor 
Cassandra at the altar. If he accepts, Don moves in 
with all his money and takes the Goth name. If he 
rejects, Cassandra goes into Aspiration failure and 
reguires a visit from the Sim Shrink. 


Rush to the altar 
and things don't 
Work out so Well 
for Cassandra. 


V nple^ 


Stick around the lot late enough and you'll see 
quite a lot of ghosts. 
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BroHe 

^ Resident(s): Brandi, Dustin, and Beau Broke 
^ Difficulty; Medium 
^ Central Character; Brandi 


Teaching Beau to Walk and potty train is demanding, but it 
feeds both Sims' IVants and, in turn, their Aspiration scores. 


caiienie 

^ Resident(s); Nina and Dina Caliente 
^ Difficulty; Medium 
^ Central Character; Dina 

1. Dina wants to marry a rich Sim. Fortunately, the 
one she’s in love with comes calling. Send her 
down to greet Mortimer Goth. 


Mortimer's ripe for the 
picking. Dina just needs to 
make the first move, and 
probably the second. 


Nina thinks about her sister's 
marriage and scans the paper 
for a place of her own. 


2. Take the initiative and have Dina propose engage- 
ment to Mortimer. 

3. Next, get married and fulfill Dina’s Power Want 
to marry a rich Sim. Mortimer moves in with his 
extremely ample wealth and (if you choose) his 
family in tow. If he comes alone, he brings 10 
percent of his household worth. If he brings his 
whole household, every penny comes over. 

4. Nina sees it’s time to move out; have her use the 
newspaper by the front walk to find her own place. 


tjflie 




Wait until late at night and a burglar visits the 
house too. Dina takes an Aspiration hit if he takes 
an object, because that's one of her Fears. 

To prevent him from taking anything, buy a 
burglar alarm and put it near the front door before 
he arrives. 


1. Brandi has one troublesome son but the other is 
still new enough to save. Start by teaching him to 
walk; he’s almost there so it should only take a 
couple of interactions. They both get a Memory and 
a big Want fulfilled. Beau is in Platinum Aspiration. 

2. Next, click on the potty in the bathroom to teach 
him to use the potty. This takes several interactions 
and emptyings. The process is slowed a bit by 
Brandi’s Day 1 pregnancy symptoms. Beau may 
need a nap before completing this training. 

3. Later, Dustin comes home from school with his 
girlfriend Angela and some mediocre grades. 

Brandi autonomously lectures him, reducing their 
relationship. 


A first kiss 
over the pinball 
machine is a 
pretty big deal. 
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4- Dustin and Angela have a very tight relationship 
but haven’t had their first kiss; tell Dustin what 
to do. This satisfies a big Want for Dustin and 
his Aspiration rises to Platinum. Instruct Dustin 
to say goodbye to Angela. 

5. Soon, Beau wakes from his nap; finish the 
potty training and both mom and son get big 
Wants satisfied. 

6. At 6 o’clock, the first warning comes that Beau 

is ready to grow up. Because his Aspiration score 
should be Platinum, grow him up now and he 
fulfills the Grow Up Well Want. 

7. Buy a Cake and have Brandi interact with it for 
Beau. Congrats; Beau’s now a child and a lot easier 
to take care of. 


Dreamer 

^ Resident(s); Darren and Dirk Dreamer 
^ Difficulty; Easy 
^ Central Character: Darren 



Darren needs time 
in front of his easel 
to pay the 
two piles of bills 
downstairs. 


1. Send Darren upstairs to his easel to complete 
a regular painting with the Paint interaction. 

2. When the painting’s done, sell it. 

3. Next, use the easel again to paint either a Still Life 
or a Portrait and follow the onscreen instructions. 

4. Complete the chosen custom painting over the 
evening and (most likely) into the next day. 

5. When it’s done, sell it too. 


6. With the money from the paintings, pay the two 
stacks of bills on the first floor. 

' ’ 

Id's difficulf do paind high-end ard widhoud having do 
feed Needs a few dimes in dhe process. This is pard 
of dhe challenge of being a "professional" ardisd. 

Id's especially hard do maindain Social and Comford 
and work on painding because id's done alone and 
sdanding up. 


Pleasant 

^ Resident(s): Daniel, Mary Sue, Lilith, and 
Angela Pleasant 
^ Difficulty; Medium 
^ Central Character; Daniel 



Daniel's fateful decision and some very bad timing lead to 
familial discord. 



il 

hfr 

hr 



Hi 


BgasaaSiiM 

WBL 



Everybody deals 
with it in bis or 
ber own Way. 


1. Mary Sue and the twins leave the house for the 
day, leaving Daniel alone. 
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2. At 10, the Maid (“Kaylynn”) arrives and begins her 
work. A quick check of Daniel’s Relationship panel 
shows he’s has a little thing going with the Maid. 

3. Sure enough, when she’s done with the house, she 
asks if she can hang around. Say yes. 

4. Send Daniel to relax on the bed and invite the 
Maid to join him. 

5. Around this time, a career chance card comes up for 
Mary Sue. No matter what you choose, the answer 
is negative and results in her coming home early. 

6. Just as Mary Sue gets home from work and the 
twins arrive from school, direct Daniel to offer the 
WooHoo interaction to Kaylynn. She accepts. 

7. Daniel and Mary Sue get bad Memories, Mary Sue 
acts out Jealousy behavior (trashing relationships 
with both Daniel and Kaylynn), and the girls react 
in their own ways. 

strangeullle 

Recommended order; 

1. Curious 4. Smith 

2. Specter 5. Grunt 

3. Beaker 

curious 

^ Resident(s): Vidcund, Pascal, and Lazio Curious 

^ Difficulty: Easy 

^ Central Character: Vidcund 


For the Curious boys, that telescope is a ticket to the stars 
and, surprisingly, family life. 
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1. Pascal is in his third day of an alien pregnancy. 
He’ll deliver later today. 

2. Send Vidcund to one of the expensive telescopes 
on the roof where he’s abducted. 

3. Vidcund is returned a few hours later. He too is 
pregnant with an alien baby (as male abductees 
always are). 

4. Soon, Pascal delivers his baby. All supplies and 
objects for the baby are already in the house. 

5. You may, if you like, direct Pascal to hire a Nanny 
via the phone. 

6. For further Want fulfillment, direct Pascal to make 
friends with the visiting Nervous, and Lazio to watch 
the Yummy channel to max out his Cooking skill. 

specter 

^ Resident(s): Olive Specter and Ophelia Nigmos 

^ Difficulty: Easy 

^ Central Character; Olive 


Olive Wants to retire to enjoy her old age but it turns out she 
only gets to live two more days. Make them count and she'll 
pass on happily into the afterworld. 

1. Olive wants to retire, so send her to the phone 
to call work. Select Retire and her working life 
is done, and she’s satisfied a really big Want. 

2. After dark, the ghosts start to come out. 

Their color reflects the way they died. Most of 
them seem to be service NPCs...Hmmm. They scare 
the family and haunt the toys on the lot. Deleting 
tombstones removes the ghosts from the lot. 
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3- Ophelia wants to go out with her boyfriend Johnny 
Smith. Have her ask Olive after Olive retires and 
she’ll likely say yes. Call Johnny (using the Call > Go 
Out phone menu) and he comes by to pick her up. 

4. Two days later, Olive dies of old age. The higher 
you get her Aspiration score before then, the more 
likely she’ll die happily (there’ll be hula dancers) 
and the more inheritance will come to her only 
child; Nervous Subject. It’s probably too late 
for Ophelia, her niece, to build sufficient Lifetime 
Relationship to get her own bit of the death benefit. 

BeaKer 

^ Resident(s): Circe and Loki Beaker and 
Nervous Subject 

^ Difficulty; Easy 

^ Central Character; Circe 



Circe heads off to Work as Nervous suffers a little breakdown 
from the roaches in the kitchen. Maybe he shouldn't stuff his 
face at the fridge so much. 


1. Circe wants to get promoted, so feed all her 
Needs in the time until the carpool leaves. Wait 
until about 20 minutes before the time Circe is to 
start work to maximize her Need feeding time. At 
8;40, send her to the car. 

2. Nervous’s low Aspiration makes him engage in self- 
destructive or Desperation behavior; in this case, 
stuffing his face at the refrigerator. This, in turn, 
brings out the roaches. 

3. The roach infestation is the final straw for Nervous, 
who goes into total Aspiration failure and needs an 
intervention from the Sim Shrink. 


4. When he’s all better, direct him to call the 
Exterminator to get rid of the roaches. 

5. Have Nervous call Pascal Curious on the phone to 
talk. This should be enough to get their relationship 
into friendship and satisfy one of Nervous’s Wants. 
That improves his Aspiration score for now. 

6. When Circe returns from work, she should have 
that promotion. 

smith 

^ Resident(s); Pollination Technician #9, Jenny, 
Johnny, and Jill Smith 

^ Difficulty; Medium 

^ Central Character; Johnny 


Blow out the 
candles, Johnny, 
it's your big day 
and there's still 
time to save 
this party. 



1. Johnny is on his transition day from teen to 
adult. Get him on the phone to invite everyone 
to the party. 

2. Eire up the stereo as the guests arrive. Johnny has 
a Want for a good party, so it’ll have to score well. 

3. Tank Grunt arrives, uninvited, to crash. 

4. Direct Johnny to blow out the candles on the cake 
that’s already in the house. His age transitions into 
an adult. 

5. Johnny’s Aspiration score was high so he has a Grow 
Up Well Memory, raising his score even higher. 

If the party is successful, he gets a Good Party 
Memory too. Aspiration points accrue for both. 
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Grunt 

^ Resident(s): Tank, Buzz, Rip, and Buck Grunt 
^ Difficulty: Easy 
^ Central Character: Tank 


ueronaullle 

Recommended order: 

1. Capp 2. Monty 3. Summerdream 



Buzz likes 
spending time 
running his home 
like a boot camp. 


capp 

^ Resident(s): Consort, Tybalt, Juliette, and 
Hermia Capp 
^ Difficulty: Easy 
^ Central Character: Juliette 


Star crossed lovers have it so rough. No sooner are they going 
steady than the old man is reading poor Romeo the riot act. 
No good can come of this. 


1. While Consort is 
lounging on the sofa in 
the living room, Juliette 
should take the oppor- 
tunity to ask Romeo to 
go steady. Do it fast 
and he’ll accept. 

2. This brings Consort out of the 
house and into Romeo’s face 
with a very stern lecture that 
reduces their Relationship 
score and sends Romeo 
off the lot. 
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1. Tank wants to follow in his father’s footsteps by 
entering the Military track. Send him to the 
computer and get him the job he wants. 

2. Buzz and Tank want Tank to get an A+ report 
card, so make sure he gets to school the next 
day (Monday). 

3. Spend this day off with Buzz training the kids. 
Direct him to offer lessons to them on the 
obstacle course. 

4. The next day, make sure Tank gets to school. 
When he returns, he and his dad will have 
something to be proud of. 


Tank wants to impress his father, so get him in the 
Military career track and top out his grades by getting 
him to school on time. 








Montv 

^ Resident(s): Romeo, Mercutio, Patrizio, and 
Isabella Monty 
^ Difficulty; Easy 
^ Central Character: Romeo 


Summerdream 

^ Resident(s): Puck, Titania, Oberon, and Bottom 
Summerdream 
^ Difficulty: Easy 
^ Central Character: Puck 



Back at Romeo's house, things get steamier between 

the young lovers and their families take it out on each other. 

1. Romeo wants to get serious with Juliette. Inviting 
her is one of his Wants; making out 
with her is one of his Power 
Wants. Call her on the phone and 
she asks if she can bring a 
friend; it’ll be Tybalt. 

2. When they arrive, Romeo 
should immediately make 
out with Juliette. 

3. Mercutio insults Juliette then 
fights Tybalt. 

4. Mercutio loses (one of his 
Power Pears) and Tybalt 
leaves, but not before 
kicking the flamingo. 



Plant one on the lovely Hermia for a stirring first kiss. 

Then, give the older generation some happiness too by 
getting them engaged and married (they're ready). 

1. Puck is ready for his first kiss from Hermia. Direct 
him to it without delay and she accepts. This fulfills 
a Power Want and pushes Puck into Platinum 
Aspiration. 

2. Meanwhile Oberon should propose engagement to 
Titania. She accepts. Love is really in the air! Why 
wait? Get one of them to propose marriage too. 

It’s a party after all and there’s a wedding arch 
on in the yard. 


0 


7J 
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Chapter a 



A Sim’s appearance is an extremely complex package 
of subtle facial features, coloring, eye shapes, hair, 
clothing, and more. What’s inside them too is a 
varied web of Personality traits. Aspiration, and 
Interests. Putting all these things together and seeing 
how they persist into future generations is a matter of 
utilizing the tools available to you and understanding 
the mysterious Sim genome. 

This chapter walks you though the interplay of the 
game’s various ways of making and changing Sims and 
provides a useful overview of how Sim genetics work. 

Sim creation 

Sims in The Sims 2 are created in three ways: 

^ In the Create-A-Sim tool that’s part of the Create 
New Family system 

^ In the external Body Shop utility that came with 
your game 

^ In “the wild” of the game itself when two Sims 
create a new life 

Create iieui Family 

The Create New Family system is launched from 
Neighborhood view, under the Families menu (or 
press [FI | by default). Click on the Create New 
Family button and you’re on your way. 

This system has two aspects: 

^ The Create-A-Sim tool lets you assemble parts 
and generate Personality for a Sim that will be 
part of the family. 

^ The Family Relationships tool is where a family is 
assembled and their initial relationships established. 
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Enter the Create New Family mode in the Neighborhood view 
and press Create New Family to get started. 

create-A-sim 

In the Create New Family mode, enter the Create-A-Sim 
tool by pressing the Create-A-Sim button and choosing 
if you want to make a Sim from parts or generate one 
from the genetic material of two Sims. To do the latter, 
there must be a “breeding pair” (two adult Sims of 
opposite genders) already saved into the family. 


Click on the Create-A-Sim button to choose whether to 
Create-A-Sim or Make a Child. 

^ HDte y > 

Babies can't be made in Create-A-8im: toddler is 
the youngest possible age. Babies can be made 
only in the more traditional ways. 

. ) 

First, however, give the family a name in the 
flashing orange box. 

Next, give the Sim a name and start designing 
him or her to your liking. There are many ways to 
go about this. 

The Randomize button generates a completely 
random Sim of the specified gender and age. Press the 
button as many times as you like until one suits you. 
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The Site Bln holds complete Sims 
made hy you or Maxis, and any 
other Sims you've downloaded. 
Just add a name and Aspiration 
and you're ready to go. 


The main Create-A-Sim 
interface shows the total 
results of your work. 


The Choose Existing Sim area (a.k.a. “The Sim 
Bin”) holds ang fully designed (in appearance only, 
that is) Sims made by Maxis or brought in/designed 
by you in Body Shop (see below). The Sim Bin 
contains all existing Sims of the specified age and 
gender. Choose one and adjust him as necessary. 



Any Sims marked wHh the Custom Content 
icon were either created in Body Shop or imported 
into the game. 


> 

Once there’s a Sim in front of the mirror, you 
may do with him what you will. The six main panels 
to the Create-A-Sim tool each alter a specific aspect 
of the Sim’s appearance or Personality: 

Panel i: Name, gender, age, color, and Fitness 
(Thin or Fat only). Also the Randomize and Sim 
Bin buttons. 

Panel 2: Head. Choose from several heads of the 
chosen age/gender/skin tone. Essentially, a subset of 
the heads in the Sim Bin, sorted by age/gender/ skin 
tone. Save heads into collections for each age/gender/ 
skin tone to highlight favorites and narrow options 
for players who download a lot of custom Sims. 


Panel 3: Hair and face. Alter the Sim’s hair color and 
style and adjust facial aspects of their full face, brow, 
eyes, nose, mouth, and Jaw and chin. 

Panel 4: Makeup, facial hair, and glasses. Adjust 
makeup, costume makeup, glasses, eyebrows, stubble, 
and beard and mustache. The latter two are grayed 
out for females. 

Panel 5: Clothing. Mix and match outfits for the Sim’s 
Everyday, Formal, Undies, PJs, Swimwear, and Athletic 
selections. These will be all he owns until he buys new 
clothes at a store (see “Changing a Sim,” below). 

Panel 6: Personality and Aspiration. Consult Chapters 
5 and 8 before choosing. 

• K nole^^ • ■ 

Clo+hing Hems can be assembled in collecfions 
fhaf can be shared. 

Highlighf a clofhing opfion and click on Add 
+0 Colleciion. Collecfions can be buiH around any 
Theme or no Theme aT all, buT They're basically 
a player-creaTed subseT of all available cloThing. 

See ChapTer 22 for how To share These 
collecTions. 

) 



In Create New 
Family, finished 
Sims await their 
portrait and entry 
into the 
Neighborhood. 


Once everything is set. Accept the Sim and she’s 
added to the Create New Family mode. Add as many 
Sims (up to eight) as you like into the family. 
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Hair and Facial tools 

There’s a very powerful but not entirely obvious 
feature in panel 3 in Create-A-Sim. For any of the 
five facial region or full-face changes (but not 
hair), there are two rows of examples (or “arche- 
types”) at the top of the panel. Right-clicking 
on one of them morphs your Sim’s feature(s) 
one-tenth of the way toward the pictured facial 
archetype. Left-clicking switches to the facial 
archetype in one big step (with a cute little 
bounce at the end of this drastic alteration). 

Want to be just a bit more like one of the 
archetypes? Right-click a couple of times and the 
feature or full face shifts subtly in that direction. 


If there’s a breeding pair (two adults of opposite 
gender) in the family, you may use Create-A-Sim to 
Make a Child. 

Mahe a Child 

Make a Child is a special interface that enables the 
on-the-fly blending of two Sim’s genetic material to 
create an entire new Sim of any age or gender. 

Within the tool, you may specify which two Sims 
should be the parents. 

Make a Child is 
a laboratory to 
visualize how two 
Sims’ genes could 
mix. You may create 
a Sim of any age 
or relationship 
to the two Sims 
who contribute 
their genetics. 

Click on the Make a Child button as many times 
as you like to mix the chosen “parents.” Alter their 
age and gender to see what they’d look like at 
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different times or as a different sex. When the 
desired appearance, gender, and age are set, click 
Accept Sim and the scene moves to the normal 
Create-A-Sim interface. 


Note that in using Make a Child, you are not 
creating any family relationship between the genetic 
pair and the “offspring.” You can, in fact, produce 
an elder Sim (who’d be older than her “parents”) 



If you want fo create adult siblings but don't want 
the elder parents in the family, create the elders 
first, use Make a Child for each sibling, and delete 
the elders. The result is a group of Sims genetically 
created by same two Sims but with no actually 
existing parents. 

Link them up by the Family Relationships 
tool and you're ready to go. 


Once a genetically created child is in place in 
Create-A-Sim, you can still change anything you 
wish, including everything generated in Make a Child. 

The biggest difference between creating a Sim 
this way versus in-game reproduction is that here 
the Sim’s Personality is not genetically created. It’s 
set instead to a random Zodiac sign and can be 
adjusted at will. 

Greate-a-Famiiy 

All Sims designed in Create-A-Sim for this family 
appear in the Create-A-Family mode. Arrayed before 
a portrait studio backdrop, they wait patiently for all 
members of their future household to arrive. 

Once you have every desired Sim in the family, 
it’s time to decide how everyone’s connected. 

Family Relationships 

Before completing a family, decide how they’re 
related to each other in the Family Relationships tool. 
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Use the Family Relationships tool to pre-estahlish who relates 
to whom. Be aware that there isn't total freedom to relate two 
Sims; some things must he saved for the game. 

vJsiO" — ^ 

If no relationship is chosen, 9ims are deemed roomies. 


Young Sims of the same or similar ages (i.e. teen 
to child or toddler, toddler to child and teen, and child 
to teen and toddler) can be either roomies or siblings. 

Adults and adults or elders and elders can be set 
to roomies, siblings, or spouses. Adults and elders 
may not be spouses in this tool but may in the game. 

— ^ ^ 

If an infergenerational marriage is desired, leave the 
eventual spouses as roomies and create the family. 
Once they're moved into a lot, get romance going and 
the two Gims may marry each other if they choose. 

•> 

Older (adult or elder) Sims can be established 
as either a parent or roomie to a younger Sim. 

The Family Relationships tool doesn’t allow total 
freedom to set any relationships you can imagine. 
Some must simply be achieved in the game itself. 

For example: 

^ Teens or younger may not be children of elders. 

^ Elders and adults can’t be spouses. 

^ Single parents can be set, but only in game can 
a child be the biological offspring of one parent 
but not the other (stepparent). 


As a general rule, if there’s a relationship that can’t 
be made here, set up the Sims as roommates. Once in 
the game, they may reside in the same house and 
develop the relationship or be split into different houses 
by having one (or more) household Sim leave via the 
Find Own Place interaction in the newspaper or computer. 

Finally, there must be at least one adult or elder 
in a family created in this tool or the family cannot 
be finished. In the game, however, children and 
toddlers can be under the care of only a teen. Thus, 
if that situation is intended, move the adult/elder Sim 
out of the house at the first opportunity. 

You can't make 
families without an 
elder or adult. But 
you can always kick 
them out later. 


When all Sims are added and all relationships set, 
click Accept Family. You’re returned to the Neighbor- 
hood, where you may move your new family into 
a lot or reenter Create New Family and work on 
another household. 

MUlion 

Once Accept Family is pressed, the household as 
it is then constituted and the members of it can never 
be altered in Create-A-9im. They can, as you'll see 
below, be changed in other ways but not so fundamen- 
tally as in Create-A-9im. 

Nor can they be duplicated for use in other families 
or as a template for any other new 9im. If you want to 
preserve your 9im appearances in a way that lets you 
eternally reedit them or build new Gims based on them 
(or an army of evil genetic clones), the Gim's appear- 
ance should instead be forged in the external Body Ghop 
utility. Gee "Body Ghop" below and in Chapter 21. 
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When they move into a lot, Sims have initial 
Relationship scores toward each other based on their 
relationship in the family tree. The actual scores are 
random within the ranges below: 

v TiO'ig ) - 

Only spouses have Love, Crush, Friend, or Best 
Friend set a+ move-in. Thai must be achieved 
na+urally for all others. 


Initial Hnusehnld Relationship Scares 


Relatidnship 

DAILY 

LIFETIME 

Spouse to spouse 

7D-GD 

7D-8D 

Roororoate to roorooiate 

ID-45 

D-2D 

Child to pareot 

2D-4G 

2D-43 

Pareot to child 

3D-GD 

3D-GD 

Graodpareot to graodchild 

3D-GD 

3D-GD 

Graodchild to graodpareot 

ID-4D 

ID-4D 

CdUSIo tC ODUSiO 

1-43 

1-43 

Uocle/auot to oephew 

1-43 

1-43 

Nephew to uocle/auot 

1-43 

1-43 

Sihliog tc sihliog 

-ID-43 

1-43 


The Sims 2 Body Shop 

The external Body Shop utility is on your hard drive 
along with the game. It is very similar to Create-A-Sim, 
but it empowers both the sharing and preserving of 
individual Sims. From this tool, Sims may be cloned, 
redesigned, or assembled from scratch. 

Sims created in Body Shop appear in Create-A-Sim’s 
Sim Bin. Custom skin tones engineered via Body 
Shop’s Create Parts section can be chosen via the 
Custom Content icon on the Skin Tone line of panel i 
of Create-A-Sim. 

For full detail, see Chapter 21 and the Body Shop 
manuals and tutorials available on TheSims2.e0m. 
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If you Want your Sitn 
design Work to be 
preserved, do all your 
appearance designing 
in BODY SHOP, 
not Create-A-Sitn. 
Everything gets 
imported automati- 
cally when you load 
Create-A-Sim. 


in-Game Sim creation 

Though the name for this means of creating Sims 
is a bit stuffy and obtuse, the process appears to be 
a great deal of fun for all involved. 

Whether a new Sim is created in a bed, a hot tub, 
a clothing booth, in the netherworld of adoption, or 
by alien abduction, all newborn Sims are created by 
the forces of Sim genetic code. 

Sim genetics are based on four different systems 
controlling different parts of the Sim: 

^ Eye and hair color ^ Facial features 
^ Skin tone ^ Personality 

Human beings are based on a complex genetic 
system in which traits are inherited from mother or 
father. Sims are, to that extent, the same, but certain 
elements follow a different inheritance system. 

One bit of extremely simplified genetics first. For 
every trait, humans get one gene from one parent 
and one from the other. These pairs of genes are 
called “alleles.” 



I/Yhile you wait, 
all the genetic 
operations discussed 
here are being 
speedily crunched. 
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Which gene the child actually displays (or, in 
the lingo of genetics, “expresses”) is determined 
by a reasonably simple system that we’ll address 
in a moment. No matter which gene the Sim 
actually expresses, however, he always carries the 
non-expressed gene that can, in the right combina- 
tions with a future mate, express in his own child. 

This is how a child can have different hair color than 
either parent. 

For Sims, this system carries over to a greater 
or lesser extent depending on the trait. 

Let’s examine each trait to see how it works: 

Eye and Hair color 

Eye and hair color reflect the closest thing to 
real-world human genetics. 

Traits (e.g., blue eyes, brown hair, etc.) are either 
dominant or recessive. If a child gets one of each, the 
dominant always become the child’s trait. If the 
child gets two recessive or two dominant traits, the 
choice between them is a random 50 percent. 

There are four Maxis hair colors, and each is 
either dominant or recessive: 

^ Brown: Dominant ^ Blonde: Recessive 
^ Black: Dominant ^ Red: Recessive 

There are five Maxis eye colors: 

^ Brown: Dominant ^ Blue: Recessive 
^ Dark blue: Dominant ^ Green: Recessive 
^ Gray: Recessive 

When a Sim is created in Create-A-Sim, all Sims 
are “homogeneous” (carrying a matched pair of the 
identical gene). For example, a brown-haired Sim 
made in Greate-A-Sim carries the same gene on both 
sides (brown/brown). 

In reproduction, however, somewhat real-world 
genetics come into play. Let’s say the child is the 
offspring of two Greate-A-Sim-made parents, one 
with brown eyes (brown/brown) and one with blue 
(blue/blue). The child’s eye color allele would look 
like this: brown/blue. Because dominant genes always 
rule over recessive, the child would have brown eyes. 


If both sides of the Greate-A-Sim alleles were the 
same dominance (both parents had blue eyes or both 
had brown eyes), the child would always have the 
same eye color as her parents. 

Further down the generational trail, however, 

Sims will have parents who carry two different traits 
(“heterogeneous” alleles). In this case, from each 
parent, the child will have some combination of the 
four possibilities. If Dad is brown/blonde and Mom is 
blonde/red, child could have: 

1. brown/blonde: Expresses brown (dominant) 

2. brown/red: Expresses brown (dominant) 

3. blonde/red: Expresses blonde or red 
(50 percent chance) 

4. blonde/blonde: Expresses blonde (homogeneous) 

No matter what the child expresses, he always 
carries both halves of the allele. When, therefore, the 
brown/red Sim mates with a red/red Sim, there’s a 
50 percent chance the child will have red hair. 

Custom content Hair and Eues 

Custom content eyes and hair (created by other 
users rather than by Maxis) are sometimes dominant. 
They may be expressed when paired with a recessive 
color or even a Maxis dominant color. Purple hair, 
therefore, sometimes wins out over, for example, 
blonde or brown but stands a 50-50 chance against 
any other custom content color. 

■ , nnte 

Custom content hair appears only for the gender for 
which it was created. A male child of a female with 
custom content hair cannot express his mother's hair 
color and falls back on the other color in his allele. If 
that too is a female custom content color, he expresses 
the original hair color upon which his mother's custom 
content color was created. 

SHln Tone 

Skin tone works on similar principles. There are 
four Maxis skin tones from light to dark (let’s 
call them “Si, S2, S3, and S4”). 
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Just as with hair and eyes, Sims carry one skin 
tone gene from each parent (for Create-A-Sim Sims, 
it’ll be the same on both sides). Unlike with hair and 
eyes, however, there is no dominance in skin tone: 
the choice of which tone to pass on is random. 

The resulting child, therefore, ends up with two 
skin tone genes, one from each parent. If those 
genes are the same, the child will have that skin tone 
(e.g., if she gets S2 and S2, she’ll be S2). 

If, however, the tones are different, the child can 
randomly express any skin tone in between the two. 
For example, if a Sim receives S2 and S4 from his 
parents, he can be S2, S3, or S4. When he reproduces, 
however, he passes on either S2 or S4 to his child. 

Custom content and Shin Tone 

Custom content is trickier when it comes to skin tone. 
It’s effectively a fifth skin tone. Because, however, it’s 
not one of the original four, there can’t be a range 
between, for example, S2 and the custom tone. 

For example: Dad is S4/Orange and Mom is S1/S3. 
The child could be: 

^ Si/Orange: 50 percent chance of either 
^ S3/Orange: 50 percent chance of either 
^ S1/S4: Si, S2, S3, or S4 
^ S3/S4: S3 or S4 


Facial Features 

Facial features don’t follow the human genetic pattern 
at all. Sims’ faces are divided into five regions: 

^ Brow ^ Mouth ^ Eyes 

^ Jaw ^ Nose 

Every Sim actually has 12 faces: one for each age 
for both genders. They only, however, show the six 
faces of their gender as they grow up, though the 
hidden six faces of the opposite gender are written 
into the Sim’s genes. When a Sim is born, therefore, 
the six faces for her lifetime are simultaneously created 
along with six other faces she can pass on genetically. 
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When a Sim is made in Create-A-Sim, each region 
of his face is randomly labeled dominant or recessive. 
Gender, however, makes certain features more likely 
to be dominant than recessive. 

Dominance Probability for Facial Featores 


FEATURE 

MALE 

FEMALE 

Brow 

GB% 

5D% 

Eyes 

5D% 

GG% 

Ndse 

BG% 

5D% 

Mouth 

5D% 

GG% 

Jaw 

BB% 

5D% 


The offspring of any coupling receives each 
gender-specific region from a blending of his 
mother’s and father’s male faces. In what proportion 
they blend, however is a function of dominance. 

If only one is dominant, the child has a 
66 percent chance of inheriting the dominant feature. 
If both sides for a region are dominant or both sides 
recessive, the inheritance is random. 

The facial regions are then blended randomly, 
with the inherited region having a heavier influence. 
When the genetically created child herself 
reproduces, her features retain their dominance or 
recessiveness based on what she received. She also 
carries with her both the male and female versions of 
her own face, which are used to create her own child. 

Custom content and Facial Features 

Because there is no truly custom content for facial 
features, all facial genetics work the same no matter 
where the Sim came from. 

Personaiitv 

A Sim’s Personality is also inherited. For each 
Personality trait, the child receives the trait’s point 
assignment from his father, his mother, or at random. 

Unlike a Create-A-Sim Sim, a genetically created 
Sim can have up to 35 (but no less than 25) 
Personality points distributed between the five traits. 


Protected by copyright. Unauthorized or uniawfui copying or downioading expressiy prohibited. 



Children created in-gatne can be born with more than 25 total 
Personality points. 

Traits are assigned in random order. If, before 
setting all traits, the total points egual 35, all subse- 
guent traits are set to zero. 

If once all five traits have been set, the total 
number of Personality points is less than 25, points 
will be randomly added to any low traits until the 
total number is 25. 


Once an alien-abduction-born Sim reproduces, 
standard genetics rules apply and all of his alien 
features are treated as dominant. 

^ > 

FHness and Inferesfs are nod inherHed. All children 
are born wHh neudral FHness and random Inderesds. 

Changing 
Appearance Later 






Allen Genetics 

Alien genetics are a special situation. When an alien baby 
is born, parented by alien abduction, she will not show 
alien facial structure right away. Sims will show any alien 
facial structure they carry genetically as soon as they 
become toddlers. Babies have a human baby structure, 
although they will still be green and have a greater 
than 50 percent chance of having alien eye color. The 
face expresses later due to the mystery of alien DNA. 
There’s also a slightly less than 50 percent chance 
that the baby will have alien eye color; thus it’s likely 
that the child will be all alien with her father’s eyes. 

Alien babies always look 
VERY alien but may have 
tbeir father's eye color. 


The Maxis-made alien feadures, skin done, and 
eye color are nod accessible in Creade-A-8im or 
BODY SHOP. 



Once a Sim is living in a neighborhood, you may still 
change her appearance. If there’s a mirror on the lot, 
you may do the Change Appearance interaction. 
Though the essential shape of the Sim’s head and her 
genetic code will remain unchanged, you may alter: 

^ Hair color or style ^ Makeup 
^ Glasses ♦ Costume makeup 

^ Facial hair (eyebrows, stubble, 
or beard) shape and color. 


You can give your 
Sim a whole new 
look, but these 
changes are only 
cosmetic. Genetics 
are forever. 



These changes are superficial, however, and have 
no impact on the Sim’s genetics. The hair color genes 
he passes on are the same, even if he later sports a 
new color. 

Change clothing by purchasing new outfits at 
Community Lot clothing stores and selecting them 
from any dresser on the Sims’ lot using the Plan 
Outfit system. 


7J 
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Chapter 5 



Simology is the study of what makes Sims tick. Well, 
it could be. Really, though, it’s a collection of four 
elements that make up who your Sim is: Personality, 
Interests, Fitness, and Memories. Each has myriad 
influences on various parts of The Sims 2; knowing 
how they work and the conseguences of the choices 
you’ve made are essential to a successful Sim life. 

This chapter unravels the interplay of the Simology 
elements and many other parts of the game. Included 
here is but a taste of the intricate connections under- 
lying this guiet little world. 


Personality 



Personality is the first panel under Simology. It displays 
the Sim's Zodiac sign and her level in each of the five 
Personality traits. 


The very core of your Sim’s being is her Personality. 

It drives countless things she does in her daily life. 
Here are but a few of the things Personality can affect: 

Shill Acquisition speed 

Some skills are learned more guickly (up to twice as 
fast) by Sims with certain Personality traits. The more 
points a Sim has in a trait, the less time it takes to 
gain a point in that skill. 
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Most skills have an aligned Personality trait that 
makes the skill easier to learn: 

^ Body: Active ^ Creativity: Playful 

^ Charisma: Outgoing ^ Logic: Serious 

^ Cleaning: Neat ^ Mechanical: None 

^ Cooking: None 

Only a Sim of the specified Personality extreme 
will see any difference in skill speed. A Sim with 
Active/Lazy of 0-5 will, for example, increase Body 
skill at the normal rate while a Sim of Active/Lazy 
6-10 will do it faster (increasing the more Active 
they are). Among Active Sims, the increase is gradual; 
a 6 will see a slight increase while a 10 will work at 
double the normal rate. 

Need Decay Rate 

Some Personality traits alter the rate at which Needs 
decay. In other words, they shorten or lengthen how 
long a Sim can go without satisfying a specific Need. 
^ Hunger; Active decays faster; Lazy decays slower 
^ Bladder: None 

^ Energy: Lazy decays faster; Active decays slower 
^ Hygiene; Sloppy decays faster; Neat decays slower 
^ Fun; Playful decays faster; Serious decays slower 
^ Social; Outgoing decays faster; Shy decays slower 
^ Comfort: Lazy decays faster; Active decays slower 
In each case, a neutral Sim (5 points) decays at 
the standard rate, while those above and below her 
decay faster or slower. The farther from neutral, the 
greater the effect. 

Teens must spend 
far more time 
doing Fun things 
because of their 
faster decay rate. 
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For example, a teen Sim with Playful/Serious 5 
loses 170 Fun per day. With Playful/Serious of 0, he 
loses more slowly (120 per day). Playful/Serious of 7 
loses faster (190 per day), but Playful/Serious 10 loses 
even faster (220 per day). 



Decay in each Need is different for each age 
group, but the Personality-based patterns are 
constant. In other words, Playful Sims of all 
ages decay Fun faster in every age. 


Career Affinities 

Some Personality traits make a Sim more likely to 
succeed in certain careers. Each career focuses on 
three skills that must be developed for the Sim to 
advance. If a Sim’s Personality allows 
her to build those skills more easily, 
she’ll advance more quickly in any 
career that requires the skill. 

A Sim with extreme scores in one 
or more of Personality traits has 
an easier time in these careers: 

^ Science: Serious, Neat 
^ Medical: Serious, Neat 
^ Business: Serious or Playful, Outgoing 
^ Criminal: Active, Playful 
^ Athletic: Active, Outgoing 
^ Culinary: Serious or Playful 
^ Law Enforcement: Serious, 

Active, Neat 

^ Military: Active, Outgoing 
^ Politics: Serious or Playful, 

Outgoing 

^ Slacker: Outgoing, Playful 



Some careers benefif from conflicfing fraHs (e.g.. 
Culinary has boih Serious and Playful). Obviously, 
a Sim may only be one or fhe other, so any score 
other than neutral provides some advantage in 
the career. 

This conflict makes Culinary a difficult career 
because only one of its three skills can be acceler- 
ated (Cooking has no corresponding trait). 


Olher Effecfs 

Personality impacts many parts of a Sim’s life: 

^ Whether they accept certain social interactions. 

^ What they do when left to their own devices. 

^ Whether they clean up after themselves or others. 

^ Whether special object interactions are available. 

^ Whether they cheat at games or steal other Sims’ 
garden gnomes. 

^ How good they are at telling Jokes. 

^ Whether they get in a hot tub in the buff. 

^ Which Sims they get along with and with which 
they clash. 

^ Changing Personality settings dictates how they 
behave in the Create-A-Sim shop. 

^ How comfortable they are doing certain interac- 
tions and how much time they waste showing 
you their displeasure. 

^ What your Sim does when left to their 
own decisions. 

^ What things they want to buy when their 
Mood is low. 

^ Which Aspiration best suits them. 

^ Which “universal” Fears your Sim harbors, 
e.g., fire. Bladder failure, getting Fat. 

^ Whether they get Fat autonomously. 
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Personality Traits 


V i ' 

The +emi "nega+ive" is a bH of a misnomer 
regarding PersonalHy fraHs. Being Serious, for 
example, might be just what you want in your Sim, 
because she'll tend toward reading, find gregarious 
Sims insufferable, and learn Logic very quickly. 

This doesn't cripple her socially in any way; she 
can make friends and find love too, although 
perhaps not with extremely Playful Sims. 



Cm) 

-f 
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Personality is more than a Sim’s 
autonomous mindset. It also affects 
which interactions a user-directed 
Sim will accept. 


Assigning Personality points, however, requires 
choices. Every Sim has only 25 Personality points that 
can be distributed between these five traits. Unless 
you construct a perfectly balanced Sim with five 
points in each trait, you must put one trait in the 
negative to get another in the positive. 

Strategically, this means that you must make 
decisions about what you want your Sim to be. If 
you want a social butterfly with Outgoing 10, you 
may have to make him a total slob or extremely lazy. 
Understanding the consequences of these choices is 
what this section is all about. 

Heat/Sloppy 

^ Modify Need Decay: Hygiene (Neat: Slower/ 
Sloppy: Faster) 

^ Speeds Skill: Cleaning (Neat) 

^ Career Tilt (Neat): Medical, Science, 

Law Enforcement 


Neat Sims LOVE 
to clean! 


Neat Sims (6-10) pick up after themselves and 
others. Sloppy Sims (0-4) rarely put anything away. 


wful copying or downloading expressly prohibited. 


A Sim’s Personality is the sum of five traits. These 
traits are expressed in terms of their extremes: 

^ Neat/Sloppy ^ Outgoing/Shy 

^ Active/Lazy ^ Playful/Serious 

^ Nice/Grouchy 

Each trait has 10 settings: zero points represents 
the “negative” extreme and 10 points represents the 
“positive.” The more toward one extreme or the other 
a Sim leans, the more often he’ll autonomously 
behave in accordance with that extreme. For example, 
a Sim with Nice/Grouchy of 8 exhibits sweet and 
helpful behavior toward other Sims, Nice/Grouchy of 
5 will be neutral, and a Sim of Nice/Grouchy 2 will be 
very surly indeed. The higher or lower the number, 
the more frequently these behaviors occur. 


Grouchy Sims 
tend more 
toward Irritate 
and Attack 
interactions. 







make messes whenever possible, and don’t dean up 

things left by others. 

Neutral Sims (5) show weak tendencies toward 

both extremes. 

^ Hygiene decays much faster for Sloppy Sims 
than for Neat ones, meaning they reguire more 
showers/baths to keep their Mood high. 

^ Neat Sims increase Cleaning skill much faster 
than Sloppy ones. As such, much of the time 
a Neat Sim “wastes” cleaning things is offset by 
his impressive speed at doing it, the Fun he 
receives, and further acguisition of skill (cleaning 
things actually bestows Cleaning skill). 

^ Because of their acumen at Cleaning skill. Neat 
Sims advance faster in Law Enforcement, Medical, 
and Science careers. 

^ The Sloppier a Sim is, the faster she creates 
messes. For example, a very Sloppy Sim can 
foul a shower with a few uses, while a Neat 
Sim’s shower won’t need cleaning for several 
uses. They’re also messier in the kitchen. 

^ Neat Sims get Fun from cleaning while Sloppy 
Sims lose Fun when forced to tidy. 

^ Sloppy Sims autonomously eat out of the trash 
and may autonomously eat food that has attracted 
flies (whereas a Neat Sim would never consider 
it). This can result in illness but does provide 
a cheap and guick Hunger satisfaction source 
(see Chapter 8). 

^ Neat parents clean a toddler’s high chair after 
the toddler is removed. 

^ Sloppy children leave toys out of the toy box (and 
be resistant if directed to put them away) while 
Neat children autonomously put their toys away. 

^ Sloppy Sims (Neat/Sloppy < 6) with very low 
Hygiene autonomously give themselves a sponge 
bath in any sink if a shower or tub isn’t available 
and their Hygiene is low enough. 

♦ Sloppy Sims gobble their food, causing Neat Sims 
nearby to react. 


outgoing/Shy 

^ Modify Need Decay: Social (Outgoing: 

Faster/Shy: Slower) 

^ Speeds Skill: Charisma (Outgoing) 

^ Career Tilt (Outgoing): Business, Politics, 

Athletic, Military, Slacker 

Outgoing Sims (6-10) thrive on social interaction; the 
more other Sims around the better. Shy Sims don’t 
like to attract attention to themselves and are visibly 
uncomfortable with it even if they actually like the 
interest. Because, on the other hand. Shy Sims (0-4) 
reguire less social interaction, they can spend more 
time in seclusion, working on skills or fulfilling their 
Aspirations. Neutral Outgoing/Shy Sims (5) have 
neither the benefits nor drawbacks of either extreme, 
which is not a desirable setting for any purpose. 

Outgoing Sitns 
aren't uptight 
about their 
pixelization. 


^ Outgoing Sims crave social interaction, so their 
Social motive decays at an accelerated rate. Shy 
Sims need less contact and their Social Need 
decays at a slower rate. 

^ If a high Outgoing Sim gets into a hot tub, she 
enters in the pixilated buff. 

^ Outgoing Sims talk to garden statuary. 

^ Shy Sims have several special animations when 
accepting or rejecting some particularly (to them) 
racy interactions. 

^ Outgoing Sims who are naked sometimes forget 
to put their clothes back on, even in the event 
of a fire. 
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^ If a Sim uses a telescope to spy on an Outgoing 
neighbor, that neighbor will come over and lecture 
your Sim. 

^ Outgoing Sims have more animated conversations. 

^ If a Chat concerns a Memory, Outgoing Sims are 
more interested in the subject than Shy Sims. 

^ Outgoing Sims are more likely to autonomously 
Brag about their good Memories. 

^ When dancing solo. Shy Sims dance a bit 
more reservedly. 

^ If a fight occurs in a room, a Shy Sim will flee 
the room. 

^ An extremely Outgoing male Sim with very low 
Bladder Need can autonomously relieve himself 
on a bush (decreases local Environment and Sim’s 
own Hygiene). 


ActlueAazy 

^ Modify Need Decay: Hunger (Active: Faster/ Lazy: 
Slower), Energy (Lazy: Faster/Active: Slower), 
Comfort (Lazy: Faster/Active: Slower) 

^ Speeds Skill: Body (Active) 

^ Career Tilt (Active): Criminal, Athletic, Law 
Enforcement, Military 

Active Sims (6-io) have the undeniable benefit of 
needing less sleep and less time sitting, but they 
reguire a lot more visits to the feed bag. For the 

Because their 
metabolisms run 
so fast, Active 
Sims must eat 
constantly but 
don't need to 
sleep as much. 
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more physical professions. Active Sims build Body 
skill at a higher rate. 

Neutral Sims (5) show weak tendencies toward 
both extremes. 

Lazy Sims (0-4) actually reguire less food than 
others but must sit, nap, and sleep more freguently. 

^ Active Sims can run to any location on a lot; 
all other Sims can run only if the destination is 
very far away. 

^ There’s a random chance that a Lazy Sim will turn 
off her alarm clock, go back to sleep, and miss work. 
^ Lazy Sims are more likely to autonomously get 
a snack from the refrigerator when they’re already 
full. This, in turn, results in low Fitness. 

^ Active Sims tend toward Fun activities and objects 
that are more physical while Lazy Sims tend 
toward the sedentary. 

^ An extremely Lazy male Sim with very low 
Bladder Need can autonomously relieve himself 
on a bush (decreases local Environment and Sim’s 
own Hygiene). 


Playlul/serlous 

^ Modify Need Decay: Fun (Playful: Faster/Serious: 
Slower) 

^ Speeds Skill: Creativity (Playful), Logic (Serious) 
^ Career Tilt (Serious): Science, Medical, Law 
Enforcement, Business, Politics, Culinary 
^ Career Tilt (Playful): Criminal, Slacker, Business, 
Politics, Culinary 
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Playful Sims (6-io) can find Fun in the oddest places 
where no other Sim can, but they need a heck of 
a lot more of it than their Serious counterparts. They 
are extremely well-suited for creative endeavors. 

Neutral Sims (5) show weak tendencies toward 
both extremes. 

Serious Sims (0-4) can go longer between Fun 
activities and are naturally attracted to guieter, more 
cerebral activities (reading, playing chess, etc.). 
Serious is the only “negative” trait that speeds the 
learning of a skill; Serious Sims are very adept at Logic. 
^ Fun decays faster for Playful. Serious Sims 
decay more slowly, reguiring only occasional 
Fun interactions. 

^ Playful Sims can skip to places rather than 
simply walking. 

^ Playful Sims have some special fun with the 
garden gnome. 

Hice/Grouchy 

^ Modify Need Decay; None 
^ Speeds Skill: None 
^ Career Tilt: None 

Nice Sims (6-10) are very considerate toward the 
feelings of others, autonomously engaging in social 
interactions that benefit both parties. 

Grouchy Sims (0-4), on the other hand, bring 
down almost any relationship if left to their own 
devices. When autonomously interacting, they are 
drawn to Fight and Irritate interactions that reduce 
the other Sim’s Relationship scores and even Social 
need. Sometimes Grouchy Sims even derive a positive 
benefit (Social, Relationship, or Fun) from being 
mean to others. 

Nice/Grouchy is also a major factor in the accept- 
ance of many social interactions. Which way a Sim 
tilts can change the difficulty of relationship building, 
but not fatally so. 

Strategically, Nice/Grouchy is not a factor in 
either skills or career, so it’s a theoretically expendable 


trait. That doesn’t, however, mean that it should be 
set to zero; Grouchy Sims can do a lot of damage to 
hard-won relationships. Unless a surly Sim is what 
you want, never set Nice/Grouchy below 5. 

^ Grouchy are more likely than Nice to accept an 
Argue interaction. They receive a boost to Social 
from an argument while Nice Sims get a small loss. 
^ Grouchy Sims are more likely to autonomously 
spy on a neighbor when using a telescope. 

^ Grouchy Sims watching other Sims compete will 
more likely taunt the contestants, while a Nice 
Sim will cheer. 

^ Grouchy Sims walking by your house may steal 
your garden gnome. If they’re really Grouchy, 
they’ll do it even if your Sim is standing nearby. 

^ Grouchy Sims walking by your property may kick 
over your garbage can. 

zodiac signs 

Every Sim sports one of the 12 astrological signs. 

Each star sign represents a set of Personality settings 
that approximate the real-world astrological character 



A Sim's asirological sign has nothing to do with 
his birthday, but is rather a reflection of his 
Personality settings. 

Hence twins may have different signs despite 
their identical birthdates. 

) 


nolg 




A Sim's Zodiac sign can be set in panel 6 in 
Create-A-Sim and viewed in-game in the Simology 
panel under Personality (above the Personality 
bars). Pointing to the Zodiac symbol offers a 
description of the Sim's overall Personality. 
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As you change each Personality trait, the Sim’s 
sign changes to show into which astrological profile 
she fits. It also works the other way; change the sign 
and all Personality traits change to the settings below: 


In Create-A-Sim, 
click on a Zodiac 
sign to bring up a 
Personality preset 
or fiddle with 
the traits and see 
what star sign you 
end up with. 



Personality Presets by Zodiac Sign 


Zddiac Sign 

NEAT 

DDTGDING 

ACTIVE 

PLAYFDL 

NIC 

Aries 

5 

8 

G 

3 

3 

Taurus 

5 

5 

3 

8 

4 

Gemini 

4 

7 

8 

3 

3 

Cancer 

G 

3 

G 

4 

G 

Lea 

4 

ID 

4 

4 

3 

Virgn 

B 

2 

G 

3 

5 

Libra 

2 

8 

2 

G 

7 

Scnrpin 

G 

5 

8 

3 

3 

Sagittarius 

2 

3 

a 

7 

4 

Capricnrn 

7 

4 

1 

8 

5 

Aguarius 

4 

4 

4 

7 

G 

Pisces 

5 

3 

7 

3 

7 


These values are the default for each sign but 
they aren’t precise; you can tweak them up to 
a point without changing the sign. Extreme changes 
eventually cause the sign to shift. 

Sims may befriend and fall in love with anyone 
but, due to inherent differences in Personality types. 


some combinations are harder or easier than others. 
Keep the affinities/aversions below in mind to 
discover who’s a more likely friend and who will 
pose an interesting challenge. 


Zodiac Sign 

Zodiac Sign 


Compatibility 

AHRACTED td 


Repelled gy 


Aries 

Gemini/Taurus 

Cancer/Libra 

Taurus 

Aries/Libra 

Virgn/Cancer 

Gemini 

Pisces/Virgn 

Capricnrn/Aries 

Cancer 

Taurus/Scnrpin 

Gemini/Aries 

Lea 

Sagittarius/Cancer 

Capricnrn/Gemini 

Virgn 

Aguarius/Sagittarius 

Len/Taurus 

Libra 

Virgn/Cancer 

Pieces/Scnrpin 

Scnrpin 

Pieces/Len 

Libra/Aguarius 

Sagittarius 

Pisces/Capricnrn 

Libra/Scnrpin 

Capricnrn 

Aguarius/Taurus 

Len/Gemini 

Aguarius 

Capricnrn/Sagittarius 

Scnrpin/Virgn 

Pisces 

Scnrpin/Gemini 

Len/Aries 


Changing Persnnaiitg 

Personality can be changed, but it’s difficult without a 
solid multi-generational family. An older blood-related 
Sim may use an “Encourage” social 
interaction on a younger Sim to add or 
subtract points to the younger Sim’s 
Personality traits. 

;jgi8 ^ 

Being older means being in a 
higher age stage. It does not 
refer to how long the Sim has 
been alive. Thus, an adult one 
day away from becoming an elder 
cannot Encourage another adult 
no matter how much "younger" 
the other adult is. 
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Encourage socials and alter a younger Sitn's Personality traits. 
The older and more extreme in a trait the encouraging Sim is, 
the faster the change occurs. 




mid 




Encourage is not available if the younger Sim 
is already at 10 for a positive trait or 0 for 
a negative trait. 

Unlike Interests, below, altering one Person-ality 
trait does not change another; a heavily Encouraged 
Sim could eventually have lo points in every trait. 

To perform an Encourage social, the older Sim 
must have a 7 or higher (if the Encourage trait is 
positive) or 3 or lower (if it’s negative). The other 
Sim can accept or reject the interaction based on 
Mood and Relationship. 






To accepf, fhe younger Sim musf be in a posifive 
Mood and have eifher a Lifefime Relafionship 
greafer Than 20 or a Daily Relafionship greafer 
Than 50 wifh fhe older Sim. 


Depending on what trait you wish to Encourage, 
the older Sim will: 

^ Niceness: Eriendly hug 
^ Grouchiness: Annoy 
^ Seriousness: Nag 
^ Playfulness: Red hands 
^ Neatness: Preen 
^ Sloppiness; Belch 


^ Activeness: Sguats and stretches 
^ Laziness: Sit 
^ Outgoingness: Joke 
^ Shyness: Make diary entry 

The power of the influence depends on 
many things: 

^ Age Difference: The greater the age gap between 
the Sims, the stronger the effect. Thus, an elder 
can more effectively Encourage a teen than 
an adult can. 

^ Daily Relationship: The greater the Daily Relation- 
ship, the more influence Encouragement will have. 
^ Strength of Personality: The higher or lower an 
older Sim is in a trait, the more effective her 
Encouragement. A Playful/Serious 10 Sim has more 
impact Encouraging Playfulness than a Playful/ 
Serious 7. 

With the influence at maximum strength (an elder 
with 10 in the chosen Personality trait and Daily 
Relationship 100 Encouraging a child), a Sim gains 
a full Personality point in about two interactions. An 
average situation reguires three or four interactions 
while a weak one may need as many as five. 

interests 

upon either creation or birth, Sims are randomly 
assigned a slate of “Interests” that guide them in 


conversation. There 

are 18 possible 

Interests: 

♦ 

Animals 

^ Eood 

♦ Sci-Ei 

♦ 

Crime 

^ Health 

♦ Sports 

♦ 

Culture 

^ Money 

♦ Toys 

♦ 

Entertainment 

^ Paranormal 

^ Travel 

♦ 

Environment 

^ Politics 

^ Weather 

♦ 

Eashion 

^ School 

^ Work 
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Interests 
drive Chat 
interactions 
as displayed 
in the conver- 
sation icons. 


Determining Interests doesn't have to be a 
guessing game. Unless the other Sim is a Townie 
(an exclusively computer-controlled Sim who 
doesn't reside on any neighborhood lot) or an NPC 
(i.e. a maid, gardener, etc. whose Interests and 
Personality are randomly generated), you can enter 
a Sim's lot, check out his Interests, and switch 
back to the Sim you want to control. When the 
other Sim comes calling, you'll know what he likes 
to talk about. 


If a topic is dearly not going over well (the other 
Sim is reacting negatively), change the topic by 
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Politics 

(mocfo) 

Crim* 

ooreram) 

food 

ococca'ooo 

Sfbort^ 

fmimcmi 

Work 

CKaunxo 

Docmxooci 


oococooox 

Kntcrtilinrnont 

aranm; 

Heolth 

OOCOCOOODC 

P»rAnt)rm»l 

ocinimT 

Wft8‘i>«r 

octaaTxx 

To/i 

otmcffica: 


£twiro«ment 

CtXODtOOOD 

Culturo 

onamxaD 

Fjis^'ion 

OOCOCOOOOD 

TrAuoI 

mmnmra 

Animats 

oaccaowa 

S<i*R 

mnOQGQOQO 


Interests are displayed in the second of the three 
Sitnology panels. 

;Jt)lE y : 

Unlike Personality points. Interest points are 
distributed randomly and automatically at creation 
or birth. Like Personality points, however, they can 
be changed, albeit only indirectly. We'll get to that 
in "Changing Interests" below. 

Upon creation, Interest points are randomly 
distributed among the i8 Interests. An Interest can 
be assigned o-io points; o indicates no interest, 

5 moderate interest, and lo intense interest. 


Interest in cnnuersatinn 


The number of points in an Interest dictates 
how likely the topic is to arise in a Chat 
initiated by your Sim. The choice of topic in a 
given conversation is random, but the higher 
an Interest’s level, the more likely it is 

When your Sim’s on the receiving 
end of a conversation. Interest level 
in the other Sim’s chosen topic 
determines how likely your Sim ^ 
is to continue the conversation \ 

(if Interest is high) or end it 

(Interest low). vfiL' 


clicking on your own Sim and choosing Change Topic. 
At the first opportunity, your Sim introduces a new 
topic for the other Sim to accept or reject. 
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The key strategy in conversation is determining 
what another Sim’s Interests are. This is done by 
a process of trial-and-error; several conversations 
reveal which topics appeal and which do not. Then, 
in all future conversations with that Sim, use Change 
Topic to force your Sim to discuss an Interest the 
other Sim is known to like. 

— --v ( 'n£ite 

Micromanaging conversations between Sims of 
divergent Interests requires more supervision than 
those between more like-minded Sims. It might he 
wise, then, to build major relationships only with 
Sims whose Interests are similar to your Sim's; 
this permits longer and better conversations with 
no intervention from you. 

If, however, a meeting of differing minds is 
what you want, you can always try changing 
your or the other Sim's levels of Interest in 
a given topic. 



Changing interests 

Just because you can’t set Interests doesn’t mean 
they can’t be changed. There are, in fact, two ways 
to alter Interest levels: Magazines and the Share 
Interests interaction. 

Keep in mind, though, that raising one Interest 
causes another randomly chosen Interest to drop. 

Magazines 

Change Interests most easily by purchasing and 
reading magazines. Spending enough time reading 
the correct publications increases your Sim’s Interest 
level in that topic. Because, however, the number of 
Interest points is finite, adding an Interest point in 
one topic decreases Interest level in another randomly 
chosen topic. 



Magazines are 
available at most 
Community Lots. 


Magazines are available from Magazine Racks 
in a neighborhood’s Community Lots. Click on the 
Magazine Rack, choose Buy, and select the magazine 
that corresponds to the Interest you desire to change: 
^ The Superstar Report: Entertainment/ 

Fashion/Sports 

^ Beyond Belief: Sci-Fi/Paranormal/Health 
^ Young Sim Magazine: Toys/Animals/School 
^ Rat Race: Work/Money/Crime 
^ Highbrow Review: Politics/Culture/Environment 
^ Mode:Live: Food/Travel/Weather 

Sims automatically bring magazines back from 
Community Lots and deposit them as useable objects 
in their own home. Any Sim in the house may then 
use the magazine to affect her Interest levels by 
clicking on the magazine and choosing which of the 
three topics you’d like to change. After reading for 
several minutes, the Sim learns enough to add to her 
Interest in the topic. 

TaiN> Share interests 

Reading magazines changes your Sim’s Interests, but 
the Share Interests interaction can be used to change 

nde) ; 

For deiails on this in+erac+ion, see Chapter 11. 
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The Share Interests 
interaction is 
an alternative 
to Chatting 
that affects 
the other Sim's 
Interest levels. 


If the interaction is accepted, your Sim chooses 
a topic of high Interest to himself, and a lengthy 
conversation begins. At the end, the other Sim 
receives a one-point increase in her Interest in that 
topic (and a likewise reduction in one other). 


ntJie 


If you later enter the other Sim's lot, you'll find 
her Interest permanently changed by the Share 
Interests interaction. 


Fitness 




Personality 

oppy COCOCOOOOO neat 
Shy OOCOCXIOOOO Outaoing 
Lazy OOffXlOCOOO Active 
'iousOOCCXBOOOO Playful 
uchyOXaBtlOODMice 


Fitness level is accessible on the Personality 
panel or just by looking at your Sim. 
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Every child, teen, adult, and elder Sim has one of 
three Fitness levels: 

^ Fit ^ Neutral ^ Fat 

Every new Sim is generated as Neutral unless you 
specified Fat in the Create-A-Sim process. You cannot 
create a Fit Sim; the Fit state can only be earned 
in-game by working out. 

-X tJDle^ 3 


A Sim created as Fat can be trimmed up into 
a Fit Sim (as can a Sim who achieved his girth 
the longer way) with lots of exercise. 


A Sim can become less or more Fit depending 
on their actions. 


Losing Fitness 


Fitness is reduced by consuming any Hunger satis- 
fying thing (food, drinks, coffee, dessert, etc.) when 
the Hunger Need is already completely satisfied. 


flDte 


Sims always finish what's on their plate, so 
overeating can occur if Sims are told to eat when 
they're nearly full. The full amount of the meal is 
counted, even if only part of it was needed to 
totally fulfill the Hunger Need. 


Every consumable is 
assigned “Fitness points” 
that subtract from the Sim’s 
W current Fitness. Whenever a 

p 'v Sim consumes something on an 

already “full stomach,” these points 
are deducted from Fitness. If Fitness falls 
below the threshold for the next state (from 
Fit to Neutral or Neutral to Fat), the Sim’s appearance 
visibly changes to show the drop in Fitness. 
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Some Sims (pariicularly Populariiy and Romance 
Sims) may be so image conscious +ha+ they 
consider getting Fat a Fear. If you see this arise 
in their Fear panel, make very sure they're not 
eating unnecessarily (especially if they're on the 
Lazy side). 


:> 




Generally, your Sim only eats or drinks when her 
Hunger Need is low, but overeating can occur auto- 
nomously. Active Sims are vaguely tempted to get a 
snack from the refrigerator when they’re fully satis- 
fied, but Lazy Sims hear the call of the cookie even 
more. This is another important reason why Lazy 
Sims reguire a bit more supervision than Active ones. 

Sims in Aspirational distress (Aspiration score 
below zero but above the failure line) autonomously 
overeat as a result of their low Aspiration score. 
Unhappy and Fat is no way to go through life. 


Gaining Fitness 

Fitness is gained by exercising. Specifically this means: 
^ Work out by clicking on the TV (teens, adults, 
and elders) 

^ Use the weight bench (teens, adults, and elders) 

^ Swimming in pools (children, teens, adults, 
and elders) 

^ Play Tag or Play Cops and Robbers (children) 



Each of these activities adds points to Fitness. 
When the Sim amasses enough points to move 
into the next stage of Fitness, her appearance 
visibly changes. 

memories 

Memories are a record of major events in a Sim’s 
life. Whenever one of these big moments happen, 
a Memory is added to the Memories panel to show 
what the Memory is, which other Sims were involved, 
and whether the Memory was positive or negative. 

Memories are, however, more than a historical 
chronicle. Memories can be witnessed by other Sims, 
talked about in conversation, and passed to other 
Sims who will, in turn, discuss them. Sometimes, 
these discussions aren’t pleasant for the Sim who 
holds the Memory. 


Memories are 
revealed in the 
Memories panel 
under Simology. 


Positiue us. Hegatiue 

Memories are either positive or negative. A positive 
Memory sports a green background and a negative 
one shows a red background. 

Certain interactions use only one kind or the 
other. If a Sim Brags, for example, he’ll only choose 
one of his good Memories: no one touts his failures. 
Likewise, Gossip only uses bad Memories (about Sims 
not part of the conversation). 
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Memory strength 
and Decay 

Memories come with a strength; the more significant 
the Memory, the greater the strength. Strong 
Memories are more likely to be discussed and stay 
with your Sim for a longer time, extending their lives 
as conversational topics. 

^ if Pie ^ 

Memories fhaf have decayed +o zero s+ill appear in 
fhe Memories panel, buf they won't ever come up 
in conversation again. 


Over a Memory’s life-span, its strength decays 
until it reaches zero. The length of time this process 
takes depends on the Memory’s strength; weak 
Memories disappear guickly while strong ones persist 
for some time. 

Poluer Memories 

Power Memories arise from the accomplishment of 
so-called Power Wants and Fears (see Chapter 8). 

Like the Power Wants and Fears, they are highlighted 
by a starburst on their icon’s background. 

These Memories are special because they’re 
extremely strong, have very long life-spans, and 
never decay completely to zero. Thus, long after the 
event, a Power Memory arising from it can still be 
talked about (though very infreguently). 

Recent Memories 

Strong recent Memories, both positive and negative, 
affect your Sim’s behavior for a while. 

You may notice him thinking about the event 
(flashing its icon in a thought bubble). If the Memory 
is pleasant, he’ll smile or giggle. If it’s unpleasant, he’ll 
frown or (if the Memory is very bad) stop and cry. 

primagames.com 



After a break-in, 
this Sim is 
an emotional 
wreck over 
the 


— V niif g ) 

Autonomous crying over a bad Memory is a 
small time waste. Guard against bad events for 
efficiency's sake if nothing else. 

. ) 




Memories us. 

Memory MarKers 

An important distinction must be made between 
Memories and Memory Markers. 

Memories are only granted to Sims who partici- 
pated in a significant event or, in rare instances, who 
are important to the event (i.e. a grandmother will 
get a Memory of her granddaughter’s wedding even 
if she wasn’t present). Only Memories appear in the 
Memory panel. 

■ V Jiflte ^ 

Memory Markers can trigger jealousy. If a third 
party Sim witnesses another Sim cheating on his 
significant other, she gets a Memory Marker for it. 

If, by happenstance, the third-party Sim talks 
about the Memory Marker with the cheating 
Sim's love, the cheated on Sim will react as if 
she witnessed the betrayal (see "Cheating and 
Jealousy," Chapter 12). 


Memory Markers don’t appear visibly in the 
game but are passed between Sims when a Memory 
is either witnessed or spoken about. To witness 
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a Memory, an uninvolved Sim must be in dose 
proximity to the event. 

Social interactions are the most common vehicles 
for passing Markers. If the Sim who directly had the 
Memory speaks about it to another Sim, that Sim 
gains a Marker for that Memory. 

The Marker allows the Sim to use the Memory 
of another Sim as a conversational topic with other 
Sims. The third Sim would then have the Marker that 
he could then pass or use with the original Sim. 

Like the Memories that give rise to them. Markers 
have a strength and a duration, but they’re only a 
percentage of the original Memory. Most Markers 
eventually diminish and drop out as conversational 
topics but Markers for Power Memories endure (albeit 
minimally) forever. 

Memories and 
Social Interactions 

Memories, like Interests, can be conversational topics 
or the trigger for several autonomous interactions. 
When a Sim accepts a social interaction that involves 
a Memory, she gets the Marker for any Memory 
being discussed. 

mile') > 

Full defails on ihese inferacfions can be found 
in Chapfer 11. 

Each of these interactions rely on a Memory 
or Marker: 

♦ Gossip: Negative Markers are discussed 
negatively between two Sims about the Sim 
who has the Memory. 

^ Tell Secret: Same as Gossip but between children. 

^ Tease: Negative Markers are discussed negatively 
with the Sim who holds the original Memory. 

^ Gonsole: Negative Markers are discussed positively 
with the Sim who holds the original Memory. 


^ Congratulate: Positive Markers are discussed posi- 
tively with the Sim who has the original Memory. 
^ Talk: Positive or negative Memories or Markers 
are used as conversational topics similarly to 
Interests. The details of this system are discussed 
in Chapter ii. 

^ Brag: Positive Memories are discussed in a positive 
way by the Sim who holds the Memory to another 
Sim. If the other Sim doesn’t already have the 
Marker for that Memory, she gets it as a result 
of the Brag. 

Choosing memories and marners 

Memories are chosen for interaction based on their 
strength. A Sim always randomly chooses between 
her top three strongest Memories when discussing 
her own Memories. Therefore, recent strong Memories 
arise more often. 

With Markers, the Sim’s Lifetime Relationship with 
the Memory’s original owner influences the decision: 
^ Negative Interactions: The more negative the 
Lifetime Relationship, the more likely the Marker 
is to be used. 

^ Positive Interactions: The more positive the 
Lifetime Relationship, the more likely the Marker 
is to be used. 

^ Neutral Interactions (i.e. Talk): If the Marker refers 
to a negative Memory, it’s more likely to arise if 
there’s a negative Lifetime Relationship with the 
owner of the Memory. If, on the other hand, it’s 
positive, the converse is true. 

Memories and Dreams 

Memories can color or haunt a Sim’s dreams if 
they’re strong enough. You see the icon pop up while 
your Sim is asleep if the Memory has infiltrated her 
dream world. 
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Ji'S iDi illir) Ills 

The chapters in this part open up the clockwork that makes The Sims 2 go. All the game’s major systems 
and subjects are described here in ways that everyone can use for strategic advantage and to understand 
why things happen the way they do. 

Grasping this information pays dividends again and again, and gives a profound glimpse into the rich- 
ness and complexity of the world you’re entering. It also offers the knowledge required to unleash your 
creative energies and play the game in a way no one ever could have predicted. 


Chapter 6 



Sims don’t live forever. 

Much in this book is useful, some of it a bit 
obtuse, but useful and powerful nevertheless. None 
of it, however, is as fundamentally important as 
this simple truth that bears repeating; Sims don’t 
live forever. 

Why is this important? Because Sims only have so 
much time to do what they (or you) want to do with 
their lives. If they want to conquer their career, they 
won’t have time for much else in their adult lives. 
Balancing career and family becomes a greater 
challenge because tending to one costs a finite and 
inconceivably valuable currency; time. 

The realization of the value of time profoundly 
changes the way The Sims 2 is played. Every phase 
of life must, thus, be maximized to offer the richest 
and most numerous opportunities. The Sim that lives 
most efficiently is the one who’ll accomplish all his 
goals and leave his offspring the most formidably 
equipped to conquer their world. 

To do this, you must understand the six ages 
of Sims and how to milk them for everything 
they’re worth. 

You must also learn the rhythms and demands of 
the multigenerational game and how the actions and 
successes (or failures) of one generation affect the 
next. This chapter explains it all and whets the 
appetite for the chapters that follow. 


Living Through 
the oges 

Sims live through six ages, spending a number of 
days in each stage; 

^ Babies; 3 days ♦ Teens; 15 days 

^ Toddlers; 4 days ^ Adults; 29 days 

^ Children; 8 days ♦ Elders; 9 to 31 days 

Elder’s time is uncertain due to the randomness 
of death and the life-extending powers of Aspirational 
success. Thus, in the end, deft use of time in younger 
ages earns the most valuable thing of all; more time. 

Age Transitions 

The transition from one age to the next is a very 
important strategic opportunity. Know how they work 
and they’ll work for you. 

Two days before the scheduled end of a Sim’s 
current age, the impending birthday is announced. 
Emm this point on, the Sim can grow up, or “age 
transition,” any time (up to two days early) in two 
or three ways; 

^ Do the Grow Up self-interaction (for children, 
teens, and adults). 

^ Do the Blow Out Candles interaction on a birthday 
cake object. 

^ Wait until 7 p.m. on the age transition day when 
the transition happens automatically. 
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Which way you choose can impact how “well” the 
Sim grows up which, in turn, dictates what kind of 
Memory the Sim will have. The Memory and the 
quality of the birthday can fulfill one or more Wants 
and Fears of the Sim and those who love her. 


When to Age Trensltlen 

Generally, Sims should milk as much time out of their 
ages as possible, transitioning only on the scheduled 
day. There are, however, good reasons to do it sooner. 



Adam's birthday is only a day 



L 

away. It seems like only 
yesterday that the little 



bundle of joy came -nto this world. 


Wf 

^ Oh, how quickly they grow up. 


' 


Babies should transition as soon as possible. 


Very young Sims can be a challenge to take care 
of, so you may want to transition them into more 
self-sufficient children at the earliest opportunity. 

With babies this is almost always fine because 
there isn’t much babies can do with their time until 
they’re toddlers. 

Once toddlerhood is reached, however, they have 
some very important things to learn that can affect 
their future careers and their lifelong Aspiration scores. 
Reaching these goals takes time and may be difficult 
to achieve in the mere four days of the toddler age. 

If a Sitn Wants 
to grow up Well 
but is in danger 
of falling out 
of positive 
Aspiration score, 
consider age 
transitioning as 
soon as possible. 
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Still, there is often a good reason to advance 
a birthday. When Sims near an age transition, they 
may either Want or Fear the change depending on 
their Aspiration Scores and if this Want/Fear is rather 
high scoring. If, for example, Sims have positive but 
low Aspiration scores two days shy of their birthday, 
it might be a good strategy to age transition before 
the score has a chance to decay and the Want 
changes to a Fear. 

By advancing a birthday, however, your Sim is 
losing those days forever; they aren’t tacked onto the 
next age. You must decide if any benefits of aging 
early are worth the sacrifice. 

EMiending Age ifanslllon 

More often, an age needs to be longer, not shorter. 
For this, there’s the Elixir of Life Aspiration reward 
object (see Chapter 8). If used successfully, it delays 
an age transition by three days per dosage with a 
maximum of five doses. If it fails, however, it 
advances the big moment by three days. 

If you need the time, however, to raise Aspiration 
score or go further in a career, using this magic 
liquid might be Just the ticket. 



Using fhe Elixir of Life fo buy lime fo raise 
Aspirafion score is only smari if you need fhe 
fime fo gef from Gold fo Plafinum. If a Sim fakes 
fhe pofion wifh Green Aspirafion score, fhere's a 
50-50 chance of advancing fhree days. Using fhe 
Elixir any lower fhan Green is a huge gambler if's 
nearly guaranfeed fo fail. 


Babies 

^ Age Span; 3 Days 
^ Goals: None 

^ Needs: Hunger, Bladder, Energy, Fun, 
Social, Hygiene 
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^ Most Important Need(s): Social, Hunger because 
the Social Worker will take a baby away if these 
go into failure 

^ Least Important Need(s): Bladder, Fun 


Babies consume 
a lot of time 
and can't be 
directed. Don't 
Worry; they'll be 
toddlers soon. 



Babies are the shortest and most limited age. They 
aren’t controllable and their Needs can’t be viewed. 
Their Mood is, however, visible in the background 
color of their portrait along the left edge of the 
screen. The only Needs they can satisfy for 
themselves are Energy and Bladder; nodding 
off on the floor if no one places them in the 
crib and going to the bathroom in their diaper. 


DD'IB 



The changing 
table makes 
diaper changes 
(mandatory with 
babies) much 
more efficient. 


Though it may feel odd, it's ok to ' 

leave babies on the floor. No one will step 
on them and it gives them a chance 
to take in the world around them, 

— 

Babies reguire a crib for 
sleeping (unless you want them 
snoozing on the cold ground) 
but no other mandatory objects. A 
changing table satisfies more Hygiene 
than a simple diaper change and it 
also gives the baby Comfort. 

Feed babies by getting a bottle 
from the refrigerator. H 
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Babies need only be babies for a full day, 
after which they get notice of an upcoming birthday. 
Because their age span is so short, they alone receive 
only one day’s notice of the impending birthday. 
There’s little reason to delay the transition from 
baby to toddler. Because, however, babies can’t be 
directed, the only way to grow up early is to use the 
birthday cake object; a teen/adult/elder Sim must 
interact with the cake for the baby. 

Other baby characteristics: 

^ Babies lack Environment and Comfort Needs. 

^ Hygiene primarily comes from diaper changes. 
Changes via changing table give extra Hygiene 
plus Comfort. 

^ Babies may be bathed in a sink for full Hygiene 
satisfaction. 

^ Bladder can’t be tended to but simply 
fails regularly into the diaper. Dirty 
diaper then becomes a Hygiene issue 
but Bladder will be fully satisfied. 

^ When babies are in Need distress, they cry 
with increasing intensity and freguency. 

♦ Babies need to sleep about twice a day. 

^ Babies need diaper changes about three 
times a day. 

^ If Social or Hunger fail, the Social Worker 
will permanently remove the baby and all other 
babies, toddlers, and children from the household. 
^ Babies don’t get sick. 

^ Babies are fireproof and can’t die by 

any cause. ( 51 
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Toddlers 

^ Age Span; 4 Days 

^ Goals: Learn to Talk, Learn to Walk, Potty Train, 
Begin skill learning (Charisma, Logic, and 
Creativity only), build relationships with family 
members, and get Aspiration score as high as 
possible for gameplay advantages 

^ Needs: Hunger, Bladder, Energy, Fun, Social, 
Hygiene 

^ Most Important Need(s): Social, Hunger 

^ Least Important Need(s); Hygiene, Bladder 


The toddler 
high chair offers 
Comfort while 
eating and 
enables serving 
toddler mush. 



The toddler age is the first time newly born Sims can 
be player-controlled. They are mobile and primitively 
able to express themselves and can be directed 
into limited interactions. Their Motives, Mood, skills, 
relationships, Simology, Aspiration scores (Grow Up), 
and Wants and Needs can all be viewed. 

There are several things, however, that toddlers 
can’t do. They can’t climb stairs, so they need to be 
carried. They can’t feed themselves, though they will 
drink from a bottle left on the floor, even if it’s spoiled. 

It’s important for toddlers and their families to 
tend to the tot’s education in these three skills, 
though they’re not essential to function in life (all 
children begin their phase of life knowing how to talk, 
walk, and use the toilet). Generally, they offer several 
opportunities for both the toddlers and those around 
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them to satisfy several valuable Wants. For grown- 
ups, these opportunities help keep them successful in 
their Aspiration (even if they’re not Family Aspiration 
Sims) and let them spend less time caring for the 
toddler’s more basic Needs (no more diapers). For 
the toddlers, having all three skills virtually guaran- 
tees them a strong Aspiration score when they 
transitions to childhood, allowing them to want, 
rather than fear, growing up. 


Get to Work on 
skills now, and 
this toddler will 
be a teaching 
machine during 
the elder years. 


In addition to the three toddler skills, toddlers 
can develop Gharisma, Greativity, and Logic through 
use of skill training toys. A few skill points now 
means less time spent skill building when time is 
more precious. 

^ tlDtS ) 

Starting concerted skill building as a toddler helps 
Sims max out several skills. This level of skill 
mastery will make them greater skill teachers to 
the generations that follow. 


IID 

Children are limited in Charisma building because 
they can't use mirrors. They can build Charisma only 
if someone in the house has a Business or Politics 
career reward objects. For a Sim to have a head 
start in that skill, focus on it in the toddler days. 
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Equip the home 
with a potty 
chair and teach 
them to use it. 


A crib is needed for sleeping and a changing table 
enhances Hygiene derived from diaper changes. A 
high chair enables toddlers to eat toddler mush 
instead of just bottles. A potty chair is reguired for 
potty training and the toddler will use it 
autonomously once trained. 

A few other features to ponder: 

^ Toddlers need to sleep twice per day. 

^ Toddlers who haven’t been potty trained need 
changing about two times per day. 

^ When a meal is served from the kitchen, a bowl of 
toddler mush is served to any toddler sitting in a 
high chair. 

^ Toddlers lack Environment and Comfort Needs. 

^ Hygiene primarily comes from diaper changes. 

Changes via changing table give extra Hygiene. 

^ Toddlers may be bathed in bathtub or shower tub 
for extra Hygiene satisfaction. 

^ Bladder, when the toddler’s not potty trained, 
can’t be tended to but simply fails regularly into 
the diaper. The dirty diaper then becomes a 
Hygiene issue and Bladder is fully satisfied. 

^ When toddlers are in Need distress, they, like 
older Sims, show thought balloons but also indi- 
cate the degree of their distress by progressively 
crying, whining, and tantruming. 

^ If Social or Hunger fail, the Social Worker will 
permanently remove toddlers and all other babies, 
toddlers, and children from the household. 


^ A toddler lagging in her Aspiration will exhibit 
Immaturity behaviors (e.g. playing in the toilet or 
in puddles, and throwing tantrums). 

^ Toddlers don’t earn nor can they use Aspiration 
reward objects. They are, however, collecting 
Reward points with every Want fulfilled and can 
use these points when they become a teen. 

^ Though toddlers can fulfill their own Needs, they 
can get others to do it for them by using Ask For 
interactions (either autonomously or by direction). 
A toddler can ask to be fed, diaper changed, read 
to, or given attention. 

^ Toddlers are fireproof and can’t die from any cause. 


Children 

^ Age Span: 8 Days 

^ Goals: Learn to Study, get good grades, make 
friends, build skills, and get Aspiration as high as 
possible for gameplay advantages 
^ Needs: Hunger, Bladder, Energy, Fun, Social, 
Hygiene, Comfort 

^ Most Important Need(s): Social, Hunger, Fun 
^ Least Important Need(s): Comfort, Bladder 



Getting on the 
school bus is the 
Sitn child's job. 
Attendance is just 
as important (if 
not more so) for 
grades than for 
job performance. 


Childhood is marked primarily by the Sim’s entering 
school. Five days a week, Sims must begin the routine 
of getting up, maximizing their Needs and getting to 
the curb on time. Poor performance in this new task 
means low Aspiration score and potential removal 
by the Social Worker. 
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Childhood is also the first phase with real self- 
sufficiency. Children can tend to all their own Needs, 
though their access to food is somewhat limited: they 
may get a snack from the refrigerator, order pizza, or 
make a muffin in the toy oven but are at the mercy 
of older Sims for truly satisfying meals. 

Skills become even more important, though still 
optional, during childhood. Children can train in all 
skills but may get Charisma only from the two 
Charisma-training career reward objects (from the 
Business and Politics career tracks). Cooking is prob- 
lematic because children can’t use kitchen appliances, 
but they can study Cooking from the bookshelf or use 
the toy oven for more hands-on learning. 


Getting help with 
homework teaches 
children to study, 
halving the time 
it takes to do 
homework. 



More important than these basic skills I 
is one that’s more directly relevant to a \ 
child’s daily life: learning to study. Having 
an older Sim help him or her with his or 
her homework teaches him or her to study. , 
Once children learns this skill, they can do i 
homework alone much faster, leaving M 
more time for other things. 

Children may also receive help in life ^ 
being taught a skill on a career reward ' 
object by a Sim with higher skill. They may 
also have their Personality traits altered 
by being Encouraged by older Sims. The 
older the Sims and more extreme their 
Personalities, the faster change can be made. 
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Children are somewhat limited in their social 
interactions. In many cases (such as Attack), they can 
do the same interactions as older Sims but only with 
other children. 

Friends are very important to children. They can 
befriend Sims of their age or older but may invite 
only other children or non-household blood relatives 
via the phone. On the computer, children may chat 
only with other children. 

Children can use most objects adults can use, but 
having toys around the house is always a plus. 


Lots of toys give 
children more 
options for 
autonomous Fun. 



^ Other features of childhood: 

^ ^ Children with very bad grades will be taken 

B Social Worker. 

Iren need to sleep and bathe once 
lay and must eat two or three 
; per day (including the meal they 
etically consume at school), 
en have no Environment Need, 
ren may use bathtubs or showers 
ygiene satisfaction, 
len children are in Need distress, 
they show thought balloons. 


Protected by copyright. Unauthorized i 


awfui copying or downioading expressiy prohibited. 




^ If Social or Hunger fail, the Social Worker will 
permanently remove the child and all other 
babies, toddlers, and children from the household. 

^ Children lagging in their Aspiration will exhibit 
Immaturity behaviors. 

^ Children don’t earn nor can they use Aspiration 
reward objects. They are, however, collecting 
Reward points with every Want fulfilled and can 
use these points when they become a teen. 

^ Children can’t clean or repair but can learn both 
Cleaning and Mechanical from the bookshelf. 

^ Children can’t use fireplaces, bars, hot tubs, or 
coffee/espresso machines and cannot use some 
career reward objects independently. 

^ Children can hire services and order pizza and 
groceries for the household. 

^ Children can die, though only from disease, 
drowning, or fire. Rather than starving to death, 
children in Hunger failure are taken away by the 
Social Worker. 

Teens 

^ Age Span; 15 Days 

^ Goals: Depend on Aspiration, get a head start in 
career track, do well in school, get Aspiration as 
high as possible for gameplay advantages 

^ Needs; All 

^ Most Important Need(s): Social, Hunger, Fun 

^ Least Important Need(s): Energy, Comfort 


Industrious teens 
can get an after- 
school job to 
help with family 
finances and get 
a leg up in an 
adult career. 



Teenage days are the time to begin preparing for 
adult life but also to have a whole lot of fun. 

Every adult career track has a three-level teen 
career track. Reaching level 3 in these tracks allows a 
teen to begin his adult career at level 2. Getting into 
private school allows him to skip the first level of any 
teen career and begin at level 2. 

Teens of any 
Aspiration Want 
to get a taste 
of amore. 


Romance becomes important for the first time. 
Teens can develop Grushes (Daily Relationship score 
70) and enter committed relationships (Go Steady: 
Have a Grush and acceptance of the Propose interac- 
tion) and fall in Love (Lifetime 70). Teens may engage 
in romance only with other teens. 

Teens become more responsible and can fully care 
for babies and toddlers, teach basic toddler skills, 
and encourage children in Personality traits. They can 
teach children to study and can help with homework. 

School for teens is shorter than for children, 
leaving them time for afternoon Jobs. 

^ Teens with bad grades must guit their jobs and 
can’t get new ones until grades improve. 

^ Teens need to sleep and bathe once per day and 
must eat three times per day (including the meal 
they theoretically consume at school). 

^ Teens may use bathtubs or showers for Hygiene 
satisfaction. 

^ When teens are in Need distress, they display 
and experience it identically to adults and elders. 




Protected by copyright. Unauthorized or uniawfui copying or downioading expressiy prohibited. 



PRIMA OFFICIAL GAME GUIDE 



^ Teens lagging in their Aspirations will exhibit 
Immaturity behaviors despite (unlike children 
and toddlers) having specific Aspirations. 

^ Teens can learn all skills from all skill objects. 

^ Teens can use all objects Just as adults and elders. 

^ Teen romantic interactions are limited to flirts, 
kisses, and hugs. 

^ Teens with low Daily and Lifetime Relationships 
with all household Sims will run away. If not 
found, they’ll come back the day before their 
transition to adult. 

^ Teens can ask for permission to go out or can 
sneak out for a night in the big city with a friend. 

^ Teen career chance cards feature a choice that 
will either grant a reward or impose a penalty. 

^ Teens can die of anything except, of course, 
old age. 


Adults 

^ Age Span: 29 Days 

^ Goals: Depend on Aspiration, succeed in career 
track, get Aspiration score as high as possible for 
gameplay advantages and age transition to elder 
^ Needs: All 

^ Most Important Need(s): Hunger 

^ Least Important Need(s): Fun 

The adult age is, by and large, the classic The Sims 

gameplay. Sims must go to work in a good Mood, 

develop skills to help in Job promotion and daily 

living, make friends, fall in love, perhaps get 

married/joined and have children. 

Adult motives are mostly egual in weight but they 
do lose Hygiene faster than any other group and 
Hunger second only to teens. 

The adult career tracks have 10 levels and reguire 
coming to work in a good Mood, development in 
three skills, and a number of household friends. If the 
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adults were in level 3 of a teen career before they 
grew up, they’ll start in the adult version of the same 
career track at level 2. 



The increased 
demand of a 
career means 
adults must 
spend more time 
skill building. 



Career is impor- 
tant, but adults' 
primary occupation 
should be 
fulfilling their 
iVants. High 
Aspiration is 
the ticket to 
productivity 
and longevity. 


A Sim’s Aspiration score is very important. Many 
of the things adults do reguire a good Mood, and 
very high Aspiration score provides that. More impor- 
tantly, however, an adult’s Aspiration score at the 
moment he or she becomes an elder affects how long 
his or her elder age will last. Sub-zero Aspiration 
score subtracts up to two days and high score can 
add up to 10 days. The precise timing of this age 
transition is, therefore pretty important. If he or she 
is within two days and has very high Aspiration score 
(Platinum if possible), he or she should consider 
transitioning early (after the two-day birthday 
warning) to get the most out of his or her elder years. 

The romantic game really gets going in the adult 
years. Adults can fall in love, cohabitate, get engaged, 
get married/joined, and have kids or Just have 
unrestrained romantic fun with anyone they meet. 
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Other features of adult life; 

^ Adults need to sleep and bathe once per day and 
must eat three times per day (including the meal 
they theoretically consume at work). 

^ Adults may use bathtubs, sinks, or showers for 
Hygiene satisfaction. 

^ Adults lagging in their Aspirations exhibit 
Desperation behaviors in general and specific 
ones tied to their chosen Aspirations. 

^ Adults can learn all skills from all skill objects. 

^ Adults can use all objects that aren’t restricted 
to babies, children, or toddlers. 

^ Adults can die of anything except, of course, 
old age. 

Elders 

^ Age Span; 9-31 Days 
^ Goals: Depend on Aspiration, retire, work on 
career, enter elder career track to enhance income, 
encourage traits in and teach skills to younger 
Sims, collect pension, maximize Aspiration score 
to increase death benefit for loved ones 
^ Needs: All 

^ Most Important Need(s): Comfort, Bladder 
^ Least Important Need(s): Hunger, Fun 
The most important feature of the elder age is that its 
length is unknown (elders’ age is shown, for the first 
time, in terms of days alive, not days remaining). 
Elders live 10 days by default but that’s altered by 
two factors: 

^ A random lifetime increase of 1-10 additional days. 
^ A bonus based on Aspiration score at elder transi- 
tion. If bottom Red -2, top Red 0, Green 3, Gold 7, 
and Platinum 10. 

Elder motives are unbalanced with Comfort and 
Bladder becoming paramount. 

Sims are not reguired to retire when they become 
elders but they may want to so they are available to 
help younger family members. Elders can use their 
elder time to further increase their Job level and raise 


their pension amount when they do retire. Be careful 
about working full time too far into the elder age; 
you don’t know when the day of reckoning will be. 
It’d be a shame if a Sim worked too long and died 
on his or her retirement day. 

Being an elder 
doesn't have to 
mean a Sim has 
to stop Working. 


The elder career tracks are the same as the teen 
tracks. Elder careers are meant to provide extra 
income on top of whatever pension the elder received 
from her adult career. The shorter work schedules 
permit elders to earn more money and spend more 
time at home. Their levels in their adult career tracks, 
however, have no impact on where they start in any 
elder track (including the one from which they retired). 

Elders should 
continue to 
Work on their 
Aspirations so 
those who survive 
them may be 
financially 
better off. 




Elder Aspiration score is still important because 
the score on the day Sims die dictates how 
much of a death benefit goes to their families and 
anyone with whom they had a high long-term rela- 
tionship. Because death by old age is out of your 
control, the only way to assure large inheritance 
is to keep the elder’s Aspiration score as high 
as possible after his or her eighth elder day. 
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Romance doesn’t end when a Sim’s hair turns 
gray. Romantically, there’s no difference between 
elders and adults. They can still fall in love with 
adult or elder Sims, create relationships, get married/ 
joined, and have more children (elder male with adult 
female only). 

Other characteristics of the golden years: 

^ Elders need to sleep and bathe once per day and 
must eat three times per day (including the meal 
they theoretically consume at work). 

^ Elders may use bathtubs, sinks, or showers for 
Hygiene satisfaction. 

^ Elders take twice the amount of time to satisfy 
their Bladders than any other age. 

^ Elders lagging in their Aspirations exhibit 

Desperation behaviors in general and specific ones 
tied to their chosen Aspirations. 

^ Elders can learn all skills from all skill objects. 

^ Elders can use all objects that 

aren’t restricted to babies, children, or toddlers. 

^ An elder married/joined couple that was married/ 
joined while they were adults can have a 
special Anniversary Party. 

^ Elders have the most impact when encouraging 
children in their Personality traits. ^ 

^ Elders can die of anything. 


Llle-span 


Piauing the 
Generation Game 

As suggested above, playing the 
generational game is about ■ 

maximizing three things: f 

1. Life-span » 

2. Income M 

3. Influence 1 




A Sim’s most important asset is time. Even when 
Sims used to live forever, their every day focus was 
about living efficiently and economically. Well, now 
it’s still important but matters far more than the day- 
to-day issues of eating satisfying food or shortening 
shower times. 

What it’s about now is what some philosophers 
say it’s about for all of us too: making the most of 
whatever time is given to us. 


Taking the long 
view of life makes 
building skills 
and teaching the 
youngsters a 
noble endeavor. 



In The Sims 2, there’s a simple formula for living 
a long life: Aspiration success. Your choice of a Sim’s 
Aspiration and understanding of what it reguires 
strategically is critical to positioning him or her for 
this crucial opportunity. Realize his or her Wants, 
avoid his or her Eears, and guide him or her into 
a life that makes doing both as smooth as possible. 


Income 


Despite the loftier visions of Aspiration, the frank need 
for income and high guality stuff is still hardwired into 
Sim DNA. Money makes this world go around too, so 
it’s only natural that much effort be expended in 
, the pursuit of economic opportunity, 
k In The Sims 2, however, the goal is more 

than Just having money for the here and 
now. It’s constructing the next generation 
to be even more successful and become 
so with less effort. 
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As noted above, elders are the most powerful 
influence on younger Sims. They exert the most force 
on altering a younger Sim’s Personality, they have 
the longest time to develop skills that ease younger 
Sims’ acguisition of those skills, and they have the 
free time to spend bestowing the benefits of their 
well-lived life. 

That last point is the tricky one. How much free 
time Sims have (and, therefore, how much influence 
they can exert) is dependent on (you guessed it); 
life-span and income. The longer Sims are in the 
world, the more time they have to influence younger 
Sims and the more income they’ve earned, the less 
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For most Sims, 
advancing in a 
career eases life 
for everyone in 
the house, because 
more money 
means a better- 
running home. 


Deny it if you want, but a financially comfortable 
existence makes life much easier. 

influence 

Influence is the convergence of both life-span and 
income, where success in those areas join to deter- 
mine how much a Sim’s efforts in life will assist those 
who come after him or her. 


Much of an 
elder's time 
should be spent 
doing Encourage 
and Teach 
interactions with 
younger Sims. 


time they will need to work during their most 
influential years. 


The Bottom Line 

Playing with an eye toward what your Sims can offer 
their future progeny affects every aspect of play. 

With that as the goal, feeding your Sim’s Wants can 
become an obsession that pays off in spades. Getting 
him or her the skills he or she needs when he or she 
is young so he or she can enjoy his or her adult and 
elderhood takes on a thrilling urgency. Propelling him 
or her up the career ladder becomes more a matter 
of pride and financial success as a guest for happi- 
ness and future freedom. 


Look into those 
red eyes; your 
Sims do it 
all for him. 


Immerse yourself in the 
information in the following 
chapters to grasp the 
interactions of the game’s 
complex systems. You 
won’t be able to keep it all 
humming all the time, but 
it isn’t difficult to use this 
knowledge to your advan- 
tage. Internalize it and a 
world of creative possibili- 
ties opens, offering constant 
new goals to achieve and 
increasing standards of 
success against which to 
measure your Sims’ lives. 
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Chapter 7 



Every Sim is driven, at the most fundamental level, 
by his or her common physical and psychological 
Needs. This chapter examines how those Needs func- 
tion, how to most efficiently satisfy them, and how to 
enable Sims to take care of them autonomously. 

Taken together, the level of a Sim’s Needs 
dictates his overall Mood. 

Mood and Needs drive and impact several impor- 
tant elements of the game including: 

^ A Sim’s performance at work or grade at school 
is largely dictated by his Mood when he leaves 
the lot. 

^ The acceptance of social interactions depends on 
Mood and Needs. 

^ Mood and Needs affect a Sim’s willingness to 
build skills. 

^ Mood and Needs affect a Sim’s willingness to use 
Fun objects. 

♦ Mood and Needs affect a Sim’s willingness to 
Encourage or teach other Sims. 

^ Certain special behaviors and interactions are 
triggered by the level of individual Needs or 
overall Mood. 

^ Many Wants and Fears arise based on Mood. 

^ Visitors stay only as long as they can fulfill 
certain Needs. 

^ Time management depends largely on your 
Sims’ ability to guickly and efficiently tend to 
their Needs. 

This chapter examines each of the eight Needs, 
how they’re satisfied and depleted, and how to deal 
with them most efficiently. It also discusses the 
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mechanics of the most elaborate elements of the 
Need game: food preparation. 

A note for The Sims "i.o 
ueterans 

Those of you who’ve dealt with Sims before will 
notice a major difference in how Needs are managed. 
Sims can actually take care of themselves. 

In the original game, dealing with Needs was the 
major part of the game. Because totally self-sufficient 
Sims don’t make for demanding and skillful gameplay. 
The Sims i Sims would randomly choose between 
their top four most important tasks. Freguently, this 
meant they didn’t deal with their most pressing 
Needs, forcing you to intervene on their behalf. Such 
unwise autonomous choices are only rarely the case 
in The Sims 2 . 

Now, Sims always autonomously choose their 
most pressing task. You may not like the order or 
timing they choose to take care of their Needs, but 
they will do it. 

As a result, Sims are much smarter in their 
autonomous life, allowing you to pay more attention 
to their more life-altering tasks: their Aspirations (see 
Chapter 8). 

Needs Defined 

Every Sim has eight basic Needs: 

^ Hunger ^ Fun 

^ Comfort ^ Social 

^ Bladder ^ Hygiene 

^ Energy ^ Environment 

Not all ages have all Needs. The following ages 
have only the listed Needs: 

^ Babies: Hunger, Energy, Bladder, Hygiene, 

Fun, Social 

^ Toddlers: Hunger, Energy, Bladder, Hygiene, 

Fun, Social 
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^ Children: Hunger, Bladder, Energg, Hggiene, 
Social, Fun, Comfort 

^ Teens, Adults, and Elders: Hunger, Bladder, Energy, 
Hygiene, Social, Fun, Comfort, Environment 



which direction they're moving. The vertical Mood bar, to the 
left, displays the Sim's overall Mood. 

The Needs Panel 


Needs are measured on a scale of -loo (fully depleted) 
to +100 (fully satisfied). In the middle is zero. 



The numbers mentioned in this chapter and others 
that describe the level of a Need or Mood are not 
seen in the actual game, but should provide a 
guide to where on the meter the numbers would 
be. For example, if a Need is at zero, the meter 
is dead center (50 percent full). If it's at -50, 
it'll be 25 percent full. If it's at -1-50, it'll be at 
75 percent full. 

> 

Needs are shown in the Needs panel. Under each 
Need is a horizontal bar. When a bar is filled with 
green, the Need is fully satisfied (+ioo). When it’s in 
the middle (part green/part yellow), the Need is 
partially satisfied. When the bar is mostly red and 
part yellow, the Need is said to be “in distress” 
(around - 6 o to - 8 o). When the bar is all red, the 
Need is in “failure” (-loo). 

When a Need is changing, arrows appear at one 
end of the bar or the other. If they’re on the right side 


and green, the Need is being satisfied by whatever the 
Sim is doing. If they’re on the left and red, the Need 
is decaying. The number of triangles indicates the 
speed of the change; three triangles mean a fast 
change and one indicates a gradual change. 

mood 

Sims’ overall sense of well-being is reflected in their 
Mood. Mood, in turn, is the sum effect of all Needs 
(except Energy and, for babies and toddlers. Bladder). 

Mood (without regard for any of the individual 
Needs) dictates which social interactions will be 
accepted, whether a Sim will look for a job or 
develop his skills, how well a Sim is doing at work, 
and whether he’s eligible for a Job promotion. 

Not all the Needs impact Mood to the same 
extent. The level of each Need dictates how much it 
affects overall Mood. If, for example. Hunger is Just 
below fully satisfied, it affects Mood just a little. If 
it’s in the middle, it affects Mood more, but at only 
a minimal level. Once Hunger gets very low, however, 
its effect is multiplied several times, growing stronger 
as the Need creeps lower. 


Mood is reflected 
in the crystal, 
or "Plutnbob" 
over the active 
Sim's head. 

Green is good 
and red is bad. 


Mood is shown both by the Mood Meter (on 
the Needs panel) and in the crystal (called the 
“Plumbob”) that floats above an active Sim’s head. 
Green is good and red is bad. 
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If a Sim is parficularly successful in fhe pursuH 
of her Aspiraiion, her Mood Me+er and crysial 
furn shimmering, pla+inum while. In Ihis slaie 
of success (called "Plalinum" level) a Sim is in 
a conslani, bullelproof good Mood regardless of 
her individual Need levels. This frees her up lo do 
many things without having to micromanage her 
various Needs. Sims in this state must still attend 
to these Needs, and low Bodily Needs (Hunger, 
Energy, or Bladder) still kick them out of some 
activities, but the level of their overall Mood 
will not be an impediment to any activity that 
relies upon it. 

See Chapter 8 for more detail on Platinum 
Aspiration score. 

^ 


need necav 

AU Needs (except Environment) decay over time. If 
left unsatisfied, they’ll eventually drop to their lowest 
value (-100). 

Elders must sit 
down more often 
because their 
Comfort Need 
decays more 
quickly. The decay 
rates of all Needs 
vary by age. 



The speed of this decay dictates how often a 
Sim has to tend to a Need and is influenced by 
several factors: 

^ Personality: Many Needs are tied to certain 
Personality traits that accelerate (if at one 
extreme) or slow (if at the other) decay. A Sim 
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with 10 Active/Lazy decays Hunger the fastest, 

5 is normal, and 0 is slowest. 

^ Age: Each age has its own rate of decay in each 
of its Needs. Elders, for example, decay Comfort 
more guickly, meaning they have to take breaks of 
sitting or relaxing more often. Children and teens 
decay Eun faster, and must engage in Eun activi- 
ties more often. 

^ Sleep: Many Needs decay at a slower rate or not 
at all when a Sim is asleep. Energy, and sometimes 
Comfort, replenish during sleep. 

^ Objects and Interactions: Many objects or interac- 
tions speed the decay of a certain Need or Needs. 




V 
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Each facfor of decay (age, PersonalHy, efc.) adds 
fo all others. Thus, a very Active teen decays 
Hunger faster than any other Sim. 


Distress and Failure 

When Needs get very low, they enter two stages: 
distress and then failure. 

Distress 

Eor adult Sims, Need distress occurs in two stages: 
at -60 and -80. At -60, Sims gesture about their 
dwindling Need and display blue thought bubbles 
indicating the Need that’s getting low. 

Adults in Need 
distress try to 
alert you to their 
situation. If it's 
come to this, 
there might be 
a reason the Sim 
hasn't already 
satisfied his 
own Need. 
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Unless you're actively preventing a Sim from 
fulfilling her Needs and she has access to the 
objects she requires, you shouldn't normally see 
Need distress. If you do, the Sim will probably 
care for the Need without your direction. 

Sims are a bit smarter about these things now. 


If a Need is below -8o, the Sim indicates his 
trouble in jagged red “scream” bubbles, gestures 
more frequently, and calls for your help. 



Sims with low Energy, Hunger, Fun (skill only). 
Comfort (if not seated for the activity), or Bladder 
(regardless of overall Mood), automatically exit 
out of or refuse to enter skill or Fun objects, wake 
from sleep, and refuse to look for a job. 

Other Needs don't have this effect, though 
they bring down overall Mood as they decline. 

Low Mood causes some of the same kickouts as 
Energy, Hunger, Fun, Comfort, or Bladder distress. 

Babies don’t use thought/scream balloons but 
rather cry to indicate Need distress. 

Toddlers and children do use thought/scream 
balloons to indicate distress but also use different 
kinds of vocal clues. The level of their crying indi- 
cates the degree of the distress: 

^ -6o: Cry 
^ -70: Whine 
^ -80: Tantrum 



If the toddler's in someone's arms, she tantrums 
at all levels of distress. 


t) 


Failure 

Failure occurs when a Need reaches -100. What 
happens then depends largely on the age of the Sim 
and the specific Need. 

Hunger 

Hunger is the physical need for food and drink. 

Depletion 

Hunger depletes at a steady rate all day, though it 
slows when the Sim is asleep. The speed of Hunger 
depletion depends also on age and Personality. 

> 

Pregnant Sims suffer accelerated Hunger decay 
while pregnant. Thus, they need to eat more often. 
This may be puzzling on the first day of pregnancy 
before the Sim begins "showing." Increased Hunger 
decay is a very good sign of being great with child. 

Hunger can also be depleted by social interac- 
tions. For example, a session ofWooHoo or Trying 
for Baby make a Sim pretty peckish. 

satlslactlon 

Hunger is satisfied by eating food or drinking liquid. 
The more “satisfying” a meal, the more Hunger it 
refills. The more Hunger is fulfilled, the fewer servings 
Sims need to become full, and the less time they 
must spend eating. 



For all the minute details on making the most 
satisfying food, see "The Food Game" later in 
this chapter. 
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Personality 


Active Sims lose Hunger faster than other Sims. The 
more Active they are (more Personality points they 
have in Active/Lazy), the faster Hunger depletes. 

Ages 

From fastest to slowest, the rate of Hunger 
decay by age: 

1. Teen 4. Baby 

2. Adult 5. Child 

3. Toddler 6. Elder 

The faster the decay, the more 

often they must eat. 

Mood Impact 

Hunger has a low impact on 
Mood when it’s high or even 
moderate. As the Need descends 
into negative territory, - 

Hunger’s impact on Mood 
grows guickly. By the time 
nears Hunger has 

more impact on Mood than 
any other 

doesn’t give 

thought at all to having a 
full stomach but he cares plenty 
when it starts to growl. 

If Hunger declines too low, 

Sims either exit or refuse to use 
skill building or Fun objects 
even if Mood is still positive. 



Distress and Failure 

When Hunger gets low, Sims wave and gesture to 
indicate their condition. Hunger icons appear above 
their heads. 


For any Sim 
beyon childhood, 
starvation 
means death. 





If Sims are prevented from eating and Hunger 
reaches -100, they go into Need failure. In the case of 
Hunger, this means different things for different ages. 

For elders, adults, and teens, it means. ..death. 
Dying of Hunger, however, takes a while after the 
Need reaches rock bottom, but getting your Sim a 
hearty meal should be Job one. 

For babies, toddlers, and children, the instant 
failure occurs, the Social Worker comes and takes 
away all babies, toddlers, and children (even if only 
one is in Hunger failure). 


FJOle 


Children, feens, adulfs, and elders need do ead 
aboud dhree dimes per day (including dhe meal dhey 
presumably ead while ad work), dhough id can be 
less if dhe food dhey're eading is from a highly 
skilled cook. 


Comfort 


Comfort is the physical need to get off your feet and 
the emotional need to feel safe, well, and cared for. 
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Depletion 


Comfort is steadily depleted every minute a Sim is 
not sitting, reclining, or lying down. Like Energy, 
Comfort is satisfied when the Sim is sleeping 
anywhere but the floor. 

Comfort is also decreased by doing certain 
activities. For example; 

^ Sleeping on the floor 
^ Standing 
^ Dancing 

^ Working out (TV or stereo) 

^ Being electrocuted 
^ Using exercise eguipment 

satlslactlon 

Comfort is satisfied by 
sitting, reclining, using 
comfortable objects, 
and engaging in 
comforting activities. 

^ Sleeping or relaxing a bed 
^ Doing anything on a sofa 
^ Sitting or reclining in chairs 
^ Sitting in high chair 
^ Using hot tub 
^ Taking a bath or bubble bath 
^ Using an expensive toilet 
^ Looking into a fireplace 
^ Snuggling with a stuffed 
animal (Children) 

^ Stargazing on the grass 
(not with the telescope) 

^ Watch clouds 



^ nale') 

The main difference between a shower and a bath 
is that the bath provides Comfort in addition to 
Hygiene: hence the higher price of bathtub with 
the identical Hygiene of a cheaper shower. Even 
more Comfort can be squeezed out a bathtub if 
a Sim takes a bubble bath (though Hygiene fills 
more slowly). 


H Bubble baths take 

a long time, but 
they do Wonders 
for Comfort. 


Any Comfort object or interaction has a speed of 
satisfaction and a cap; the more expensive an object, 
the faster it satisfies Comfort and the higher it can 
possibly climb. 

^ nple 

If a child or teen attends private school instead of 
public, he returns home with his Comfort higher than 
when he left (it's the opposite for public school). 

Likewise, if a Sim has a desk Job rather than a 
more physical occupation, she'll come home with 
increased Comfort. 



Personality 

Lazy Sims lose Comfort faster than other Sims. The 
Lazier they are (fewer Personality points they have in 
Active/Lazy), the faster Comfort depletes. 
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Ages 

From fastest to slowest, the rate of Comfort depletion 
by age; 

1. Elder 3. Teen 

2. Adult 4. Child 



Babies and foddlers don't need Comfort. 


" - j 

The faster the decay, the more often Sims must 
seek Comfort. 

Mood Impact 

Like Hunger, Comfort has no exaggerated effect on 
Mood until it gets very low. Unlike Hunger, however, 
this moment comes only after Comfort drops just shy 
of halfway into the red zone. As it drops farther and 
eventually empties, however, its effects are increas- 
ingly multiplied. 

At its lowest point. Comfort has its greatest influ- 
ence on Mood, though it’s still considerably less than 
for extremely low Hunger. 

Comfort can knock a Sim out of skill building if 
the Sim is standing for the activity. 

Distress and Fallore 

Sims in Comfort distress wave and signal with a 
comfy chair thought bubble and look generally 
uncomfortable (stretching, fighting back pain). 

There is no failure state for Comfort, Sims Just 
waste a lot of time telling you how uncomfortable 
they are. Plus, their Mood will be thoroughly tanked 
until you allow them to sit. 

Bladder 

Bladder is the physical need to use a toilet. 


Depiction 

Bladder decreases steadily all the time, albeit more 
slowly when a Sim is sleeping. 

Depletion can be accelerated if a Sim eats food 
or drinks a liguid (especially coffee and espresso). 

satlslactlon 

For child, teen, adult, and elder Sims, Bladder can 
be satisfied anywhere, but there’s only one way 
that doesn’t simultaneously cause a total depletion 
of Hygiene; a toilet. All toilets fulfill the Bladder 
Need at the same rate but more expensive ones also 
give Comfort. 


Why is that 
Sloppy Sim's 
Bladder Need 
being satisfied 
while she's in the 
shower? Never 
mind, don't ask. 



Extremely Sloppy Sims are Bladder multitaskers; 
they use their shower time to satisfy Bladder as well 
(though it’s slower than using a toilet). Think of that 
what you will but it is efficient. 



The only other thing on which Sims can relieve 
themselves is a shrub. This can be done only by 
very Outgoing and very Lazy Sims, and only when 
their Bladder Need is very low. 

- ■ - - - ■ - - - 

Finally, elders must spend longer on the toilet 
than any other age; they get Bladder satisfaction at 
half the rate of everyone else. 
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Personality 

AU Personalities have identical Bladder motives. 

Ages 

From fastest to slowest, the rate of Bladder depletion 
by age: 

1. Elder 4. Teen 

2. Toddler 5. Adult 

3. Baby 6. Child 

The faster the decay, the more often they must 
relieve themselves. 

Mood Impact 

Bladder has no heightened effect on Mood until it 
gets very low. At that point, its effect becomes 
guickly and profoundly serious. 

Babies and toddlers suffer no Mood impact based 
on the level of their Bladder Need. It simply doesn’t 
factor in. The only purpose to their Bladder Need is 
to control how often their diaper must be changed. 

If Bladder declines too low, Sims either exit or 
refuse to use skill building or Fun objects even if 
Mood is still positive. 

Distress and Failure 

Around the time Bladder begins to seriously affect 
Mood, Sims start to show their distress by waving 
and displaying toilet thought balloons. 


At -100, failure occurs and the Sim wets himself. 

This completely refills the Bladder Need, but also deci- 
mates the Hygiene Need. A Sim who’s gone through 
Bladder failure won’t need a toilet until Bladder 
decays again, but he’ll need a bath or shower. 

When Bladder failure occurs, nearby Sims either 
laugh (if Grouchy) or are disgusted (if Neat). Also, 

Sims get a short-lasting Memory of the event (Sims 
who witnessed it get a Memory Marker that they can 
talk about to other Sims). 

For some Sims (particularly if they’re Shy or have 
Popularity or Teen Grow Up Aspirations), it’s likely 
that Bladder failure is a Fear that will bring down 
Aspiration score. 

When Bladder fails on toddlers and babies, they 
wet their diapers. Bladder restores to full, and 
Hygiene drops. 

Once a toddler is potty trained, she still won't care 
if Bladder fails but she can autonomously use the 
potty chair before failure, saving other Sims the 
labor of diaper changing. 

> 

Energy 

Energy is the basic physical need for sleep and rest. 
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Depletion 

Every waking moment, Sims use Energy, though the 
rate varies by age and Personality. 

IHJifi ^ 


■V 




Baby and toddler Sims need to sleep about twice 
per day. All other Sims need to sleep only once. 


Energy is depleted more guickly when Sims 
engage in physically demanding activities. Physical 
objects/activities include: 

^ Work Out (self interaction or via TV) 

♦ Yoga (self interaction) 

^ Dancing 
^ Trimming Shrubs 
^ Pulling Weeds 
^ Change Diaper on 
Changing Table 
^ Extinguish Eire 
^ WooHoo/Try for Baby 
^ Teach to Walk 
^ Potty Chair 
^ Bake with Toy Oven 


X 


jiDle 


Pregnant Sims suffer accelerated 
Energy decay until the baby is born 
Thus, they need sleep more often. 

This may be puzzling on the 
first day of pregnancy before the 
Sim begins "showing." Increased 
Energy decay is a very good sign 
of being great with child. 


0 

-r" 
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If using any of these objects or doing any of these 
interactions drops the Sim's Energy too low, he'll 
automatically exit. 


satlslactlon 
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There's nothing 
like a good night's 
sleep. The more 
expensive the 
bed, the less time 
Sims must spend 
unconscious. 


When Sims sleep, the Energy Need is refilled at a rate 
defined by what they’re sleeping on: 

Couch or Recliner: Naps on couches and recliners 
refill Energy, but at a slower rate than beds. They 
are also, unlike beds, capped with a maximum 
Energy restoration. The speed of and caps on 
Energy restoration generally rise with the cost of 
the couch or recliner. 

Bed: Beds are the primary engine for fulfilling 
Sim’s Energy Need. They tend to fill Energy faster 
than other furniture and fill the Need to its top. 
The speed with which a bed restores Energy is 
generally tied to its expense, and the difference 
can be dramatic. 

The floor or Standing: If a Sim can’t get to a bed, 
couch, or recliner before her Energy need fails, 
she’ll fall asleep on the ground. Not surprisingly, 
the ground provides very, very slow Energy satis- 
faction. Give her a few minutes to recharge, wake 
her up, and get her into a real bed. 
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Money spent on a bed is simoleans well-spent. 

A cheap bed provides full rest in about nine game 
hours, a medium bed requires seven and a half 
hours, and an expensive bed needs only six hours. 



Some Sims (particularly Popularity and Active Sims) 
have a Fear of passing out, so failing to meet their 
Energy need can have the added penalty of 
reducing their Aspiration score. 


Mood Impact 

Energy has no effect on a Sim’s overall Mood. 
Therefore, for job performance, it doesn’t matter how 
high Energy is when the Sim goes to work; if it’s too 
low, however, he’ll collapse on the sidewalk when he 
returns home. Teen Sims who have afternoon Jobs 
should be well rested when they leave for school or 
they may not have enough Energy to refill their other 
needs and catch their ride to work. 

If Energy declines too low, Sims either exit or 
refuse to use skill building or Eun objects even if 
Mood is still positive. 


There are a couple of less obvious ways to 
gain Energy: 


Drinking Coffee or Espresso: Both strong brown 
brews add a fixed amount of Energy but take time 
to drink and cause Bladder motive to deplete 
(more so for espresso than for coffee). 

Eating candy factory Mess: Toddlers can gain 
Energy by eating from the puddles left by low- 
skill Sims using the candy factory career reward 


object (See Chapter lo). 

Personality 


Lazy Sims lose Energy faster than 
other Sims. The Lazier they are (fewer 
Personality points they have in Active/ 
Lazy), the faster Energy depletes. 


Ages 


Erom fastest to slowest, the rate 
of Energy depletion by age: 

1. Toddler 4. Elder 

2. Baby 5. Adult 

3. Child 6. Teen 

The faster the decay, the 
more often they must sleep. 


Distress and Failure 


Sims in Energy distress wave and gesture and show 
food thought balloons. This behavior wastes time. 



It isn't just 
toddlers who can 
fall asleep 
anywhere. Get any 
Sitn tired enough 
and he'll collapse 
on the ground. 


When Energy reaches rock bottom, elder, adult, 
teen, child, and toddler Sims instantly fall asleep on 
the ground or where they’re standing (depending if 
I there’s anywhere to collapse). Passed out Sims can’t 
^ be revived until they gain sufficient Energy to get 
A to a bed (about five game minutes). 

If there isn’t room to collapse, he’ll fall 
asleep standing up. After a few moments, the 
Sim can be awakened by clicking on him and 
selecting Wake Up. Take the opportunity to get 
him to a bed. 

Babies and toddlers in Energy failure simply 
fall asleep wherever they are. 
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Fun 

Fun is the psychological need for amusement 
and relaxation. 

Depletion 

Fun decays steadily while a Sim is awake. No decay 
occurs during sleep. 

Fun can, albeit rarely, be further decreased by 
certain uneguivocally not-fun occurrences: homework, 
electrocution, burning, being struck by lightning. No 
surprises there, really. 

satlslactlon 

Fun is satisfied by engaging in any interaction with 
a Fun rating. The higher the rating, the more Fun it 
imparts. This rating is typically a measure both of 
the speed of satisfaction and the maximum to which 
Fun will rise. 



You know a Fun object has a maximum limit 
if the meter stops filling even if the Sim is still 
doing the activity. 


A very expensive Fun object, for example, gives 
Fun guickly all the way up to loo. Less pricey diver- 
sions might get a Sim to max Fun but do it very 
slowly, or they work guickly but only raise Fun to a 
fixed level. And still others might offer a fixed dose 
of Fun but one that allows the Sim to go back for 
additional doses until Fun hits maximum. 



A Sim's Personality (whether she's more Playful or 
more Serious) has nothing to do with how much 
Fun she gets out of an interaction. But it does 
affect which interactions Sims are attracted to 
when acting autonomously. If left to his own 
devices, a Serious Sim will pull a book off the shelf 
before he'll turn on the TV. This Fun attraction is a 
function of a system called "advertisement," which 
is covered in detail in Chapter 20. 

Directing a Serious Sim to watch TV, however, 
gives him whatever Fun the TV offers, regardless 
of Personality. 

Games, especially 
ones that other 
Sims can 
Watch, make 
for great Fun. 


Fun can be had from interactions with both 
objects and other Sims. In the latter case, many 
social interactions (in addition to Relationship and 
Social Need benefits) also give Fun. See Chapter ii 
for full details. 



Fun Socials, some Examples 

^ All “Play...” interactions 
^ WooHoo/Fry for Baby 
^ Dance Together 
^ Play with Baby 
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Fun can also be had from watching other Sims 
engaged in a Fun activity. 

Personality 

Playful Sims lose Fun faster than other Sims. The 
more Playful they are (lo Personality points in 
Playful/Serious), the faster Fun depletes. 


Ages 

From fastest to slowest, the rate of Fun depletion 
by age: 

1. Child 4. Toddler 

2. Teen 5. Elder 

3. Adult 6. Baby 

The faster the decay, the more often they must 
have Fun. 

Mood Impact 

Fun has its greatest impact on Mood when it’s very 
high (about 50 to 100) or very low (about -50 to - 
100). Your Sim will never be in a top notch Mood 
unless his Fun is totally satisfied, but only truly bored 
Sims allow a lack of Fun to dampen their otherwise 
positive Mood. 

Fun will, by itself, knock a Sim out of skill 
building if it gets too low. Less dire levels of the Fun 
Need can indirectly have the same effect if they lower 
Mood below zero. 


Neaf Sims receive Fun from Cleaning 
while Sloppy Sims lose Fun. 


Playful Sims {Playful/Serious > 5) 
need about two hours of Fun 
per day, while Serious require 
only about an hour to be 
fully satisfied. 



Distress and Failure 


Sims without Fun gesture, complain, and show TV 
thought bubbles, all of which waste time. They’re also 
likely to be in a pretty sour overall Mood. 

There is no failure state for Fun; the effects of 
distress simply worsen. If the Sim is a baby or 
toddler. Fun failure results in crying and tantruming 
(respectively). 



Social 


Social is the psychological need to interact with 
other Sims. 


Depletion 


Any time Sims aren’t directly interacting with another 
Sim, Social is decaying at a steady rate. 





?j 
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Social is also reduced by negative social inter- 
actions. If the outcome of an interaction (mostly 
rejected ones but some positive too) is negative, it’ll 
probably reduce Social. 

= < Mb ) j 

Complefe lisiings of all social inferac+ions, including 
outcomes, appear in Chapter 11. 

. ) 


Babies can’t initiate their own interactions, but 
they reguire socializing too. They depend on others 
to engage them, so don’t neglect the infants. 

There’s also Social satisfaction to be had in 
teaching or Encouraging another Sim or helping a 
student do homework. 

When Sims Join an activity (e.g., talking, watching 
TV, etc.), that activity usually gains a Social benefit 
for all involved. Thus, playing darts alone increases 
Fun, while doing it with more Sims yields both Fun 
and Social. 


satisfaction 

Social is satisfied by having positive social interac- 
tions. In most such interactions, both sides receive 
some increase in the Social Need. In some interac- 
tions, there can be an increase for one side and a 
decrease for the other. 

There are more ways to interact, however, than 
face-to-face. Sims can: talk on the phone, chat over 
a computer, or (if they’re truly desperate) socialize 
with the Social Bunny. 

rioie 

All forms of social inferaciion are covered in 
Chapfer 11, and the Social Bunny is inf reduced in 
Chapfer 13. 





Playing with 
babies and 
toddlers gives 
them the Social 
interaction they 
need. Ignore them 
and they'll be 
taken away. 
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Personality 

Outgoing Sims lose Social faster than other Sims. The 
more Outgoing they are (the more Personality points 
they have in Outgoing/Shy), the faster Social depletes. 

Shy Sims need about an hour of Social per 
day (on fop of whaf they get af work) while 
Outgoing Sims need about two hours of non- 
job-related interaction. 


Ages 

From fastest to slowest, the rate of Social depletion 
by age: 

1. Teen 4. Toddler 

2. Elder 5. Child 

3. Adult 6. Baby 

Mood impact 

Like Fun, Social has its strongest influence on Mood 
when it’s very high and very low. Also as with Fun, 
Social’s baseline impact on Mood is higher than for 
the physical Needs; Social’s “normal” effect is twice 
that of the other Needs. This means when all Needs 
are high. Social and Fun are actually the strongest 
determinants of Mood. 
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Distress and Failure 

Sims in Social distress wave and gesture and show 
socializing thought bubbles. These displays waste 
time and reduce efficiency. Really low Social is also 
a serious drag on Mood. 

For adults, elders, and teens, there is no failure 
state for Social, but something significant does 
happen when it reaches -loo. When Social hits rock 
bottom, the Social Bunny arrives. This creature, 
visible only to the Sim for whom it came, increases 
Social just by being on the lot and can also be the 
recipient of any but romantic interactions. The Social 
Bunny departs when the Social Need restores to zero. 

The Social Bunny 
can get any Sitn 
out of the 
doldrums. 6o 
ahead, give the 
giant, plush, one- 
eyed bunny a hug. 


For babies, toddlers, and children, a total decay 
of the Social Need is a sign of serious neglect. As 
such, when their Social fails, the Social Worker comes 
and permanently removes all babies/toddlers/children 
from the lot. 



Hvgiene 

Hygiene is the physical need to feel clean. 

Depletion 

If a Sim is awake, he’s gradually losing Hygiene. 
When sleeping, this rate is slowed but not stopped. 

Many activities accelerate the loss of Hygiene, 
especially ones involving physical exertion (using 
any exercise object, trimming hedges, pulling weeds, 
cleaning, doing yoga, working out in front of the TV, 


etc.), performing WooHoo or Trying for Baby, 
changing a diaper, or dealing with inherently dirty 
things (Sloppy Sims picking things out of the trash). 



Sweatin' to the 
tunes takes 
a toll on a 
Sim's Hygiene. 


Getting puked on by a baby or toddler can (not 
surprisingly) reduce the pukee’s Hygiene. As for the 
baby or toddler, wearing a soiled diaper causes 
Hygiene to crash. Toddlers sitting in an unclean high 
chair also suffer accelerated Hygiene decay. 

( npls") 

Teens with consistently low Hygiene get zits. Teens 
get zits if their five-day Hygiene average drops 
below 50. Acne can be remedied by using the 
Apply Acne Cream interaction in mirrors. Zits go 
away in about a day and don't come back for at 
least five more days. 



If a toddler plays in the toilet, Hygiene 
decreases faster. 




satisfaction 

Hygiene is satisfied by several objects, depending 
somewhat on age. 

For children, teens, adults, and elders. Hygiene 
is primarily gained from showers and bathtubs. 
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Tubs provide slower Hygiene than showers but 
provide simultaneous Comfort. Combination shower/ 
tubs have slightly faster Hygiene satisfaction. Hot 
tubs have even slower Hygiene satisfaction but also 
provide Comfort, Fun, and Social. 


V 
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Sims can aufonomously fake a sponge bafh in any 
sink buf only if fheir Neai/Sloppy is below 6 and 
currenf Hygiene is less fhan -50. 
) 


Children use only bathtubs or shower/tubs, but 
are otherwise identical to their elders in the way they 
restore Hygiene. 

Toddlers and babies gain most of their Hygiene 
satisfaction from having their diaper changed. 
Changing a diaper on a changing table has an even 
higher Hygiene max. To gain even more Hygiene for 
a toddler or baby, teens, adults, or elders can bathe 
them. Babies may be bathed only in a sink and 
toddlers only in a bathtub or shower/tub. 


Personality 

Sloppy Sims lose Hygiene faster than other Sims. 

The Sloppier they are (o Personality points in Neat/ 
Sloppy), the faster Hygiene depletes. 

Ages 

From fastest to slowest, the rate of Hygiene depletion 
by age: 

1. Adult 4. Elder 

2. Child 5. Toddler 

3. Teen 6. Baby 

The faster the decay, the more often they 

must bathe. 


Mood Impact 

Hygiene doesn’t begin to seriously affect Mood 
until it reaches -40. At this point, its impact 
guickly multiplies (though not as much as the other 
physical Needs). 

Hygiene does not, by itself, knock a Sim out of 
skill building except to the extent that it may lower 
Mood below zero. 

Distress and Failure 

When a Sim’s Hygiene is in distress, he emits a green 
stink cloud and nearby Sims (Neat/Sloppy 5-10) react 
to the odor. 


The shower 
thought bubbles 
and the cloud of 
green stink should 
be a clue that 
Hygiene is just 
a bit low. 


Low Hygiene doesn’t directly affect Sims’ ability 
to work on skills (unless it brings Mood down below 
medium), but it does make it difficult to interact 
socially. Also, all the gesturing wastes valuable time. 

There is no failure state for Hygiene; your Sim is 
just in a pretty bad Mood, stinks to high heaven, and 
is unable to interact fully or (if Mood is low enough) 
have Fun or work on skills. 

Babies and toddlers cry or tantrum (respectively) 
intermittently. 

Enuironment 

Environment is the psychological need for order and 
cleanliness in one’s surroundings. This Need is unigue 
in both the way it works and how it influences Mood. 
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In this room, 
Environment is 
very high. 




The Environment Need doesn’t decay like other 
motives. Rather, it exists as a score in a given loca- 
tion that pushes the Environment Need of any nearby 
Sim either up or down. 


Here, however, 
among the dirty 
dishes, it's 
very low. 


Generally, Environment score is based on the 
quality and cleanliness of each room, though the 
amount of light and whether the Sim is indoors or 
out creates more localized effects. 

Indoors, a "room" is defined as a place enclosed 
by walls with access only via doors or archways. 
If two spaces are connected by a gap in the wall 
rather than a door or archway, the two spaces 
together form a single "room" for Environment 
score purposes. 




calculating 
Enulronment score 

Environment score defines where a Sim’s Environment 
Need will be set when she is in that room. 

Two elements make up Environment score: 

^ The “niceness” of the room 
^ The presence of any messes 

The final score is determined by subtracting 
messiness from niceness. Which things influence 
these elements provide the strategy behind Environ- 
ment score. 



Environment score scales to the size of the room. 
Thus, it takes more total Environment score (and 
money) to top out a large room than a small one. 


Hiceness 

Niceness reflects four elements: 

^ Purchase price of objects in the room 
^ Purchase price of flooring 
^ Purchase price of wallpaper 
^ Amount of natural and artificial light 

Each of these elements has only a partial impact 
on Environment. The bulk of the score comes from 
objects but the rest comes from sizeable allotments 
for each of the rest. 

In other words, a room packed with expensive 
objects but no light sources, wall coverings, or floor 
coverings offers only about 6o percent full Environ- 
ment score. 

Obiects 

The combined purchase prices of all objects in a room 
dictate the first portion of the niceness calculation. 
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Every object is assigned a “niceness” factor 
that raises Environment score in the room in which 
it’s placed. 

. llflle ■ : 

Every object has a niceness factor, but the factor 
is minimal for ordinary objects. Only the more 
expensive and decorative objects have really signif- 
icant Environment scores. 


Each object in the room contributes its niceness 
to the room’s overall Environment score. 

^ 

Given the strong but limited effect of objects on 
Environment score, there always comes a point 
when spending money on decorative objects shows 
no further increase in Environment score. The 
precise simolean amount of this point rises with 
the size of the room. 

If, therefore, you're trying to improve Environ- 
ment score and adding a new object doesn't show 
any effect, consider returning it and instead 
upgrading the lighting, flooring, or wall covering. 

The cost of an object largely determines how much 
effect it will have on Environment, but decorative 
objects have a far greater effect per simolean spent. 

wall and Floor couoring 

The plywood floors and sheetrock walls that you put 
up in Build mode contribute nothing to Environment 
score. This leaves two massive chunks of niceness 
empty, making a full score impossible. 

The guality (read: purchase prices) of the cover- 
ings you place on walls and floors determine how 
much these two elements add to niceness. The more 
expensive they are, the more they’ll contribute. 
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Uncovered Walls 
and floors are 
brutal on 
Environment 
score. Work- 
in-progress chic 
is so last year. 


noie') ) 

Each of these elements is scored as an average 
for the room. Thus, if a room is mostly expensive 
wallpaper with some sections of the cheap stuff, 
top score won't be possible. 
) 

Lighting 

Unlike the other elements, lighting is not a function of 
the entire room. It is, instead, the amount of light in a 
specific location. Thus, a dark corner of a very high- 
scored room will have a lower score than the rest. 

Every light source has an area that it illuminates 
and an amount of light it casts. A light improves nice- 
ness within the area it illuminates; the more light it 
casts, the more it adds to niceness. 



Because lighfs affecf only The area wHhin fheir 
illuminafion, place skill building objecfs or places 
where socializing happens (e.g., The couch in frond 
of The TV) near windows and very brighd lighds. 

The higher The Environmend score in dhose crucial 
locadions, dhe longer a Sim can keep up his Mood. 


During the day, light is provided by windows and 
glass doors (the more glass a door has, the more 
light it permits). At night, fixtures placed in Buy 
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Kicked over trash cans (outside) 

Uncovered wall sections 
Uncovered floor sections 
Weeds (outside) 

Roaches (alive or dead) 

Dirty aquarium 

Unwatered or overwatered plants (outside) 
Broken objects 

Flies (in addition to dirty object’s messiness 
Green stink cloud from dirtu obiects fin add 


om. iviessL 
ivironment 
e cleaned i 
Messy ol 
Dirty disl 
Trash pile 
Spoiled fi 
Soiled ob 
toilets, cc 
Unmade I 
Puddles 
Old news 
Books lef 
Ash piles 
Dead fish 
Full trash 
comoactc 
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Dirty objects detract from Environment only if 
they’re visibly dirty. Thus, an object may show a 
“Clean” interaction before it actually begins to bring 
down Environment. 

Flies and Roaches 

Flies and roaches appear in Sims’ homes in response 
to certain messes. Each is dealt with differently. 

Flies appear above dirty dishes, spoiled food, or 
trash piles (including full trash cans or compactors) 
fter a few hours. They create an additional Environ- 
ment reduction beyond the dirty object itself. 


Flies and green 
stink mean these 
plates are shred- 
ding this room's 
Environment score. 


|i^ag or downloading expressly prohibited. 
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To get rid of flies, dean up the object that 
attracted them. 

ntile ) j 

If ihere are a lot of flies in a Sim's house, fhey 
can converge info a huge super swarm fhaf can 
liferally kill a feen, adulf, or elder Sim. See "Deafh 
by Flies," Chapfer 16. 

, ) 


Roaches are attracted only to piles of trash but, 
unlike flies, they take on a life of their own even if 
the trash is subsequently cleaned up. Roaches can be 
killed only by spraying them (an interaction available 
on the roaches themselves) or by calling an 
Exterminator (see “Exterminator,” Chapter 13). 

Roaches can also cause disease (see “Disease,” 
Chapter 16). 

Many Sims (particularly Eamily and Eortune Sims 
with Neat Personalities) fear seeing roaches (or 
“vermin”). Witnessing a roaming swarm of roaches 
brings down their Aspiration score if the Eear is high 
enough on the list. 

Even dead roaches bring down Environment score. 
They must be cleaned up to neutralize their effect. 

Enulronment outdoors 

The game considers any outdoor space as one big 
“room” for Environment score purposes. Still, it func- 
tions differently than for interior rooms. 

Adorn the Walk 
to Work with 
high Environment 
score items 
to send Sims 
off in the best 
possible Mood. 
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Whereas in interior rooms, the Environment score 
is the same room-wide (except for the effect of 
lighting), outside Environment is entirely localized. 
Thus, a pile of trash in the front yard is too far away 
to affect Environment in the back yard. Likewise, a 
beautiful tree in the back yard won’t improve 
Environment score in a barren front yard. 

When considering Environment score outside, 
therefore, focus on areas where Mood matters. If lots 
of socializing happens around the back patio, make 
sure it’s surrounded by well-tended flowers, trees, 
statues, and plenty of outdoor lighting (for nighttime). 

Even more important is the front walkway and 
sidewalk: the route your Sim takes to work or school. 
Because a Sim’s Mood at the moment he gets in the 
car is what counts for Job performance, you want the 
Environment contribution to Mood to be as high as 
possible. Thus, focus outside decorations and foliage 
around the route from the front door to the sidewalk. 
The boost this provides could be the difference 
between promotion and stagnation. 

Personality 

Environment affects all Personality types equally. 

Ages 

Babies, toddlers, and children don’t have an Environ- 
ment need. The state of their surroundings has 
absolutely no effect on them. 

Otherwise, Environment affects all other ages alike. 

Mood Impact 

Environment is the least Mood-influencing of all the 
Needs (other than Energy, of course). Like Eun and 
Social, it exerts greater effect when it’s very high 
or very low. 

Distress aod Failure 

When a Sim suffers Environment distress, he gestures 
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The kinds of foods available are different 


depending on the time of day: 


^ Breakfast: 2:00 a.m 


10:30 a.m 


^ Lunch: 10:30 a.m. -4:30 p.m 


^ Dinner: 4:30 p.m 


Snacks are available any lime 
, of day. 


Each meal has its own set 
of possible foods. Some (e.g., 
hamburgers) can be made at 
either lunch or dinner, but these 
are an exception. 


expressly prohibited 


and flashes a broom-and-dustpan thought balloon. 
This wastes time, and the effect of low Environment 
somewhat depresses overall Mood. 

There is no failure state for Environment, but 
gesturing becomes more freguent. 

Needs at uiorK 

Every job and school has a distinctive effect on a 
Sims Mood. When the Sim is off the lot at a Job or 
school, her Mood when she returns will be altered 
by this effect. Thus a Sim with a physical Job returns 
home with a large deduction from Energy. Some of 
these effects are positive too; Sims with desk jobs 
return home with higher Comfort. Most Jobs, except 
really solitary ones (security guard) increase Social. 
See the tables in Chapter 10 for the specifics. 


rhe Food came: 

HOW to maximize 
Hunger Satisfactien 


Meal Times 


food is pretty important to your Sims, and not 
Just because the lack of it causes an awful 
demise. Eating food satisfies your Sims 
Hunger Need. 

Hunger is a powerful Need, severely 
impacting Mood if allowed to drop too 
low. How to keep this all-important 
Need efficiently satisfied is one of the 
game’s major challenges. 

The goal for food should be for it | 
to give maximum Hunger satisfaction 
in the minimum time. More Hunger 
satisfaction per plate of food means fewer 
plates of food per meal to get full. The better 
eguipped and designed the kitchen and the 
more highly trained the Sim doing the cooking. 
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the faster food can be prepared and the more guickly 
anyone eating the food can fill his Hunger Need 
(really good food only reguires one portion). 

Clearly, focusing on food is an extremely effective 
way to provide your Sim more free time to do the 
important stuff like climb to the top of his career or 
fulfill his Wants. 


A lovely serving 
of lobster ther- 
tnidor is just 
the thing for 
efficient Hunger 
satisfaction. 










Foods By Meal Time 

Breakfast Lunch 

DINNER 

Instant Meal 

Instant Meal 

Instant Meal 

Caraal 

Chef's Salad 

Chefs Salad 

Pancakes 

Lunch meat Sandwich 

TV Dinner 

Omelets 

Grilled Cheese 

Spaghetti 

Tnaster Pastry 

Hamhurgers 

Salman 

Chips 

Hat Dags 

Park Chap 

Caakies 

Chili Can Came 

Mac and Cheese 

Juice 

Chips 

Lnhster Thermidnr 


Caakies 

Hamhurgers 

Juice 

Hat Dags 

Gelatin 

Grilled Rihs 

Layer Cake 

Turkey 

Baked Alaska 

Chips 

Caakies 

Juice 

Gelatin 

Layer Cake 

Baked Alaska 


The Food Chain 

' ^ note') j 

Children can learn Cooking skill and provide edible 
food by baking muffins in fhe foy oven. 

J 

Food can come from three sources: your Sims’ own 
kitchen, pizza ordered over the phone, or from grills 
on Community Lots. The most important of these, 
however, is the kitchen. 




Acfually, Sloppy Sims have a fourth source of 
nourishment: they can eat out of trash cans. 

It's not very satisfying and can cause illness, 
but it is free. 

To make food at home as satisfying as possible, 
several factors come into play. Each element adds to 
the resulting food’s total Hunger satisfaction: 

^ Countertops: The better the countertops, the more 
satisfying any food that’s prepared on them. 

^ Food Processor: For food that reguires chopping, 
a food processor is used instead of the counter to 
provide even more Hunger satisfaction. 

^ Cooking Appliance: The better the cooking appli- 
ance, the more satisfying the food cooked on it. 
Stoves can cook all foods except ribs and hot 
dogs, which can be made only on the grill. Toaster 
ovens and microwaves can prepare only a few 
foods and don’t contribute much food satisfaction. 
^ Cooking Skill: Cooking skill dictates what kind of 
foods a Sim can cook and what cooking tech- 
nigues they can employ. The more difficult the 
food and challenging the cooking method, the 
more satisfying the food. 



Food cooked on grills is inherently less satisfying 
because it doesn't benefit from the preparation 
stage's contribution to food points. 


) 

Home cooked food comes in five varieties: 

^ Ready to Eat Meals: Reguire no preparation 
or cooking 

^ Cold Foods: Reguire only preparation 
^ Grilled Food: Reguire cooking but no preparation 
and are only cooked on an outdoor grill 


-r" 
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^ Cooked Foods: Require both preparation and cooking 
^ Desserts: Require preparation, and sometimes cooking 

The Refrigerator 

No matter what kind of food you want, everything 
must come out of a refrigerator. Without this basic 
appliance, your Sim must live on nothing but deliv- 
ered pizza — yummy but expensive. 



So imporianf is the refrigerator that it can't be 
stolen by a burglar. 


) 

Refrigerators 



Fridge 

Capacity 

COST 

Brand Nama “EcannCnnl" RafrigEratar 

2DD 

§BDD 

Cian Tima Bnvinia RafrigEratnr Mndal BRRR 

3DD 

§I,5DD 


If ready to eat meals are all you want, the 
refrigerator is all that’s needed. These snack foods, 
however, offer very little Hunger satisfaction. 

Food preparotion 

For more satisfying food, you need a food prepara- 
tion area. Preparation always requires a counter, and 
Sims choose the closest and nicest counter available 
(a tabletop won’t do). The nicer (and, by the way, 
more expensive) the counter, the more satisfying the 
food prepared on it. 

Ideally, leave 
two countertops 
between the 
refrigerator and 
the stove: one for 
manual preparation 
and one for a food 
processor. Keep 
dirty dishes off 
the open counter- 
tops or there 
Won't be anywhere 
to prepare food. 


If your kitchen has a food processor, preparation 
is a bit different. When a food requires chopping 
as part of its preparation, Sims will use a food 
processor. This appliance adds more Hunger satisfac- 
tion to the food than all but the best countertops. 
Foods that don’t require chopping, such as pancakes, 
still need a clean countertop for preparation. 

Preparation Surfaaes/Applianaes 


Object 

Fddd 

Pdints 

Prep 

Time 

Cost 

Environment 

Score 

Krampft Industries Value Counter 

15 

Slow 

§I4D 

D 

Counter Culture "Surface" 

ZD 

Medium 

§ZDD 

D 

Catamaran Kitchen Island 

ZD 

Medium 

§ZID 

D 

XLR8R2 Faod Processor 

ZD 

Medium 

§ZZD 

D 

Epikouros "Sleek Cuisine" Counter 

Z5 

Fast 

§325 

D 

Epikouros "Sleek Cuisine" Island 

ZD 

Medium 

§335 

D 

Chiclettina "Fjord" Kitchen Counter 

ZD 

Medium 

§43D 

D 

Chiclettina "Archipelago" Kitchen Island 

Z5 

Fast 

§5DD 

D 

Cluh Room Coontertop 

Z5 

Fast 

§D00 

D 

Cluh Distress Botcher's Block 

Z5 

Fast 

§DID 

D 

Chiclettina "Sardinia" Kitchen Counter 

Z5 

Fast 

§7DD 

2 

Chiclettina "Sardinia" Kitchen Island 

Z5 

Fast 

§7DD 

2 

Chez Mol French Country Counters 

Z5 

Fast 

§800 

D 

Counter Cooking Conundrum 

Z5 

Fast 

§810 

2 


cooKing Appliances 

Cooked foods are the most completely satisfying. 
To make them, however, your Sims need a 
cooking appliance. 

Which cooking appliance Sims use dictates how 
much Hunger satisfaction is contributed to the food 
and determines what kinds of foods can be cooked. 
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COOKING ON COMMUNITY LOT GRILLS 
Community Lot grills are free and can produce 
both hot dogs and hamburgers (depending on 
the cook’s skill). Community grills can’t cause 
fires and food never fails. 


Grills 

^ Foods: Hot dogs, hamburgers, grilled ribs 
Locate grills outside or else they’ll cause a fire. 

They’re the only appliance that can cook hot dogs or 
grilled ribs. If you’re trying to economize, buy just 
a refrigerator and a grill for all your food needs. It 
won’t produce as satisfying foods as a complete 
kitchen, but it does the Job when money’s tight. 

V nalB ) j 

Because there are no grilled breakfast foods, 
grills can't be used until lunchtime. 

]) 

Toaster ouen 

^ Foods: Toaster pastry, grilled cheese, salmon, 
pork chop, TV dinner 

Toaster ovens are very limited in the foods they 
can cook and add very little in the way of 
Hunger satisfaction. 

Microuiaue 

^ Foods: TV dinner 

The microwave offers as much Hunger satisfaction 
as the basic stove but can make only one relatively 
unsatisfying food. On the upside, it will never 
cause a fire. 
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If you don't expect any Sim in the house to 
learn how to cook, do cooking in the microwave. 
Otherwise, you could have daily calls to the 
fire department. 


stoues 

^ Foods: All except hot dogs and grilled ribs 
Stoves, especially the more expensive ones, are 
where the great food is made. They can produce 
almost any kind of cooked food by every cooking 
method. The more expensive stove adds lo times the 
Hunger satisfaction of the toaster oven and basic 
stove and five times that of the microwave. 


Cooking Appliances 


Cddking Appliance 

FOOD POINTS 

COST 

TEchTonic Touch TcastEr Dveo 

IDD 

§IDD 

The Grillinatcr “BigBQ" 

5D 

§ZID 

Brand Name Zip Zap Micrnwava 

IDD 

§Z5D 

Brand Nama MatalKattla 

IDD 

§2DB 

Dialactric RaadyPrEp Range 

5D 

§4DD 

Ciac Tima “Mcndc FuEgc" Gas Gtcva 

IDD 

§G5D 

Elegant Chef FlamaBay Gas Range 

I5D 

§DDD 

Ghiny Things, Inc. Grandiose Grill 

I5D 

§UDD 


cooKing SHiii 

Cooking is one of the seven basic skills (see 
Chapter 9). Cooking skill is learned in several ways: 
^ Bookshelves: Study Cooking skill from a book. 

^ Learn by doing: Cooking foods teaches experience 
and technique; every time a Sim cooks, he’s 
learning Cooking skill. 

^ Watching TV: Watching the Yummy channel on TV 
offers a decent increase in Cooking skill. 

Skill adds to the Hunger satisfaction of food in 
two indirect ways. 
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Foods options 

Sims with no Cooking skill can only make a few basic 
(and relatively unsatisfying foods). With every 
increase in skill, more nourishing foods are unlocked. 


Increases in skill also permit Sims to make their 
known foods in new ways that further add to Hunger 
satisfaction. For example, a pork chop fried on the 
stovetop is less satisfying than one that’s been 
fry/baked. In other words, a more skilled Sim can 
make a more nourishing version of some foods than 
a less skilled Sim. 


The more they 
cook, the better 
they cook. Cooking 
skill comes from 
both books and 
hands-on cooking. 


The greater the 
skill, the more 
cooking options 
there'll be. 


Unlocked Foods By Cooking Skill Level 

CaPKiNG Skill Anytime Breakfast Uinch Dinner Dessert 

D JuicE, Chips, CoDkiES, CErEal, TaastEr Pastry Lunch meat Sandwiches, TV DinnEr, Mac and ChcESE, Gelatin 

Instant Meal Hat Dags Hat Dags 

1 Spaghetti 

2 Grilled Cheese 

S Pancakes Hamburgers, Chefs Salad Hamburgers, Chefs Salad 

4 Dmelets Chili Can Came 

G Salman, Turkey Layer Cake 


Baked Alaska 


Labster Thermidar 
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Finally, Cooking skill speeds preparation time. 
When a Sim learns a new food, he prepares it 
slowly. At the next skill level, he prepares that 
food more quickly. Finally, at two skill levels after 
a food’s introduction, he prepares and cooks it with 
optimum efficiency. 


■ V JJDle> - 

Because lobster thermidor is introduced at Cooking 
skill 10, a Sim never has the chance to gain two 
more skill levels. Thus, even a fully experienced 
chef still ruins lobster thermidor 20 percent of 
the time. 
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When a food is first unlocked, it carries 
a 20 percent chance of failure. At one skill 
level later, the chance drops to lo percent. 
Two skill levels higher, the chance falls to 
its final level of 5 percent. Thus, no matter 
how experienced a Sim is with a given 
food, there’s always at least a 5 percent 
chance of ruining it. 


spoilage 

Once a food is served, it 
is good and edible for about 
six hours. Any food, including 
partially prepared meals and opened pizza 
boxes, left out for more than six hours 
will spoil. 


or downloading expressly prohibited. 


Desserts 

There are three levels of dessert, each available only 
at lunch or dinner: 

^ Gelatin: Skill 0 
^ Layer Cake: Skill 6 
^ Baked Alaska: Skill 8 

As with cooked foods. Cooking skill speeds the 
preparation of each dessert and increases its Hunger 
satisfaction. 


coohing Failure 

Every meal carries a chance of cooking failure. 


Even good cooks 
mess up some- 
times. Ruined 
food is edible 
but loses all 
of its score 
enhancements. 


Ruined food can be consumed but is stripped of 
most of its Hunger satisfaction. Any additions to food 
points from preparation or cooking are eliminated, 
leaving only the food’s base Hunger satisfaction. 

Cooking failure also carries a 20 percent 
chance of fire. 


caution 


If you have Free Will turned off, there's a major 
cooking hazard you must avoid. If, after putting 
food in the oven, you cancel the Sim's cooking 
interaction, she'll leave the food in the stove and 
forget about it. To prevent it burning and possibly 
igniting a fire, you must direct her to remove the 
food from the oven. 

This also happens if you direct the Sim to do 
something else while the food is cooking unattended. 





A few foods have spoilage times other than 
six hours: 

Cereal: 4 hours 
Gelatin: 24 hours 
Instant Meal: 12 hours 



Every kind of food has a price tag per serving. 

The higher the Hunger satisfaction of the food, the 
greater the cost. Every time you extract a serving of a 
food, its cost is deducted from the refrigerator’s stock. 



Once food is spoiled, its Hunger satisfaction 
drops to its base amount and it'll be surrounded 
by flies and emit a green "stinky" cloud. Spoiled 
food brings down Environment score (see 
"Environment," above) and, if eaten, can cause 
illness (See Chapter 16). 

Sims autonomously eat spoiled food only if 
there is no other food source in the house. Leave 
them no options, however, and they'll eat fly- 
infested food. 

) 



II Ills 



If there is too much spoiled food around the 
house, the flies can come together to devour one 
of your Sims. For more on Death by Flies, see 
Chapter 16. 




Ff)f)d efficiency is a measure of how to get the 
most Hunger satisfaction in the shortest time. The 
most nutritious food may not be the most efficient 
if it takes a long time to eat. Thus, Food efficiency 
allows you to see which foods at each cooking 
level give the most bang for the buck. 

For example, a chef's salad and chili con came 
take the same amount of time to eat but the chili 
gives more Hunger satisfaction in the same amount 
of time. 

Note that Food efficiency is based only on 
the foods' base scores: anything added by other 
cooking methods, prep areas, and cooking appli- 
ances adds to this. Grilled items, therefore, are not 
as efficient as they appear because no prep points 
get added to them. Thus, grilled ribs and lobster 
thermidor have the same efficiency but the lobster 
inevitably ends up a better investment. 

) 


If you direct a Sim to eat a plate of spoiled 
food, he won’t refuse. Be careful about which plates 
you instruct Sims to eat or they could end up with 
food poisoning. 

Food Economics 

food costs simoleans and food wasted is money 
frittered away. While the main part of the food game 
is time efficiency, there’s an economic side too. 

Food cost 

A refrigerator is not really stocked with food, it’s 
stocked with food points (200 for the cheap fridge 
and 300 for the expensive). A food point costs 
exactly two simoleans. 


Food Cost and Efficiency 

§ Per Served Hunger 


fddd 

§HAVE 

§ SERVE 

HELPING 

EEEICIENCY 

Baked Alaska 

§B 

§24 

§4 

LTD 

Cake, Layer 

§5 

§2D 

§3 

75% 

Careal 

§4 

§IB 

§3 

G3% 

Chef’s Salad 

§5 

§2D 

§3 

G3% 

Chili Can Came 

§B 

§24 

§4 

75% 

Gelatin 

§4 

§IB 

§3 

G3% 

Grilled Cheese 

§5 

§2D 

§3 

LTD 

Hamburgers 

§B 

§24 

§4 

75% 



Protected by copyright. Unauthorized or uniawfui copying or downioading expressiy prohibited. 



Food Cast and Efficiency, cantinued 

§ Per Served Hunger 

Fddd § Have § Serve Helping Efeigiengy 


Hot Dogs 

§5 

§20 

§3 

Instant Meal 

§3 

§12 

§2 

Juice Gan/ 
Caakias/Chips 

§3 

N/A 

N/A 

Lobster ThErmidor 

§8 

§32 

§5 

Lunch meat 
Sandwiches 

§4 

§IG 

§3 

Mac and Cheese 

§5 

§20 

§3 

Muffin (Toy Oven) 

§2 

N/A 

N/A 

Dmelets 

§5 

§20 

§3 

Pancakes 

§5 

§20 

§3 

Pizza 

N/A 

§40 

§5 

Pork Ghop 

§7 

§28 

§5 

Ribs, Grilled 

N/A 

§28 

§5 

Salmon 

§7 

§28 

§5 

Spaghetti 

§5 

§20 

§3 

Toaster Pastries 

§4 

§IG 

§3 

Toddler Mush 

§G 

N/A 

N/A 

Turkey 

N/A 

§28 

§5 

TV Dinner 

§4 

§IG 

§3 


75% 

5D% 

5D% 

IDD% 

G3% 

75% 

5D% 

75% 

75% 

IDD% 

88 % 

IDD% 

88 % 

75% 

G3% 

75% 

88 % 

83% 


Hauing us. seruing 

Instructing your Sim to “Have” a meal commands her 
to make a single serving of the food. If your Sim lives 
alone, she should always Have a meal unless she 
has company. 


^ ItPie") > 

Some foods only come in single servings: chips, 
cookies, juice, or TV dinners. 

Others can only be "Served" (multiple servings): 
grilled ribs and turkey. 

'> 

Alternatively, Sims may “Serve” most foods. 

Serving yields six helpings of the food. This may 
seem like a lot, but there’s a hidden savings: the cost 
of a Served meal is only four times that of a single 
meal. Thus, the cost per meal is lower. If you’re 
feeding company or a family, or your Sim is so 
hungry he’ll need several servings. Serve meals. 

Served meals save money and take the same amount 
of time to prep as a single serving. 

ordering food 

When your refrigerator runs out of food (stock 
at 0 or too low to purchase any single helping of 
any food), order some more. You can’t prepare a 
meal until the fridge is restocked. 

, nole' ) - 

Monifor your food sfock by using fhe Check Food 
Supplies inferacfion on fhe fridge. You won'f gef 
advance warning of a shortage until it's too late. 
Food always seems to run out Just as you're 
making dinner for the private school headmaster or 
before a big party. 

) 



You can order food in three ways: 

♦ Delivery over the phone 

♦ Delivery over a computer 

♦ By visiting Community Lots 

) 
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The first two methods include a §50 delivery fee 
for the convenience of door-to-door service. Going to 
the Community Lot is free. 


Deiiueru 

If you have groceries delivered, the truck arrives at 
your Sims’ door shortly after the call regardless of 
the time of day. The driver rings the doorbell and 
waits for someone to accept delivery and pay the bill. 

If no one accepts, he leaves the food at the door 
(extracting money for the bill automatically). 


Pizza 

There’s another way to get 
food for your family but 
it has nothing to do with 
the kitchen. All you need 
is a phone. 


Going Shopping 

If you want to pick out your 
groceries yourself (and do some 
other shopping and socializing on 
the same trip), you can use the phone 
to call a cab to a Community Lot. 

Most Community Lots 
feature food stands where food 
can be purchased in exactly 
the same way as by delivery 
but without the delivery fee. 

To buy food, interact with 
the food stand or case and 
specify how much food you 
wish to purchase (up to your 
refrigerator’s maximum). 

When your Sim arrives 
home from the Community 
Lot, she carries the food bags 
straight to the fridge. 


Any child, teen, adult, or elder can call to order 
pizza delivery any time of day. 


Mtntntntn... pizza. 
Sims can live on 
it, but they'll go 
broke doing so. 


Pizza arrives at the front door within minutes. 

As with groceries, someone must accept the delivery 
or the pizza guy/gal will leave the box by 
the door. 


Pizzas come with eight servings, each with 
a fair amount of Hunger satisfaction. Still, at 
§40 per pie, the cost (§5) and Hunger satisfac 
tion (50) per serving are less appealing than 
cooked food. 
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Thanks to breakthroughs in space-age pizza box 
design, unaccepted pizza never spoils. You can 
create a large stock of ready-on-demand food by 
letting pizza boxes pile up by the door. Hungry? 

Go to the porch and snag a pizza. ..the sunshine 
even keeps it warm! 
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Chapter 8 



Sims are so much more than just the sum of their 
physical and psychological needs. Any Sim sociologist 
would tell you (it isn’t a career track yet, but you 
never know) that what really makes life worth living 
for Sims is getting what they want. Conversely, 
what makes life so treacherous is realizing their 
deepest fears. 

And what Sims want (and what they fear) is 
pretty rich and complex. Much of it is a matter of 
Personality, but most will be in some way directed by 
one overarching factor: their life’s goal, or Aspiration. 

This chapter introduces you to the world of Sims’ 
higher callings: Wants, Fears, Aspirations, and how 
the whole complex web shapes a Sim’s life. 


Game impact 


Satisfying your Sims’ Wants, preventing realization of 
their Fears, and fulfilling their Aspirations significantly 
affects many aspects of The Sims 2. 

Hals') > 

As wHh every part of THE 8IM8 2 , you musf be 
aware fhaf lime is limHed; Sims don'f live forever 
anymore. There's only so much lime before a 
Sim becomes an elder for fhem fo amass enough 
Aspirafion poinfs fo live a longer life. Miss foo 
many opporfunifies and you'll doom your Sim 
fo unhappiness and deprive his progeny of his 
pofenfially powerful influence. 
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^ Sims with high Aspiration scores (many Wants 
satisfied and few Fears realized), exhibit special 
behaviors to show their command of life. 

^ When Aspiration score is really high, Sims are 
constantly in a good Mood. This means they 
perform well at work, accept most social interac- 
tions, and skill build and have Fun longer, no 
matter what the levels of their individual Needs. 

^ When Aspiration is low, Sims exhibit destructive 
behavior that wastes time, damages relationships, 
and frustrates their ability to meet their Needs. 
When Aspiration is really low, elder and adult 
Sims suffer a dramatic but temporary breakdown. 

^ A Sim’s Aspiration score at the moment she ages 
from adult to elder dictates how much longer 
she’ll live. Unsuccessful Sims die sooner while 
successful ones live longer to pass on their 
wisdom, contribute to the household income, 
babysit for free, and ease life for the younger 
generations. 

^ A Sim’s Aspiration score when he dies of old 
age affects the size of his estate. The higher his 
Aspiration, the greater the inheritance for those 
left behind. 

The crux of the Aspiration challenge is to carve 
out sufficient time to meet Wants and avoid Fears 
by making all other parts of your Sims’ lives (Need 
fulfillment, cooking, cleaning, skill building, social- 
izing, and career climbing) as efficient as possible. 
Your Sims are counting on you to help them get what 
they want (they won’t specifically pursue a Want on 
their own but may do so coincidentally), and engineer 
their world to protect them from what they fear. 

■ ^ naley > 

If a differeni approach appeals io you, you can 
make H your mission io visii every horrible Fear 
upon your Sims io make ihem all jagged wrecks 
on ihe rocky shores of life, li's your call. 
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wants and Fears 

A “Want” is an experience the Sim sees as positive 
and desirable. A “Fear” is an experience the Sim sees 
as negative and undesirable. An experience that’s a 
Want for one Sim can be a Fear for another. 



The Wants and Fears panel shows the Sitn's Aspiration, 
her Aspiration score, her top four Wants, and her top 
three Fears. 


At ang given moment, every toddler, child, teen, 
adult, and elder Sim may have dozens of Wants and 
Fears, but the Wants and Fears panel only shows 
the top four Wants and the top three Fears. The 
displayed Wants and Fears are the only ones that 
matter for Aspiration scoring. 

Wants can be as simple as the desire to try a new 
food or buy a TV or talk to a family member, or be 
as complex as a guest to completely master a skill or 
get very physical with several Sims. 

Fears can be just as simple or Just as remote. 
They can even be unavoidable or Just seem so. Sims 
can fear being rejected for a social interaction, losing 
a Job, having a fire, or the death of a loved one. 

The goal is to do everything in your power to 
help your Sim get many of the displayed Wants and 
avoid the displayed Fears. The more difficult the 
Want/ Fear, the longer or more work it will take; 
some Wants can take several days and skilled plan- 
ning to achieve. 


Houl Wants and Fears 
Are Chosen 

If you tried to understand the way the seven Wants 
and Fears are chosen, your brain might implode. It’s 
really complicated. 

There are, however, a few basic principles. 

The unluerse of 
wants and Fears 

There are usually more active Wants and Fears than 
appear on the Wants and Fears panel. Behind the 
scenes, they’re competing for the coveted top four 
(or, for Fears, top three) positions and pop into the 
Wants/Fears panel. 

- Fttile*) — 

This vying for posHion among Wants and Fears 
is very similar +o the concept of interaction 
advertising (see Chapter 20) that dictates the 
choices Sims make among the various interactions 
available to them. 

Want/Fear advertising and interaction 
advertising are, however, different in that the 
interactions are advertising themselves TO SIM8 
while Wants/Fears are calling out to the Wants/ 
Fears panel. In other words: Sims don't respond 
to Wants/Fears. You must do that for them. 

) 

Wants and Fears are defined by to whom they 
appeal and in what amount. How important a 
Want/Fear is to a Sim depends on the Sim’s: 

^ Age group 
^ Aspiration 

^ Current Aspiration score 
^ Mood 
^ Personality 

^ Relationship to a given Sim 
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A good example of a PersonalHy-based Fear is 
fhe fear of seeing vermin (roaches). If a Sim 
is pariicularly Neaf, she'll fear seeing roaches 
regardless of her Aspiraiion. 


Seeing roaches 
can be a pretty 
traumatic 
experience for 
a Neat Sim. 


Just because a Want or Fear isn’t in the panel 
doesn’t mean you can’t unknowingly realize it. You 
may, in fact, be doing this constantly and never know 
it. There won’t be any score for these successes but 
many of these Wants open the path to even more 
important Wants that will show in the panel. Had you 
not cleared the weaker undisplayed Want, you never 
would have gotten the higher one. 

vjoli) ^ 

Though H's impossible fo know whaf Wants and 
Fears are available but not on the panel, under- 
standing your Sim's Aspiration allows you to 
reasonably anticipate what's out there and have 
your Sims do things that are likely to open 
new pathways. 

It is comforting to know that the chances of a 
high-scoring Want or Fear being kept off the menu 
and unknowingly achieved are pretty low. If a Want 
is truly important, it'll be in the panel. 
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However, if a Want/Fear drops off the panel, that 
may not mean it’s gone for good. It may just mean 
that a stronger Want/Fear has come to the fore. When 
it’s satisfied or a weaker one drops away, the original 
one can return. The problem is that you can’t know; 
it’s better to treat every significant Want/Fear like 
gold and tend to it promptly. 

wani/Fears Panel Reireshing 



iVhen the iVant/Fear panel refreshes, it rolls like 
a slot machine. 


♦ 

♦ 

♦ 

♦ 



Any time the panel is refreshed, any Wants/Fears that 
drop out of the top four give way to more pressing 
Wants/Fears. The Want/Fear panel refreshes when: 

^ A Want or Fear is either achieved or rendered 
impossible or meaningless by intervening events. 
(In this case only the affected Want/Fear is 
refreshed, not the entire panel.) 

^ A Sim wakes from a sleep of three hours or more 
^ Any Sim on the lot transitions to a new age 
^ A baby is born on the lot (regular or alien) 

^ Any loss of a family member 
^ Social Worker takes children 
^ Death in household 
^ Move out 
^ Break up 
^ Gain of or change in 
a family member 
Adoption 

Come home from work/school 
Becoming pregnant 
Returning from an alien 
abduction 


Protected by copyright. Unauthorized or uniawfui copying or downioading expressiy 




^ Teaching a toddler something (walk, talk, potty 
training), as other people may have wanted to 
teach him 

^ Three times a day when the food selection on 
the fridge changes between breakfast, lunch, 
and dinner 

^ Coming back from a Community Lot 

■ ^ nple — =» 

when you load a saved game, Wan+s and Fears are 
checked. If they hadn't been checked in a while 
before your last save, many may have become 
invalid. Only in this case do any Wants/Fears 
change when you resume playing a house. 

) 


"Aging our 

The instant a Want or Fear is triggered, it begins a 
countdown to its own demise. As a Want/Fear ages, 
its strength diminishes, rendering it less able to 
remain in the panel. Eventually, it ages out completely. 

Once a Want/Fear is completely aged out, any 
subseguent Wants or Fears that relied on it as a 
prereguisite will evaporate. Unless the original Want/ 
Fear returns, the opportunity to achieve it and any 
beyond it is gone for the rest of a Sim’s life. 

Not every Want/Fear has the same life-span but, 
generally, the longer it takes to achieve and the more 
important it is to the Sim’s overall Aspiration, the 
longer it persists and the more slowly it tails off. 

Once a Want/Fear ages out, it won’t come back 
unless a new version of the Want/Fear is later 
triggered. For really important Wants/Fears, such 
resurrection is rare. 

Note that a Want/Fear’s dropping off the panel 
doesn’t mean it’s completely aged out yet. It just 
means that four Wants or three Fears can out-shout 
it in its diminished state. 



A Wanf/Fear fhaf's aged oui can remain in fhe 
panel if H's been locked. Whafs more, you s+ill gef 
a score for if if you achieve if. The Wants/ Fears 
to which it led, however, are still gone. 


Dropping off the panel means that you won’t get 
a score for the Want/Fear even if you achieve it later. 
The lesson; If a Want/Fear is important to you, either 
lock it (see “Locking Want/Fears’’ below) or get to 
work making it happen. If an important Want/Fear 
has been on the panel long enough to age out, you 
weren’t making enough of an effort to achieve it. 

LocKing uianis/fears 

If you spot a Want/Fear that you really want to 
achieve, consider locking it. Locking a Want/Fear (by 
right-clicking on it) exempts the Want/Fear from panel 
refreshment. The lock even keeps the Want/Fear on 
the panel once it’s aged out and all of its subseguent 
Wants/Fears have died off. 



Locking a IVant or Fear keeps it in the panel as long as 
the lock is applied or until the IVant or Fear is realized. 


Only one Want or Fear may be locked at a time. 

Though it may seem like a good idea, locking can 
create invisible but damaging situations. Locking a 
Want/Fear that appears important may block out an 
even more important Want/Fear. 

For example, a Family Sim gets the best Aspira- 
tion scores from family-related experiences. You 
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can put her in a career and she’ll want to advance, 
though not with any real enthusiasm. Career-related 
Wants take the fore only as long as the Sim is young 
and hasn’t found a promising mate yet. At this 
moment, it might be a good idea to lock the Sim’s 
Want for a promotion. The moment she meets 
someone, however, her Wants will be all about falling 
in love, then engagement, then marriage, and then 
children. To her, a career promotion is no longer 
important. Thanks to the lock, however, that career 
Want is still clogging up a slot in the Wants panel. If 
four very important Wants are clamoring for attention 
and promising big scores, one of them (and any 
based on it) may never appear because of the locked 
career Want. 

Before you lock a Want/Fear make sure you 
understand the general course of the Sim’s Aspiration 
and Personality so you may judge what’s truly impor- 
tant to that Sim in particular. 

Want/Fears and 
Where They Lead 

Wants and Fears are progressive. In other words, 
accomplishing one often opens paths to a higher-level 
Wants or Fears. It’s impossible to get to the second 
tier Want or Fears without first realizing the most 
basic ones. For example; 

^ A Knowledge Aspiration Sim enters a random 
career (let’s say Slacker) without much thought 
to what careers fit best with his Aspiration. 

^ Once he reaches level 2 in that career (or any 
career other than Science or Medicine), two Wants 
arise: to enter the Science career and to enter the 
Medical career. 

^ Once he switches to one of these “preferred” 
careers, the Want to get into the other of the two 
drops off due to irrelevance. Were the Sim to 
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switch again and advance to level 2 in something 
other than Medical or Science, these twin Wants 
would arise anew. 

^ Once he reaches level 3 in a preferred career, he 
has a taste for career success and a new Want will 
arise: To reach the top of the career he’s in. 

^ With the achievement of level 4 in his career, he’s 
become emotionally invested in it and two new 
Fears ascend; being demoted and being fired. 

^ If, on the other hand, the Sim stays in the Slacker 
career (for example), the Wants to get into 
Medicine or Science remain in the panel but 
become weaker over time. Eventually, they 
become so weak that they drop off the panel. 
Finally, they age out and the desire never arises 
again. Likewise, the desire to reach the top of 
those careers has become forever unavailable. 

A major scoring opportunity was missed. 

One of the crucial skills is discerning which low- 
level Wants lead to something bigger and which are 
temporary and lead nowhere. Again, it’s all about 
experience and understanding each Aspiration. A low- 
scoring desire to buy something, for example, can pop 
up for a Sim in any Aspiration for a variety of reasons. 
Chances are, it won’t lead to any higher scoring Wants 
and can be comfortably ignored or easily fulfilled. 

If, however, the Sim is a Fortune Aspiration Sim, 
buying several increasingly expensive objects leads 
to greater and greater Aspiration point payoffs. 



Fortune Sitns Want to buy stuff. Vl/hen they get it, they 
Want to buy more expensive stuff. VouTe going to need 
a lot of money to make a Fortune Sim happy. 
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Sometimes H's noi a good idea io give your Sims 
wha+ they want. For example, when things go 
badly at work, most Sims want to quit their job. 

If there aren't many strong Wants on the panel, 
this one can appear. Weigh, however, the damage 
caused by quitting over leaving this particular rash 
Want unsatisfied. 


Want and Fear scoring 



If a Want or Fear has a starburst symbol, 
it's a "Power" Want or Fear. These provide 
the biggest scoring opportunity and may take 
a while to achieve. 


Power Wants 
and Fears make 
big changes in 
Aspiration score. 



Every Want or Fear has an individual score (typically 
ranging from 500 to 30,000) that’s generally tied to 
how much effort, time, or money it requires to 
achieve. Score is shown if you point at the Want/Fear. 

Power Wants/Fears are Wants/Fears that are 
central to the Sims’ Aspiration and are very hard to 
achieve or extremely destructive. In fact. Power 
Wants are all the higher scoring Wants in each of the 
following categories. Power Wants/Fears are high- 
lighted by a starburst in the icon’s background and 
are worth a tremendous number of points. 


“Impossible” Wants are the most difficult of all 
wants and ones that few players can achieve. They 
are Power Wants with extremely high requirements. 

As such they’re the highest scoring. Normally, 
even having a chance at these Wants requires the 
longest possible life-span (having, therefore, high 
Aspiration when going from adult to elder) and 
liberal use of the correct reward objects (see 
“Reward Objects,” below). 

A mere list doesn’t do Justice to the variety 
of Wants and Fears awaiting your Sims, but these 
are the most common general types (in order of 
score potential); 

^ Eating Interactions: The desire to try new foods 
or eat a favorite food. 

^ Social interactions: The desire to perform an 
interaction with anyone or with a specific Sim. 

The more difficult the interaction, the greater 
the score. Romance, Family, and Popularity 
Sims may have some high-scoring opportunities 
with interactions. 

^ Object purchases: The desire to purchase objects. 
The more expensive the object, the greater the 
score. If the object replaces one you already have, 
return the old one to soften the financial blow. 

^ Skill building: The desire to advance in a given 
skill. The higher the level, the greater the payoff. 
^ Career advancement; The desire to get and be 
promoted in a career. 

^ Relationship creation: The desire to achieve a kind 
of relationship with any or a specific Sim. The more 
difficult the relationship, the more points it offers. 



If you buy an objecf fo safisfy a Want, refuming 
if foo quickly resulfs in a loss of Aspirafion score. 
Forfunafely, fhis period only lasfs 25 game hours: 
affer fhaf, you can refurn if wifhouf losing 
Aspirafion score (buf you'll be ouf a bif for fhe _ , 
inifial depreciafion). 

_C93 
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When Sims feel low (Mood -20 fo 20), fhey 
fend fo wanf fo buy things, depending on age 
and Personality. Teens, for example, regardless 
of Aspiration want to buy a phone (if Outgoing), 
a game (if Shy), entertainment (if Playful), a 
stereo (if Active), or a TV (if Lazy). Children 
want an entertainment object (if Lazy or Playful), 
a telescope (if Shy or Serious), a toy (if Shy or 
Playful), or a game (if Outgoing or Playful). Adults 
want to buy stuff too, but that's influenced heavily 
by their Aspirations. 


Aspirations 


Aspirations are goals that make Sims’ lives 
ingful. They provide direction to the Sims’ 

Fears and give your Sim something to strive for 
the course of her life. 

These Aspirations profoundly (though not 
sively) shape a Sim’s Wants and Fears and 
impact how a Sim is played. It’s not possible 
helpful) to know every Want and Fear a Sim 
given Aspiration will have, but it’s 
nating to grasp the general bent of each 
you may anticipate, prioritize, and 
tively. 


The SIK Aspirations 

Elder, adult, and teen Sims can aspire 
to six goals: 

^ Family ^ Popularity 

^ Fortune ^ Romance 

^ Knowledge ^ Growing up 

(toddler and child) 


■ » naie / 

Grow Up is the sixth Aspiration, but it is not one 
Sims can choose and is only available to toddlers 
and children. 


Choose a Sim's 
Aspiration in 
Create-A-Sim or 
when he becomes 
a teenager. 


One further Aspiration drives only toddlers 
Idren, but the Aspiration’s Wants and Fears 
differ for each age: 

^ Growing Up 


For the Wants and Fears game in THE 8 IM 8 2, 
a Sim living alone is very difficult to play 
successfully. It can be done, but it takes 
careful planning. 
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Babies don't have the Grow Up Aspiration. They 
lack the foresight, let's say, to aspire beyond the 
next diaper or bottle. 


Grouting up 

Toddler 

^ Sample Wants: Learn to talk, walk, and be 
pottytrained, be talked to, played with, 
snuggled, read to, tickled, and learn Charisma, 
Logic, or Creativity skills 
^ Sample Fears: Fire, family break up, vomit 
(if Neat), see a ghost, have a party (if Shy), 
family death 

The Growing Up Aspiration is shared by toddlers and 
children but how it manifests itself in each age is distinct. 

For toddlers, growing up means getting pleasur- 
able social interactions (tickled, snuggled, talked to) 
from people they know and learning the three basic 
toddler skills: talking, walking, and potty training. 

Ultimately, like children, toddlers want to grow up 
well (if their Aspiration score is high enough) or fear 
growing up (if Aspiration score is low). 

Most toddler Wants and Fears are pretty low 
scoring, but the scale of their Aspiration is pretty 
small: 250 points goes a long way for a toddler. 

Child 

^ Sample Wants: Learn to study, get an A+ report 
card, get best friends, win games or fights, invite 
Sims over, build skills, play games with family 
^ Sample Fears: Death of others, losing games or 
fights, losing best friends, having invitations 
rejected, having a party (if Shy), Bladder failure 
(if Shy), be kissed by a grandparent (if Grouchy), 
be lectured (if Shy), clean something up (if 
Sloppy), get a D report card, see a ghost (if 
Serious), Energy failure (if Active) 


Growing Up for children is a bit more complicated 
and reguires far more to be a success. 

Ghildren’s Wants and Fears tend to revolve 
around making friends, doing well at school, winning 
games with other children, spending time with best 
friends, and (naturally) growing up well (if Aspiration 
score is high). 

Because they’re Just starting school, they also 
have Wants and Fears related to their grades and are 
keen to be taught how to do homework. 


Family 

^ Preferred Gareers: None 
^ Skill Bent: Gooking and Gleaning 
^ Sample Power Wants: Get Engaged, Get Married, 
Have a Baby, Teach to Walk, Teach to Talk, 

Potty Train, Teach to Study, Get a Grandchild 
^ Sample Wants: Gain skill in cooking and cleaning, 
interact with family, fall in love, get engaged, 
marry/join, have lots of children, remarry if 
widowed or left, romantic interactions with 
loved Sims, encourage Personality traits in their 
children/grandchildren 

^ Sample Fears: Be rejected for interactions with 
family, fire, break-up of family, rejected first 
kisses, family death, being unmarried/unjoined 
and/or childless as an elder, going to work in a 
negative Mood, be sick, burn food, see vermin, 
or fight with a relative 



Family Sims 
are happiest at 
the center of a 
large family. 


7J 
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A Sim with the Family Aspiration dedicates his life to 
the enrichment and expansion of his family. A Family 
Sim wants to fall in love, get engaged, marry, and 
have children. Once he has children, he wants to 
have more children, wants them to learn all they can, 
and wants to be the one to teach them. He also wants 
his relatives to succeed, to encourage his children 


and grandchildren, and to have constant interactions 
with family members (particularly their own spouses 
and offspring). 



Family is the only Aspiration that perfectly aligns 
with another Aspiration (Grow Up). Several of the 
Wants important to a Family Sim are identical to 
the Wants of toddlers and children. This provides 
many of the relatively rare opportunities to satisfy 
two Sims' Wants with one interaction. 


Family Sims fear the failure, loss, or death of 
their loved ones. They fear being cheated on and the 
arrival of the Social Worker (see Chapter 13). 



A Family Sim 
Would rather read 
to his child than 
go to Work. 


A Family Sim has no particular career ambitions 
but will want to advance in a career if put in one. It 
won’t, however, be a high priority Want. 


A teen Sim with this Aspiration yearns to be in 
a committed Go Steady relationship. 

A Family Sim should certainly have a high 
Neat/Sloppy score (10 if possible) so he can guickly 
become adept at cleaning and will tidy autonomously. 
Clearly too, he should be good at cooking to provide 
the most satisfying meals; satisfying meals mean 
short meals and that means more time for other 
household Sims to pursue their Wants. It might also 
be beneficial to make a Family Sim have very high 
Playful/Serious because high Creativity can be an 
income-producing aid for stay-at-home Sims (painting 
or writing a novel). 



3 


When a Family Sim's Aspirafion score is low, she'll 
crave her basic Wanfs even more infensely. Being 
below zero in Aspirafion score triggers very strong 
Wants to marry, have a child, go steady, or have 
a grandchild (depending on age). Unlike the normal 
desires for these things, these "Desperation" 

Wants aren't directed toward any Sim in particular 
and don't follow the normal chain of events toward 
childbirth. For example, a desperate Family Sim 
wants to have a child even if she's not married; 
an "Aspirationally healthy" Sim would not. 


Otherwise, if there are traits you want to 
encourage in the Family Sim’s offspring, make the 
Family Sim as extreme as possible in the chosen trait. 
If you want the future generation to be Outgoing, 
give the parent 10 points in Outgoing/ Shy so she 
may encourage more effectively. 

" V r ■ 

Though it adds to family income, time spent 
pursuing writing or painting detracts from a Family 
Sim's ability to fulfill his Aspiration. 


) 
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Fortune 

^ Preferred Careers: Business, Athletic, Criminal, 
and Medical 

^ Skill Bent: Creativity and whatever needed to 
advance career 

^ Sample Power Wants: Be an Overachiever, 

Big Bonus, Marry a Rich Sim, Earn §50,000 

^ Sample Wants: Personally earn increasing amounts 
of money, build skills needed for work, home 
upgrades, purchase art, get bonuses and promo- 
tions, buy expensive items, hire service Sims, 
marry or join rich, sell a great novel or painting 

^ Sample Fears: The Repo Man, burglary, selling 
lousy novel or painting, fire, missing carpool, 
being fired 

Fortune Sims are all about the simoleans. Anything 
that doesn’t involve the acguisition of money or stuff 
is not really on their radar. 

Fortune Sitns 
need time to 
reach the top 
of their careers. 


Career is more important for this Aspiration than 
any other; Fortune Sims are the only Sims who won’t 
sacrifice career success for other Wants. 



The easiest marriage to manage is a Fortune and 
a stay-at-home Family Sim. 


The first thing is to get her into the right careers: 
Athletic, Criminal, Medical, or Business. 



Because they’ll need lots of extra money. Fortune 
Sims want to sell novels and paintings. Give them 
Creativity skill and the objects they need (computers 
and easels, respectively) to produce these extra 
income-producing pursuits. They want to earn money 
somehow every day. 

Spend days off 
producing great 
Works of art — not 
because they're 
beautiful, of 
course, but 
because they 
make more cash. 


Fortune Sims make the best earners and are 
well-paired with Family Sims. Anything that takes 
a Fortune Sim away from work or Job-related skill 
building is a waste of their time, so having someone 
to handle everything else is a boon. 



When his Aspiration score is failing, a Fortune Sim 
clamors for promotions, earning money, selling a 
great painting or novel, and (especially) marrying 
a rich Sim (depending on his Personality). 

Unlike other Sims who have buying Wants for 
major life transitions or when their Mood is low. 
Fortune Sims want to acguire stuff all the time and 
always in ever increasing degrees of magnitude. This 
can be very difficult economically, so be sure to sell 
your old stuff to minimize the expense. 

Personality for a Fortune Sim should be geared to 
her career. She should be very Sloppy (unless Medical 
is her field) because Personality points can be better 
used elsewhere. For the creation of valuable paintings 
and novels. Fortune Sims should always have high 
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Playfui/Serious to maximize their Creativity. Creativity 
can do double duty if you limit your Fortune Sim 
to the Criminal and Business fields that also require 
this skill. A Fortune Sim can, but probably shouldn’t, 
be Lazy: a Lazy Sim wants to quit his job when his 
Mood is bad and this would be damaging to a 



Making a Fortune Sim Sloppy means she makes 
messes faster. This provides a Family Sim living 
with her plenty of opportunity to learn Cleaning 
skill by mopping up after the messy Fortune Sim. 

It may not sound like it, but this is a benefit to the 
Family Sim. Right, Mom and Dad? 


Knowledge 


^ Preferred Careers: Science, Medicine 
^ Skill Bent: All 

^ Sample Power Wants: Learn to Study, Get an A+ 
Report Card, Maximize a Skill, Meet Aliens, See 
a Ghost, Maximize All Skills, Be Saved from Death 
^ General Wants: Learn to cook, be or have loved 
ones abducted by aliens, learn and maximize 
skills, see ghosts, or repair things 
^ General Fears: Lose a point of skill, see vermin, 
burn food, be sick, fire 



Most of a 
Knowledge Sim's 
time should be 
geared toward 
gaining skills. 
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The Knowledge Sim wants experiences that involve 
learning, even if the lessons are some of life’s 



If you're going to have a Sim living alone. 
Knowledge is the best Aspiration. 


Skill building is a major preoccupation of 
Knowledge Sims, and they get their best Aspiration 
scoring from maxing out several, and eventually all, 
their skills. Knowledge Sims want skills even if they 
have no career. They really want to know how to 
repair things, especially if they’re Serious, and how 
to cook every kind of food. 

^ rials ^ > 

A "near death experience" is one in which the 
Sim experiences something that CAN kill him but 
doesn't. For example, the Sim is electrocuted 
but his motives are so high that he survives. 

Knowledge Sims also want to experience the truly 
bizarre. They hanker to see the ghosts of Sims, be 
abducted by aliens (several times if possible), and 
be saved from death. 



Keep peering 
through the 
expensive tele- 
scope and maybe, 
just maybe, the 
Knowledge Sim 
will get her 
dearest wish. 
Hello aliens! 
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Being Saved from Deafh is a very complex and 
risky undertaking. First, the Sim who desires this 
experience must stage his own death in a way 
that permits others to bargain with the Reaper 
(i.e. it can't be in the pool). Second, there must 
be someone present with whom he has a strong 
relationship to challenge the Reaper. Third, he must 
be lucky enough to have his partner (preferably 
a Popularity Sim) win his life back. That's a lot 
to leave to fate, but the Knowledge Sim thinks 
it's worth it. 

> 

When they have a low Mood, Knowledge Sims 
want to buy items that feed their thirst for knowledge; 
bookcases and telescopes. 

■ ) 

If a Knowledge Sim's Aspiration score is failing, 
she very hungrily desires to have a near death 
experience or max out a skill. 

) 

Most Fears revolve around losing skill points. 

Knowledge Sims are attracted to the Medical and 
Science professions but want to guit or stay home 
from work to pursue their general love of learning. 
Knowledge Sims make some of the most content 
stay-at-home Sims, especially if there are no children. 
Their desire for all skills means they learn three skills 
mostly by doing: Cooking, Cleaning, and Mechanical. 

It helps (for Cleaning at least) if they’re very Neat. 

A good Personality profile for a Knowledge Sim 
is 10 Neat/Sloppy, lo or o in Playful/Serious, 5 in 
Nice/Grouchy, and (if Playful/Serious is 0) 10 in 
Outgoing/Shy or Active/Lazy. This gives them 
accelerated learning in three skills. 


^ Preferred Careers: Politics, Military, and Athletic 
^ Skill Bent: Charisma 

^ Power Wants: Have a Great Party, Have Several 
Best Friends, Sell a Masterpiece, Win Fight 
^ General Wants: Make best friends, have successful 
parties, meet new Sims, sneak out (if teen), 
entertain other Sims, make drinks, hire a 
Bartender, gain Gharisma skill, dance, do 
Appreciate interactions, win games 
^ General Fears: Being rejected for social interac- 
tions, making enemies, deaths or loss of friends, 
have an invitation rejected, throw a bad party. 
Bladder failure, receive Irritate interactions, get 
Fat, see the Social Bunny, be booed, smell bad, 
or lose games 


Popularity Sims 
crave companion- 
ship and collect 
friends like 
trading cards. 


Popularity Sims want notoriety and to be liked. Their 
Wants/ Fears, therefore, revolve around making and 
keeping as many best friends as possible and 
throwing successful parties. They particularly want to 
beat the Reaper to save another Sim’s life (making 
them a great roommate for a Knowledge Sim). 



Popularity Sims make great uncles for 
younger Sims. 
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Their career ambitions fit their desire for fame. 
Politics, Military, and Athletic careers meet this need. 

A Popularity Sim is also good to have as a stay- 
at-home Sim, especially if the working Sim has a 
career that reguires lots of friends (e.g.. Slacker, 
Politics, Law Enforcement). The Popularity Sim 
already spends much of his time making friends, so 
having enough for a career is no extra work. They 
match up well with Fortune Sims and make good 
roommates for Romance (because jealousy won’t 
make their Wants conflict) or Knowledge Sims. 



When Popularity Sims' Aspiration score begins to 
fail, they have powerful desires to beat the Reaper, 
buy magazines to change their Interests, have 
several best friends, and have a party. 

Popularity Sitns 
Want to get the 
party started and 
keep it going. 


Popularity Sims’ Fears tend to be about having 
bad parties and the death or loss of friends. One 
of their biggest Fears is losing a challenge to the 
Reaper. This makes their desire to challenge death 
a very risky one; the positive payoff is massive, but 
the negative is disastrous. 

Personality traits for Popularity Sims should 
center on those that help them make friends, develop 
Charisma, and succeed in one of the Aspiration’s 
favored careers. They should certainly have 
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10 Outgoing/ Shy and probably lo Nice/ Grouchy. 
Beyond that, it depends on career choice. If they 
stay at home, a high Neat/Sloppy score is helpful. 

Romance 

^ Preferred Careers: Slacker 
^ Skill Bent; Creativity, Charisma 
^ Power Wants; Have First Kiss, WooHoo, Have Two 
Loves at Once, WooHoo with Three Different Sims 
^ General Wants: Fall in love; WooHoo; WooHoo 
in public; having romantic interactions accepted; 
buying a fireplace, double bed, sofa or hot tub; 
meet new Sims (especially if they have a child); 
get Fit (if Active) 

^ Sample Fears: Having romantic or talking 

interactions rejected, going steady, engagement, 
marriage/joining, having children. Hygiene or 
Bladder failure (if Neat), Energy failure (if 
Active), go to work in a negative Mood (if Lazy), 
get Fat (if Active) 

Romance Sims are all about romantic conguest and want 
nothing to do with anything smacking of commitment 
or children. Their biggest desires involve experiencing 
love and making “WooHoo” with as many Sims as 
possible before they die. They’re even happier if they 
can maintain more than one love at once. 



Wi+houf a doubf, fhe worst marriage pairing 
is Romance and Family because many of 
their highest scoring Wants and Fears are 
in direct conflict. 

Their Fears involve being rejected in romantic 
interactions. They save their greatest Fears, however, 
for the conventions of family life. They deeply fear 
engagement, marriage, and having children. If you 
force them into these tracks, their Aspiration score 
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Logisiically, the hardest part of playing a Romance 
Sim is avoiding jealousy. Doing this means going 
to great lengths to keep lovers from being in the 
same room or even on the same lot. The more 
intricate a Romance Sim's web of paramours 
becomes, the harder it becomes to fulfill her 
greatest Wants. 

A teen Romance Sim spends all of her energy 
wanting to have romantic interactions (especially 
Make Out) with as many other Sims as possible. 

After a romantic interaction with a new Sim, 
Romance Sims want to buy objects that facilitate 
amour: double beds, fireplace, hot tubs, etc. 

Romance Sims don’t mind work but the only 
specific career they desire is the Slacker career. 
They’re comfortable being jobless but fear the 
commitments that would allow them to live the 
unemployed life. Popularity Sims make good room- 
mates for them, however, because of their different 
but similarly met goals. A Popularity Sim wants 
friends while a Romance Sim wants lovers. Because 
these two relationships aren’t incompatible and don’t 


Personality-wise, a Romance Sim should be very 
high in the traits that facilitate Romance: Outgoing 
and Nice. For success in the Slacker career, very 
high in Outgoing and Playful helps speed skill 
development. 

uniuersai wants and Faars 

Many Wants and Fears have nothing to do with 
Aspiration. These can be driven by several factors, 
but most commonly by Personality. 

Universal Wants and Fears can be about buying 
things, the death of loved ones, common misfortunes 
(fire, robbery, vermin, illness, getting Fat, Energy or 
Bladder failure), and the ups and downs of work. 

If Sims are demoted at work, they want to guit 
or stay home. If they stay home a lot, they want to 
switch to the Slacker career track. 

Inferes+ingly, there's a universal fear (for all but 
Family Sims) of having more than four children. 
For all but the most rabid Family Sims, three 
seems to be the limit. 
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may drop irretrievably low. To make matters worse, 
once married, they eventually have a powerful desire 
to meet someone new. They are, to say the least, not 
a good match for Family Sims. 


lead to jealousy, one third-party Sim can satisfy the 
Wants of both a Romance and a Popularity Sim in 
one visit. He can be the Romance Sim’s lover and 
the Popularity Sim’s friend without causing any static. 


The Love Tub 
makes courting 
several Sims 
MUCH easier. 


Jealousy is a 
major pitfall for 
Romance Sims. 
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Making and eating food are small but important elements 
in the Aspirations game. 


Some of the more interesting universal Wants 
have to do with making and eating good food. 
Pursuing this track offers many extra opportunities to 
add to Aspiration score but also reguires commitment 
to maximizing Cooking skill. All Sims benefit from this 
course (except that it takes them away from their 
core Aspiration) but a stay-at-home Sim benefits the 
most and has the most time to make it happen. 
Pursuing this course also leads to a desire to enter 
the Culinary career and to buy better kitchen objects. 


Aspiration Meter 



There's a difference between Aspiration points 
and Reward points. Both are earned and lost 
when a Want/Fears are realized but the similarity 
ends there. 

Aspirations points drive the Aspirations Meter 
and dictate how successful your Sim is in his 
Aspiration. Wants push it up and Fears push it 
down. Aspiration decay also drives the Aspiration 
Meter down. 

Reward points are added to each Sim's fund 
for buying the special Aspiration reward objects. 
Fears can deduct from this pot but decay doesn't. 
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The Aspiration Meter displays how your Sim is doing 
in the pursuit of her Aspiration. The higher the level, 
the more successful your Sim currently is. 

The Aspirations Meter is a funny looking device 
(a top-heavy hourglass), but its every feature 
communicates important information. 

The narrow point about two-thirds down is zero. 
Below is negative and above is positive. 

Positive Aspiration range is divided into four sectors. 
The first two sectors are “Green.” The third sector is 
“Gold.” The final and highest level is “Platinum.” 



A Sim's chosen Aspiration is displayed above his Aspiration 
Meter. The Sim's level of Aspiration success is shown by the 
meter's level and color. 

When Aspiration score is positive in the first two 
tiers, the bar is green. In the third sector, it appears 
gold. When it’s really positive (Platinum), it turns white. 

Negative Aspiration range is cut into two parts: 
distress and failure. Whenever Aspiration score is 
below zero, the meter will show red. 

The larger a section of the meter is, the more 
points it reguires to fill it. Thus, going from Green 
to Gold takes very few points while going from 
Gold to Platinum takes considerably more. 

Aspiration Meter and Ages 

The number of Aspiration points from zero to the top 
and bottom of the scale varies by Sim age. In other 
words, a toddler reguires very few points to fill her 
Aspiration Meter while an elder reguires a tremen- 
dous number. 
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Aspiration Meter 
before aging from 
teen to adult. 


And now, after 
the change. The 
Sim's score didn't 
change, but 
the scale of the 
meter did. 


The point capacity of the Aspiration meter grows 
with each age. This is why score drops when a Sim 
age transitions. The 5,000 points that nearly filled 
a child's meter fills just over half of a teen's meter. 
Point capacity for each age is: 

♦ Toddler: 3,000 pts 

♦ Child: 6,000 pts 

♦ Teen: 9,000 pts 

♦ Adult: 12,000 pts 

♦ Elder: 15,000 pts 

For every age, however, the percentage of total 
points in each sector of the meter is: 

♦ 35 percent (Platinum) 

♦ 25 percent (Gold) 

♦ 20 percent (Top Green) 

♦ 10 percent (Bottom Green) 

♦ 5 percent (Top Red) 

♦ 5 percent (Bottom Red) 

^ ~ ~ ~ 

It’s easy to be alarmed by this sudden change, 
but it’s not a reflection of your Sim’s success, Just a 
consequence of moving to a new stage in life. It takes 
more for an older Sim to consider herself a success. 

Reward Points 

Every achieved Want and Fear also contributes its 
score to a Sim’s Reward point total. 

The Reward points total can be viewed under 
Rewards in main interface. The panel shows 
the available rewards (in full color), unavailable 
rewards (grayed out), and the individual Qim's 
total Reward points. 
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Thus, scoring a Want of, for 
example, 500 points is a huge 
jump for a toddler but only 
slightly moves an adult’s meter. 
When Sims age, the 
scale of this meter shifts 
to the new age. The 
result is that a 
Sim’s Aspiration 
score shifts toward 
zero (positive 
score dropping 
and negative 
score rising) 
when he ages. 
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Reward points and the objects they purchase display in the 
Rewards panel. 

Wants add to the pot of Reward points and Fears 
deduct from it. 

Note that the Aspiration reward objects are (with 
one exception) limited use items. They may seem 
“cheap,” but you’ll likely have to buy several of the 
same kind over a Sim’s lifetime. 

Aspiration Decay 

Aspiration score decays hourly while a Sim is awake. 
No decay occurs while your Sim sleeps. 

The higher the level of Aspiration, the more it 
decays each hour. Thus, it’s easy to maintain low 
to moderate Aspiration score, but staying Platinum 
reguires constant attention. Here’s the time it takes 
to decay through each segment of the meter: 

^ 8 hours (plat) 

^ i6 hours (gold) 

^ 32 hours (top green) 

^ 32 hours (bottom green) 

^ 32 hours (top red) 

^ 0 (bottom red: no decay) 

If you completely stop fulfilling Wants for an 
extended time, decay will reduce your score below 
zero, stopping one sector shy of Aspiration failure. 

At that point, one good Fear will send your Sim 
over the brink. 


The Highs ahd lows 
of Aspiratioh 

The rewards of success are many and the penalties 
are severe. Even low levels of success or failure can 
have dramatic impact on your Sims’ daily lives. 

The payoff and pitfalls of very high (Platinum) 
or very low (failure) Aspiration are critical. 

Aspiration Moniher 

The levels of accomplishment in each Aspiration have 
their own titles that indicate the level of success. 
These differ based on Aspiration and age. 

Grow Up 


Aspiration Level 

MONIKER. TODDLER 

MONIKER. CHILD 

Distress — 
Maderate to Severe 

Rotten Rograt 

Neglected Nightmare 

Distress — 

Low to Moderate 

Hectic Handfol 

Bothersome Brat 

Green — Low 

Diaper-Filler 

Typical Tyke 

Green — High 

Little Wonder 

Gifted Kid 

Gold 

Pre-Schooler 

Precocious 

Wonder Boy/Girl 

Platinom 

Miracle Mite 

Ghild Prodigy 
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Teen Monikers by Aspiration 





Aspiration Level 

ROMANCE 

POPOLARITY 

FORTONE 

FAMILY 

KNOWLEDGE 

DistrEss — MadEPatE 
to Sevepe 

Lanuly Lusep 

Abjact RajEct 

Pitiful PapasitE 

Family Flunk-Dut 

OnnsE DunEE 

DistPESs — L ew 
to MadEPatE 

WallfluwEP 

Maladjustad Misfit 

Tappad-Dut Teeu 

Bad Saad 

Addlad AdalasEant 

Gpeeh — L aw 

Hupmanal HuppicanE 

Due af tha Gang 

Mini-misEP 

RautinE RalativE 

Salid Stadant 

Gpeeh — H igh 

HattiE 

Stylin’ SuEnEstEP 

Eaply Bipd 

Gaad San/Dapling Daughtap Smapty Pants 

Gold 

Tatal BabE 

Mp./Ms. Papulapity 

Juniup AabiEVEP 

PnidE and Jay 

Whiz Kid 

Platinum 

Majup HEEPt-thpub 

Teee Idal 

FutuPE FinanciEP 

Shining Exampls 

Yaung GEnius 

Adult Monikers by Aspiration 





Aspiration Level 

ROMANCE 

POPOLARITY 

FORTONE 

FAMILY 

KNOWLEDGE 

DistPESs — MadEPatE 
tu Sevepe 

Tatal Tupn-Dff 

WpEtchsd Outaast 

Pannilass Paan 

Blank Shaap 

InEPEdibln Ignapamus 

DistPESs — Law 
tu MadEPatE 

Gald Fish 

Laft-Dut Lanap 

Na-AuEBunt 
NickEl MankEy 

Bnaad Bunglnn 

Silly Geese 

Gpeeu — L aw 

Hupulass Rumantia 
Waman-abaut-tuwn 

Man/ 

Baaan Bpingap 

Salid PnavidEP 

BpainstPEtchEP 

Gpeeu — H igh 

Lusty LavEP 

RebI SamEbady 

Big GhaasE 

Gaad InfluanEE 

Fpee Thinknp 

Gald 

Luve MaEhina 

Nutud Natablu 

Gash MaahinE 

RuIe Madnl 

ImppEssivE IntnllEEt 

Platinum 

Dun Juan/pEmmE Fatah 

: Lnaal HEPu/HEPuinE Muulah Magul 

Family Rank 

Savant SuppEmE 

Elder Monikers by Aspiration 





Aspiration Level 

ROMANCE 

POPOLARITY 

FORTONE 

FAMILY 

KNOWLEDGE 

DistPESs — MadEPatE 
Sevepe 

Bupnad-aut Gindup 

FupguttEn Fugia 

Dnddaping GaadbEat 

BpEEpy Bnank/GpunE 

SnnilE Simplntanta 

DistPESs — Law 
MadEPatE 

Dipty Old Man/Waman 

Has-basn 

Spant SpandthpiFt 

Gpumpy Gnamps/Gnams 

OnEaying Dullapdta 

Gpeeu — L aw 

Did FlamE 

Aging AaquaintancE 

Gpaaky Gash-Bpingap 

SwEst Old Bant 

WEll-Rsad WhitEhalp 

Gpeeu — H igh 

Suxy Saniup 

Lang-timE Luminany 

AffluEnt Anciant 

SiPE/Matnan 

MatuPE MastEPmind 

Gald 

SilvEP Fax 

Gnay EminEnnE 

Fat Bat 

Matpiapah/Patpiapch 

WizEnnd Wisn Onn 

Platinum 

FiEpy Fussil 

Saniup Saaialita 

TawEPing Tyauan 

Tawn FathEp/MuthEP 

Ssniap Saga 
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ASDiration Rewards 

Reward points can be redeemed for any of nine 
Aspiration reward objects. These objects are designed 
to assist in advancing your Sim’s Aspiration; though 
sometimes in indirect ways. 

m r-i y « 


Aspirafion reward objects can be moved by entering 
Build mode and moving them like any other object. 
When an object is used up, it remains on the lot 
with no available interactions. To remove it, enter 
Buy mode and drag it onto the Buy mode panel 
as if returning it. You won't, however, receive any 
money or Reward points for the transaction even 
if there are uses left in the object. 

> J 

One feature common to all Aspiration reward 
objects is their tendency to fail if the user’s Aspira- 
tion is too low at the time. Thus, an Aspiration reward 
object only helps those who are successful already. 

^ Platinum: Guaranteed success 
^ Gold: Guaranteed success 
^ Green: 50 percent chance of success 
^ Red: 20 percent chance of success 

Monev ifee 

^ Used By: Teen/adult/elder 
^ Reward Point Gost: 3,000 

^ Uses/Time Limit; Unlimited but must water regularly 
^ Success: If regularly watered and harvested. 

Money Tree should reguire as much care time 
(watering every six hours) and pay as much (§40 
per harvest) as a low-level Job. 

^ Failure; If Aspiration score is low, only §1 per 
harvest. If it’s not watered freguently, plant will 
die and must be discarded. 



The Money Tree 


^ 

Money Tree income adds fo fhe household budget 
but also counts toward the harvesting Sim's 
individual personal lifetime income (important for 
certain Wants). 


Pasteur’s HomoGenlus Smart ntllK 


noie 


Five bottles of Smart Milk should easily ensure a 
toddler can walk, talk, and use the potty before his 
age transition. 



Pasteur's HomoGenius Smart Milk 


^ Used By: Adult 
^ Reward Point Gost: 7,500 
^ Uses/Time Limit; 5 uses 
^ Success: For three hours, toddler who drinks 
Smart Milk learns to talk, walk, potty train and 
other skills at an accelerated rate. 

^ Failure; Bottle turns red. Toddler spits up and 
loses a random skill point. Based on Aspiration 
score of adult who prepares Smart Milk. 
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cool Shados 


1 

1 

1 
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Cool Shades 


^ Used By; Teen/adult/elder 
^ Reward Point Cost; 10,000 
^ Uses/Time Limit; 5 uses 

^ Success; First social interaction a Sim does with 
Cool Shades on has amplified effect, whether it’s 
positive or negative. 

^ Failure; None 

noodiosoother 


Noodlesoother 


^ Used By; Teen/adult/elder 
^ Reward Point Cost; 5,000 
♦ Uses/Fime Limit; 24 hours. Green lights on front 
of helmet indicate time remaining. 

^ Success; Sim’s overall Mood is boosted by 

50 points. While wearing the helmet, however, all 
Needs decay at an accelerated rate. Eventually, 
the benefit of the Mood boost is outweighed by 
the drag on Needs. 

^ Failure; Sim’s Energy drops to -100 and Sim 
passes out. All other Needs severely lowered. 
When Sim awakens, he automatically removes 
the helmet. 



The Eclectic and 
Enigmatic Energizer 



The Eclectic and Enigmatic Energizer 


^ Used By; Teen/adult/elder 
^ Reward Point Cost; 14,000 
♦ Uses/Fime Limit; 5 uses 

^ Success; 750 points randomly added to all Needs 
^ Failure; 750 points randomly subtracted to all 
Needs. Can’t kill a Sim. 


Thinning Gap 



Thinking Cap 


^ Used By; Teen/adult/elder 
^ Reward Point Cost; 16,000 
♦ Uses/Fime Limit; 24 hours 
^ Success; Skill building rate doubled. Works in 
Teach/Help interactions too. If both Sims in Teach/ 
Help are teen or older, both can wear Thinking 
Caps and effect is cumulative. Speeds up toddler 
training if teacher is wearing Thinking Cap. 

^ Failure; Energy drops to zero (Sim passes out) 
and Sim loses one random skill point. 
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^ Used By: Teen/adult/elder 
^ Reward Point Cost: 17,500 
♦ Uses/Time Limit: 5 uses 
^ Success: Sim specifies another Sim (teen, adult, 
or elder), chooses whether he wants to transfer 
Aspiration or skill points and applies the vacuum 
to the chosen Sim. One skill point or 3,000 Aspira- 
tion points per use. Relationship reduction for both 
parties and can remove love or a crush. 

^ Failure: Aspiration or skill points go from user 
of the vacuum to the other Sim and user takes 
a severe hit to Needs. Relationship reduction for 
both parties and can remove love or a crush. 

Loue nib 


Love Tub 



V Jiale ^ 

The candles should last long enough +0 
complefe five socials. 


^ Used By: Teen/adult/elder 

^ Reward Point Cost: 20,000 

♦ Uses/Time Limit: Four hours. When candles burn 
out, object’s special powers are spent but the Sim 
can keep a very nice and fully functional hot tub. 

^ Success: Between two Sims in the tub, acceptance 
requirements are lowered and relationship 
outcomes are increased. Upshot: makes Sims 
much more accepting of romantic advances. 

^ Failure: None 

■ yLIH'iey : 

When The Love Tub is speni, H becomes a regular 

hof Tub wHh Comforf (6) and Fun (7). 

< I 

Elixir ol Lite 


Elixir of Life 


^ Used By: Teen/adult/elder 
^ Reward Point Cost: 30,580 
♦ Uses/Fime Limit: 5 uses 

^ Success: Upcoming age transition or death by old 
age is pushed back three days. If Sim is within the 
first three days of her current age range, she 
won’t be pushed back into the previous age but 
rather held at her birthday for five days. 

^ Failure: Sim’s age pushed forward three days. If 
within three days of age transition or death by old 
age, the Sim will age or die immediately. 
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From the highest level of Platinum Aspiration, a 
Sim drops out of the Platinum region (losing her 
constant good Mood) in about eight game hours 
if she satisfies no further Wants. 


The strategic benefits of reaching this state should 
be obvious. A Sim in a perfect good Mood will: 
Accept any social interaction that reguires only 
high Mood 

Improve his job performance/school grades every 
time he goes to work or school 
Work at skill-developing objects longer 
Every good thing, however, must come to an end. 
Once a Sim achieves Platinum Aspiration score, decay 
guickly drags it down. Because higher Aspiration 
score decays fastest, staying in the Platinum level 
reguires constant accomplishment of Wants. 


♦ 

♦ 

♦ 


Jusf because a Sim's in a good Mood doesn't 
mean he'll accept ANY social interaction. Mood is 
usually but one condition for acceptance. Check 
the tables in Chapter 11 for others.) 
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Platinum ospiratlon 

If Aspiration rises into the upper portion of the 
Aspiration meter, your Sim will be lovin’ life. So much 
so, in fact, that she’ll be in a perfect Mood no matter 
what her individual Needs. You still have to tend to 
falling Needs (eat, sleep, bathe, toilet, etc.) to keep 
from suffering Needs failures, but they don’t impact 
overall Mood. 

When your Sims enter this state of Platinum 
Aspiration, his Mood Meter glows white and the 
Aspirations Meter does the same. 


A Sim with very 
high Aspiration 
score sports a 
Platinum Plumbob. 


Protected b' 
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By locking big, bui nearly achieved Wanis, you 
can have them ready when you need +o be in the 
perfect Mood won with Platinum Aspiration. For 
example, just before you head off to work, put in 
the last bit of skill training that achieves the next 
skill level. If the push is enough to raise the Sim 
into Platinum territory, she'll dramatically improve 
her Job performance. 


Utilizing this state is a great challenge, not Just 
because it’s hard to keep, but because the Aspiration 
Meter only goes so high. Achieving big Wants 
when the meter is at or near the top is a waste of 
Aspiration points. Sure, you get the Reward points, 
but the Aspiration points do nothing to keep you 
in the Platinum zone. Locking Wants at strategic 
moments is, therefore, one of the more important 
skills you can learn. It takes practice, but knowing 
when is the right time to score a Want is as important 
as achieving it. 

Inheritance 

A Sim’s Aspiration score at the time of death partially 
dictates the amount of inheritance his family and 
friends will receive. 

For family members, this amount depends on 
the kind of family connection and the deceased’s 
Aspiration score. Lifetime Relationship with the 
deceased dictates what percentage of the potential 
inheritance the survivor will receive. 

For friends, inheritance depends on Aspiration 
score and the friend’s Lifetime Relationship score with 
the deceased at the time of death. 


Inheritance Amounts Based 

an Aspiration Scare 

RELATIONSHIP TO 

Deceased 

High 

Aspiration 

MEDIOM 

Aspiration 

ldw 

Aspiration 

Spouse 

§2D,DDD 

§ID,DDD 

§5,DDD 

Children 

§ID,DDD 

§5,DDD 

§2,500 

Grandchildren 

§2,5DD 

§I,25D 

§025 

Friend, Lifetime 
Relationship 75-IDD 

§I,DDD 

§5DD 

§250 

Friend, Lifetime 
Relationship 5D-74 

§5DD 

§250 

§125 


Thus, a spouse of a medium Aspiration Sim who 
had a Lifetime Relationship score of go receives an 
inheritance of §9,000. A friend of a high Aspiration 
Sim with Lifetime Relationship of 85 would get §850. 

For family members in particular, it matters guite 
a bit what an elder’s Aspiration score is on the day 
she passes away. 

' ^ jiDle') 

Inheri+ance has nothing whatsoever to do with the 
household value or the deceased Sim's personal 
lifetime income. It is, therefore, more like a death 
benefit than an actual inheritance. 


Aspiration Distress 
and Failure 

When Aspiration score goes below zero but still above 
the failure line, a Sim is in “Aspirational Distress.” 

At the failure line, a Sim is in “Aspirational Failure.” 

In these states, Sims experience heightened Wants 
and exhibit autonomous behaviors that waste time, 
disrupt sleep, cost money, reduce Fitness, damage 
relationships, and create disorder. The worse the 
Aspiration score, the worse these behaviors become. 
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iVhen Aspirations 
are getting low, 
Sims signal to get 
you to notice. 


Elders and adults exhibit even more severe 
behaviors when in failure and will suffer complete 
breakdowns if score reaches bottom. 


For children, toddlers, and teens, these behaviors 
are called “Immaturity.” For elders, adults, and teens, 
they’re called “Desperation.” 



When a Sim is exhibiting Immaturity or Despera- 
tion, his thought balloons periodically show his 
Aspiration icon in one of three states: Blue (mild), 
Red (moderate), and Red in a jagged scream 
balloon (severe). 

------ - - ^ 



Sims insert these behaviors into their queue 
directly after their current action. Jumping ahead 
of all other interactions. The only way to get 
out of them is to manually cancel the interaction 
by clicking on its icon in the queue. Once you 
insert any other interaction behind an Immaturity/ 
Desperation interaction, however, it can no longer 
be cancelled. 



Desperation wants 

When a Sim is failing in her Aspiration, several Wants 
appear that represent her despair. Usually these 
Wants reflect the Aspiration’s core desires. 


Desperation Wants are extremely helpful because 
they tend to advertise very highly and offer heavy 
scores that can quickly get a Sim back in the green. 

immaturltv 

Children and toddlers have a single Aspiration: 

Grow Up. When they are failing in this Aspiration 
and realizing too many of their Fears, they behave 
immaturely. Usually, this behavior is destructive 
to the household and distracting to the older 
Sims in the family and can actually worsen their 
Aspirational situation. 

Toddlers' 
Immaturity 
behavior includes 
playing in 
the toilet. 



These behaviors range from mild to severe. 

The lower the Aspiration score, the more severe 
the behaviors, the longer they last, and the more 
frequently they occur. For example, a child with 
a slightly negative score infrequently exhibits mild 
behaviors. With a worse score, she more frequently 
does both mild and moderate behaviors. With a really 
low or rock bottom score, she exhibits all three 
behaviors very frequently. 



An immature teen 
will bounce on 
the sofa. 
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Immaturity behaviors are: 


Immaturity Behaviors 

Immaturity Behavior 

TYPE 

Annoy: Noogio 

Mild 

Annoy: Nyah/Nyah 

Mild 

Belch 

Mild 

Cry (Tcddlar only) 

Mild 

Fart 

Mild 

Gross Dot 

Mild 

Jomp on Ccoch 

Mild 

Swing on Fridge Door 

Mild 

Play in Tcilat 

Mild 

Cry (tcddlar only) 

Mcdarata 

DcllhcosE: Smash 

Mcdarata 

Easal: Rain Painting 

Mcdarata 

Kick Flamingo 

Mcdarata 

Kick Gncma 

Modarata 

Kick Tcrnhstcna 

Modarata 

Splash Poddla 

Modarata 

Stomp Diaper 

Modarata 

Stomp Flcwars 

Modarata 

Tantrom Mild 

Modarata 

Trashcan: Kick ever Trash 

Modarata 

Urn: Smash 

Modarata 

Cry (tcddlar only) 

Savara 

Fight: Attack 

Savara 

Fight: Poke 

Savara 

Fight: ShovE 

Savara 

Fight: Slap 

Savara 

Tantrom Strong (child/tcddlar only) 

Savara 


Desperation 

■ K ncle'^ " ^ 

Though Teens have specific Aspirafions like adulTs 
and elders, They sTill exhibiT ImmaTuriTy behaviors 
like children and Toddlers, don'T have AspiraTion- 
specific behaviors, and don'T suffer breakdowns if 
in AspiraTion failure. 


Adults exhibit 
Desperation by 
stuffing their face 
at the fridge.... 


Elder and adult Sims in negative Aspirational territory 
autonomously display “Desperation” behaviors. These 
become more frequent and last longer as score 
worsens toward the failure line. When they drop into 
moderate Desperation, new behaviors emerge, the 
worst of which are specific to their Aspiration. When 
they finally hit bottom, adult and elder Sims will 
suffer a total breakdown, become temporarily undi- 
rectable, and need a visit from the Sim Shrink. 

^ When in mild Desperation (from o to the first 
line), Sims autonomously perform mild behaviors 
with increasing frequency and duration. 

^ When in moderate Desperation (from first line 
down to near bottom), they exhibit the mild 
behaviors with alarming frequency and duration, 
do Aspiration-specific time-wasting behaviors 
(with increasing frequency and duration), and 
(when very close to severe Desperation) have 
crying breakdowns. 
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^ When Desperation fails, they break down 

completely. In this state, they sit on the floor and 
babble and won’t accept direction, interact with 
other Sims or objects, or accept any interactions. 
Other Sims react to the Sim like he’s loco. In the 
end, Sim is increased by one Aspiration level: still 
in the red but not barking mad either. 



...or, if tilings 
are really grim, 
going more than a 
bit over the edge. 


Elder/Adult Desperation Behaviors 


INIERACTIDN 

Aspiration 

SEVERITY 

DESCRIPTION 

Worry 

All 

Mild/Moderate 

Sim stands and wrings hands and mumbles to self 

Crying 

All 

Moderate (near severe) 

Sim stops and sobs for a long time. 

Flour Sack Baby 

Family 

Severe 

Sim pulls out and cuddles a flour sack marked up to look like a baby. 

Panhandla 

Fortune 

Severe 

Sim begs for money from passing Sims. 

Profassor Von Ball 

Knowledge 

Severe 

Sim has an intellectual discussion with a ball wearing a mortar board. 

Cup Stick Buddy 

Popularity 

Severe 

Sim has a lively conversation with a paper cup decorated with a 
drawn-on face. 

Sponge Mop Lover 

Romance 

Severe 

Sim puts a paper plate face on the sponge mop and whispers 
sweet nothings to it. 


Birthdays and Aspirations 


Two days before an age transition, you receive a 
message reminding you of the coming event. This 
is also a major strategic opportunity. 

If a Sim has a high Aspiration score on her 
birthday, she’ll have a Want to Grow Up. This 
gives an extra boost to Aspiration score when the 
transition occurs. 

If, on the other hand, the Sim has low Aspiration 
score as his transition approaches, he’ll have a 
Fear of Growing Up. This deducts points at the 
crucial moment. 

Use this system to your advantage. The important 
thing to know is that once you see the birthday 


reminder, the Sim can be directed to Grow Up 
anytime you choose. If she has high Aspiration at 
that point, there’s no reason not to throw the party 
immediately. 

If, on the other hand, score is low enough that 
the Fear of Growing Up appears, you have only two 
days to remedy the situation. In this case, focus on 
satisfying Wants and put off the transition as long as 
possible (it happens automatically at 7 p.m. on 
the final day). See Ghapter 12 for the mechanics 
of birthdays. 
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If you need more lime fo change Aspiration score 
so the Sim wants to Grow Up rather than fearing 
it, the Elixir of Life Aspiration reward object can 
help. It's risky though. If successful, the transition 
is delayed by three days. If unsuccessful, the tran- 
sition is pushed forward three days (forcing the 
age transition if within three days of it). Because 
any Sim for whom you'd try this must have low 
Aspiration (or else why bother?), the odds of the 
Elixir failing will be very high. 

Aspiration and i 

Future Generations 1 

Much of this chapter deals with matching a 
Sim’s Personality traits to the Aspiration you 
want him to assume. This is only possible, 
however, with the first generation of Sims 
you produce in Create-A-Sim. Once genetics 
take over, the personalities of future Sims are 
out of your control. 

You can still, of course, choose his 
Aspiration when he reaches the teen age, 
but the process of assigning an Aspiration 
must be the reverse of what’s described 
above. Rather than molding the 
Personality to fit the Aspiration, pick the 
Aspiration to fit the Personality. 


What makes this challenging is that offspring 
won’t fit perfectly into an Aspiration’s most strategi- 
cally advantageous mold. It takes far more skill to 
make a genetically created Sim successful than one 
you custom built for success. 

On the other hand, genetically created Sims may 
have the advantage of having a well-established and 
successful home with a good family and nice objects 
and a steady income. All these things make satisfying 
Wants a whole lot easier. 

The same goes for finding a mate. It’s entirely 
possible that love will bloom between two Sims 
whose Aspirations are in conflict. You can wait for 
the better Sim to come along but that could 

E waste valuable time. 

^ Take the lessons of this chapter and use 
^ them creatively. Imagine how they work in 
other unforeseen situations. This is the 
^ secret to dynastic Sim success. 
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Chapter 9 


iiiii 


This chapter introduces you to the seven basic 
skills, three toddler skills, one school-related skill, 
and three hidden skills, and details how they impact 
your Sims’ everyday lives and entire lifetimes. 


Whether Sims are climbing the career ladder, staying 
home to raise a family, or living a life of self- 
improvement, they need skills. Acguiring them 
effectively and efficiently in a Sim’s now limited 
life-span, however, can be one of the game’s 
great challenges. 

Skills can impact many things: 

4 To advance in any career, Sims must highly develop 
three defined skills. Career advancement increases 
your Sim’s income, increases the amount of his 
retirement pension, gives him better work hours, 
and provides fulfillment of career-related Wants. 

4 The Wants of many Sims are tied to the acguisi- 
tion of a skill or all skills. Aspiration points 
increase with each skill level and pay off big time 
if the skill is maximized. 

4 Some Sims have a Fear of losing a skill point, 
thus reducing Aspiration score. 

♦ Some skills provide the opportunity for 
extra income. 

4 Doing certain activities with high or low skill 
can elicit reactions from nearby Sims. 

4 Some skills make household chores faster 
and easier. 

4 Skills play a role in the acceptance of some 
social interactions. 

4 Skills determine who will win a fight or many 
physical games and how well a Sim can dive. 

4 Some special abilities are unlocked by advancing 
in certain skills. 

4 Hidden skills can hold some surprises. 

4 High household skills lessen the need for hired help. 
4 Skills dictate how safe it is for a Sim to use 
certain objects. 


Kinds of SKills 

Seven basic skills appear in the Skills and Career 
panel. Basic skills affect many aspects of the game, 
including career and homemaking. The basic skills are: 
^ Cooking 
4 Mechanical 
4 Charisma 
4 Body 

♦ Logic 

♦ Creativity 
4 Cleaning 

These basic skills can be built by child, teen, 
adult, or elder Sims though children need special 
objects for some. Toddlers can only build Logic, 
Charisma, and Creativity and only with toys designed 
for skill development. 

nole') -^ 5 

Over fhe course of a Sim's life, she should, wHh 
considerable effort, totally master three to five 
skills. With the help of the Thinking Cap reward 
object, she could even master all seven. 

^ > 



Toddlers have three life skills that they can learn 
with the help of an adult: 

^ Learn to Talk 
4 Learn to Walk 
4 Potty Train 


Children and teens have an additional skill of 
Learn to Study. Failure to master this skill means their 
homework throughout their school years will take 
twice as long. 



Protected by copyright. Unauthorized or uniawfui copying or downioading expressiy prohibited. 



Finally, there are three hidden skills: 

^ Dancing 
4 Yoga 
♦ Meditation 

Each hidden skill is learned by doing it and 
enables the Sim to execute progressively more diffi- 
cult moves. They don’t, with one exception, have 
much impact on the rest of the game. 


SKMI Building 

Each basic skill is broken down into lo increasingly 
difficult levels. Each level takes longer to master than 
the one before. For example, it should take a Sim one 
Sim hour to earn the first level of any skill. The loth 
level of that skill should reguire 12 hours. 

For the three toddler-only skills and Learn to 
Study, there is only one level of skill. When the meter 
is full, the skill is mastered. The rate of training, 
however, increases as the skill builds. Thus, a toddler 
just starting out builds skill slowly, but speeds up as 
he learns: the second half of the meter fills much 
faster than the first. 

The Shill Meter 

The Skill Meter 
over the Sim's head 
indicates progress 
toward the next 
level of the skill. 


Progress in each skill level is displayed in the Skill 
Meter that appears above the Sim’s head while skill 
building. This meter fills, from bottom to top, as the 
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Sim trains in the current skill level. When the meter 
reaches the top, the Sim graduates to the next level 
and begins working on the following level. The meter 
resets to empty and the process begins anew (more 
slowly with each more difficult level). 



If you slop skill building in The middle of a level, 
The Sim's progress in Thai level is preserved The 
nexf lime she refurns To build. 


SKills and Aspirations 

Skills play a prominent role in the Aspirations game. 
Sims of all Aspirations want to gain skill levels, 
though some desire it more intensely and often than 
others. The higher the skill level, the more points the 
Want will bestow. 



Skill increases appear frequently as Wants. 


Eventually, some Sims want to get to the top of 
a skill or (in the case of Knowledge Sims) maximize 
all skills. The big payoffs for these Wants reflect how 
difficult a feat that is. 

Intimately understanding the course of each 
Aspiration will guide you in how much to engage 
your Sims in skill building; for some Aspirations, it’s 
central and for others, it’s a minor pursuit. 
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Shills and careers 

As detailed in Chapter lo, Sims need skills for their 
careers. Each career requires development in three 
skills. With each level of the career, the skill require- 
ments increase. 



When choosing a career, consider how many of fhe 
career's required skills can be learned faster thanks 
to your Sim's Personality. Having at least one skill 
match the Sim's Personality substantially aids 
career advancement. 




Cooking 
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The Skills and Careers panel 
shows the required skill levels 
for the Sim's next job level. 


Career Tracks, 

Career Track 


Featured Skills, and 

Skill I (Pers.) 


Helper Personalities 

Skill 2 (Pers.) 


Skill 3 (Pers.) 


AthlEtic 

Bndy (Active) 

Mechanical (Nnne) 

Charisma (Dutgning) 

Business 

Lngic (Serinus) 

Creativity (Playful) 

Charisma (Dutgning) 

Criminal 

Bndy (Active) 

Creativity (Playful) 

Mechanical (Nane) 

Culinary 

Lngic (Serinus) 

Creativity (Playful) 

Caaking (Nnne) 

Law EnfnrcamEnt 

Lngic (Serinus) 

Bndy (Active) 

Cleaning (Neat) 

Medical 

Lngic (Serinus) 

Mechanical (Nnne) 

Cleaning (Neat) 

Military 

Bndy (Active) 

Mechanical (Nnne) 

Charisma (Dutgning) 

Pnlitics 

Lngic (Serinus) 

Creativity (Playful) 

Charisma (Dutgning) 

Science 

Lngic (Serinus) 

Caaking (Nnne) 

Cleaning (Neat) 

Slacker 

Creativity (Playful) 

Mechanical (Nnne) 

Charisma (Dutgning) 



Basic Shills 

HOW Basic SHIMS ore Learned 

Every basic skill can be learned in one or two ways: 
by interacting with objects and/or, for a few skills, by 
doing the thing for which the skill trains (“practical 
skill building”). 


Ohieci interaction 

Many objects impart skill building with certain inter- 
actions. Object skill building is the most common and 
effective method. The amount of skill building an 
interaction gives depends on the object. Learning 
Cooking by watching the Yummy Channel, for 
example, gives slower skill building than Studying 
Cooking with a bookshelf. 
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Objects with a skill 
building interactions 
are the primary 
source of skill 
acquisition. 


Some special objects, earned by progressing 
through a specific career track, offer somewhat accel- 
erated skill building speeds. See “Career Reward 
Objects,” below. 

Practical shim Building 

Three skills offer skill building while performing the 
skill itself: Cooking, Mechanical, and Cleaning. 
Whenever a Sim cooks a meal, fixes an object, or 
cleans a mess, she’s increasing her acumen in the 
skill. This increase is marked by the Skill Meter over 
the Sim’s head. 



Cleaning begets 
cleaning. The 
more Sims clean, 
the better they 
are at it. 


Practical skill training is egual in speed to object- 
based training, but the activities themselves don’t last 
indefinitely. A Sim can sit and study for as long as his 
Needs and Mood allow but cleaning the toilet or 
cooking a meal lasts only a short time, after which 
skill building is over. 
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In two primary ways, however, practical skill 
building is preferable to object-based: 

^ Efficiency: Sims have to either clean or repair 
things themselves or pay someone to do these 
things for them. Learning a skill practically means 
they’re getting the job done and improving a 
skill at the same time, without having to expend 
money. On the flip side, they’re expending some- 
thing more valuable than money: time. This is, 
therefore, only an advantage if you intended the 
Sim to learn these skills anyway. 

4 Always Available: As described below, Sims 
can’t skill build with objects if Mood or certain 
Needs are too low. They can still get skill from 
cooking and cleaning (but not repairing) no 
matter what their Mood or Needs. On the other 
hand, there isn’t always something to clean or 
someone to feed. 

As noted below (See “Skills and Personality”), 
another major difference between practical and 
object-based skill building arises when a Sloppy 
Sim gains practical Cleaning skill. The lower the 
Neat/Sloppy score, the more slowly she learns 
Cleaning. This can be as low as one-third the rate 
that a Neat/Sloppy lo Sim would. 



Kids in privafe school wHh good grades gef skill 
points as rewards (instead of money). 


^ 

Speeding Shill Building 

Three things accelerate skill building: 

^ Personality traits 
4 Using career reward objects 
4 Teaching by older Sims 
4 Thinking Cap Aspiration reward object 
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SKiiis and Personality 

Many basic skills are learned (whether using an 
object or learning by doing) more easily by Sims of 
a certain Personality trait. The more extreme the Sim 
is in the trait, the faster he learns the aligned skill. 

The skill/Personality alliances are: 

^ Cooking: None 
4 Mechanical: None 
4 Charisma: Outgoing 
4 Body: Active 
4 Logic: Serious 
4 Creativity: Playful 
4 Cleaning: Neat 

A Sim with an extreme Personality trait (e.g. lo 
points in Active) trains at double the normal speed. 

In each case, skill speed increases with every 
point toward the aligned skill. Thus, a Sim with 
Outgoing/Shy of 0-5 would take a game hour to 
get her first level of Charisma skill and one with 
Outgoing/Shy 10 would take only 30 game minutes. 

A Sim with 7 Outgoing/Shy would not gain full speed 
but would still do better than a neutral or Shy Sim: 
about 48 minutes. 

There is one exception to this system: Sloppy 
Sims and practical Cleaning skill. In most cases, a Sim 
of the opposite Personality extreme trains at the same 
normal rate as a neutral Sim (5 points). In the case 
of practical Cleaning skill only, a Sloppy Sim (Neat/ 
Sloppy 0-4), the fewer points in Neat/Sloppy, the 
more slowly he’ll learn to clean. To gain the first level 
of Cleaning skill, for example, an extremely Sloppy 
Sim (Neat/Sloppy 0) would take about 90 minutes. 

career Reward Ohiecis 

Each career track has a unigue career reward object 
that is granted once a Sim in that track reaches some 
specified level. These objects offer skill building in 
one skill at a somewhat faster speed than Buy mode 
skill objects. 


A single Sitn on a 
career reward object 
builds skill faster 
than a normal Buy 
mode skill object. 


Teaching 

With the help of special career reward objects, any 
Sim with points in a skill can teach a Sim with fewer 
points in that same skill. 

l/l/hen an older Sim 
teaches a younger 
Sim via a career 
reward object, 
the younger 
Sim gets faster 
skill building. 


^ npie ; 

The more-experienced Sim can offer lessons to 
someone, or the less-experienced Sim can ask for 
lessons. Acceptance is based on Mood. 


Lessons double the learning Sim’s rate of skill 
building above accelerations for Personality trait and 
the Thinking Cap. All increases to skill development 
speed are, therefore, cumulative. 

Thlnhlng cap 

The Thinking Cap is an Aspiration reward object (see 
Chapter 8) that doubles the speed of skill building. _ 

& 
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This boost is on top of any increase from both 
lessons and Personality. Thus a Sim with lo in the 
aligned Personality trait being taught by a Sim who’s 
maxed out the skill and wearing the Thinking Cap will 
learn at a dizzying speed. 



The Thinking Cap 
reward object 
further increases 
skill building. 


Both teacher and pupil in a teaching interaction 
can wear the Thinking Cap to fully boost the skill 
building effect. When teaching a toddler to walk, talk, 
and use the potty, or when teaching a child to study, 
the process is sped by the teacher (only) wearing the 
Thinking Cap. 

vJMl) ' 

For toddler teaching, having the adult in the 
Thinking Cap and the toddler drinking Smart Milk 
(see below and Chapter 8) dramatically shortens 
the time required. 


The Thinking Cap is a limited time object and 
should be used only by Sims with high to very high 
Aspiration scores. Use by low Aspiration Sims causes 
failure of the Thinking Cap and loss of a skill point. 

Shill Kichout 

Sims may build skills only when they’re in a good Mood 
and their core bodily Needs are reasonably satisfied. 
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Situs will leave or 
refuse to use a skill 
object if their Mood 
or certain core 
Needs are too low. 


If Mood drops below zero, regardless of 
individual Need levels, a Sim will refuse to do 
object-based skill building and will immediately 
cease skill building if already engaged with a skill 
building object. 

Even if Mood is above zero, five individual 
core Needs can, by themselves, forestall or end 
skill building: 

^ Energy 
4 Hunger 
4 Bladder 
4 Eun 

4 Comfort (if Sim isn’t sitting to work on skill) 

Other than these, no other Need automatically 
bumps a Sim out of skill building. If the other Needs 
are low enough, however, they quickly reduce Mood 
to negative. 

It’s important to note that practical skill building 
in Cooking and Cleaning (but not Mechanical) is not 
affected by Motive or Need level. A Sim gains skill 
building from practical avenues even if Mood is rock 
bottom and Needs are dwindling. It may not be the 
best choice of actions when Bladder is about to 
bottom out, but Sims will clean and learn Cleaning 
skill if you tell them to. 

Shill Loss 

Skill levels can be lost in several, mostly random, ways. 

Throughout life, Sims receive random “chance 
cards” that present the Sim with a choice. Many 
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penalize an incorrect answer with a reduction in a 
skill level. See “Chance Cards” in Chapter lo. To 
avoid skill loss this way, simply press the “Ignore” 
button; you won’t get the potential pay off but you 
also avoid the possible penalties. 

Using a Thinking 
Cap with low 
Aspiration score 
usually results in 
lost skill points. 


Sims can also lose skill points through unwise use 
of reward objects (see “Reward Objects,” Chapter 8). 
When many of these objects fail, they cause several 
mishaps, including a reduction in skill levels. These 
effects are random but are nearly guaranteed to 
happen if the Sim uses the reward object when his 
Aspiration score is too low. To avoid skill loss in this 
way, use Aspiration reward objects only when 
Aspiration score is Gold level or higher. 

Electrocution, along with the possibility of death, 
carries a reduction in a random skill. To avoid this 
reduction, don’t repair electronic objects unless the 
Sim has very high Mechanical skill. 

Finally, a Sim can have skill point “sucked” out of 
her if another Sim uses the SimVac Aspiration Reward 
Object on her. Because this object can only be user 
directed (not autonomous), this will never happen 
unless you command it. 

Basic Shills and Toddlers 

Toddlers can use only certain objects to build 
skills. Thus, they can only develop Charisma, Logic, 
and Creativity. 




Some toys act 
as skill objects 
for toddlers. 


Shills Detailed 


cooHing SKiii 

4 Personality Acceleration: None 

♦ Careers Used In: Science, Culinary 

♦ Objects: Bookshelves (Study...), TV (watching 
Yummy Channel), Rip Co. Little Baker Oven (chil- 
dren only), Schokolade 890 Chocolate 
Manufacturing Facility (Culinary reward) 

4 Interactions: Cooking 



Cooking skill is 
learned on the 
bookshelf or 
while cooking. 


Cooking influences how guickly a Sim can cook and 
how nourishing (in terms of Hunger satisfaction) the 
meals he creates will be. It also determines the odds 
of a Sim starting a cooking fire (the lower the skill, 
the greater the chances). 
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A Sim wHh no Cooking skill using any cooking 
appliance o+her than a microwave often s+ar+s a fire 
when she fries fo cook. Be sure fo have a smoke 
alarm somewhere in fhe same room as fhe sfove. 



IVatching the Yummy 
Channel on TV 
imparts Cooking 
skill too. 


chances of ruining decline to lo percent. Finally, 
at level 8, the most satisfying way to make salmon 
is unlocked and the Sim ruins it only 5 percent 
of the time. 



No cook, no matter how skilled, will master a food 
100 percent of the time. Even the most accom- 
plished chef screws up a meal he's mastered five 
percent of the time. In the case of lobster ther- 
midor (introduced at Level 10), the chances of 
ruining are always 20 percent because there are 
no subsequent Cooking levels for the Sim to 
master. It's just a risky dish, but very satisfying. 

) 

High Cooking skill Sims’ better food gets reactions 
from other Sims nearby. If they’re close enough to 
smell the culinary creations, they react very positively. 
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Cooking skill is reflected in food quality in two 
ways. First, increasingly satisfying foods are 
available once a Sim reaches a certain level of 
skill (see Chapter 7). Second, after a food 
is unlocked, the Sim learns a new, more 
difficult, and more satisfying way to 
cook it with each of the next two skill 
levels. Once a new food is intro- 
duced, the Sim’s chances of 
ruining the meal decline with 
each of the next two skill levels. 

For example, salmon is 
unlocked at Level 6. At this level, 
the Sim can prepare it only with 
the most basic technique and 
the chance of ruining it is 20 
percent. With level 7, the next, 
more satisfying technique is 
unlocked (the same food 
carries more Hunger satis- 
faction than at level 6) and 


If you're attempfing fo gef a young 
Sim info privafe school, one of fhe 
requiremenfs is fo cook a nice meal 
for fhe school's headmasfer. To score 
well on fhe dinner, fhe meal musf be cooked 
by a Sim wifh af leasf Cooking skill level 5. 

Mechanical 

^ Personality Acceleration: None 
^ Careers Used In: Criminal, Military, Athletic, Slacker 
^ Objects: All bookshelves (Study...), piano (Tune), 
TraumaTime “Incision Precision” Surgical Training 
Station (Medical reward) 

^ Practical: Repair any broken object 
Mechanical skill dramatically speeds the time required 
to repair broken objects and decreases the chance of 
electrocution when repairing electronic objects. 





Mechanical skill also factors into Sims’ acumen at 
pinball (along with Bodg) and darts. 

Charisma 

♦ Personality Acceleration: Outgoing 
4 Careers Used In: Business, Military, Politics, 
Athletic, Slacker 

4 Objects: All mirrors (Practice Speech, Practice 
Romance), Execuputter (Business reward). 
Enterprise Office Concepts Bushmaster Tele- 
Prompter (Politics reward). Rip Co. Wobbly 
Wabbit Head (toddler only) 


Mechanical skill is 
learned from fixing 
things, but don't 
let him work on 
electronics until 
he has high skill. 


IlDle")- 


When repairing an object, the Repair Meter (which 
looks very similar) covers the Skill Meter. The 
meter you see, therefore, is not reflecting progres- 
sion to a new skill but rather the progress of the 
repair itself. 



4 Practical: N/A 

Charisma is primarily useful for careers that 
reguire it and is learned by practicing speeches or 
romance into any mirror. Children learn Charisma 
only by using one of the Charisma-granting career 
reward objects. 

Toddlers can build Charisma only via the Rip Co. 
Wobbly Wabbit Head toy. 


For details on object breakage and repair, see 
Chapter 15. 

— > 


Mechanical can be learned using the Study inter- 
action on any bookshelf or by repairing any broken 
object. When the Sim is low in Mechanical skill, 
repairs take a very long time and the Sim gives up 
freguently (reguiring you to reactive the interaction). 
On the upside, he’s learning Mechanical skill the 
entire time. 

If a house includes a stay-at-home Sim and a 
fortune Aspiration Sim at work, learning Mechanical 
is very valuable because it preserves money other- 
wise spent on Repairmen for the fortune Sim’s 
constant acguisitional Wants. 



nfl’le 




j 


3 


Children can'f die of elecfrocufion. 



Charisma is 
mostly learned 
from mirrors. 



Charisma is because it plays a role in a few 
social interactions. The higher a Sim’s Charisma, the 
more likely other Sims will laugh at their Jokes and 
dirty Jokes. 


Body 

4 Personality Acceleration: Active 
4 Careers Used In: Athletic, Military, Criminal, 
Law Enforcement 
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♦ Objects: Exerto 5000 Multipress Exercise Machine, 
Exerto Punching Bag (Athletic reward), Exerto 
Selfflog Obstacle Course (Military reward), work 
out (any TV or stereo), swimming pool 

♦ Practical: Yoga 


Si 


Body skill comes 
from several 
exercise devices. 


Body is one of the most important skills because it 
impacts so many little things (too many to list here). 
It’s most prominently important as a career skill, but 
there’s more. 




It also comes from swimming and doing yoga. 

To name a few. Body skill affects which Sim wins 
in a fight, how hard she hits in Punch U Punch Me 
games, how well she dives off a diving board or 
plays pinball (along with Mechanical skill), whether 
she’ll break an alarm clock by smashing it. 

Build body skill by using exercise eguipment, 
swimming in a swimming pool, or working out to the 
TV or any stereo. Children only gain it from swim- 
ming or using obstacle course and punching bag 
career rewards. 
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Building Body skill also helps maintain Rtness level 
(see "Rtness," Chapter 5). 

Body skill is also built by doing yoga. Yoga is 
a self interaction that appears (somewhat circularly) 
only once a Sim has developed Body to Level 3. 
Thereafter, Do Yoga becomes available on that Sim 
as a self-interaction. 




Yoga is also a hidden skill (see below) so a Sim 
doing it is actually building both Yoga and Body 
skill simultaneously. The meter you see above the 
Sim's head, however, reflects only the progress of 
Body skill. 

. J 

Logic 

4 Personality Acceleration: Serious 
4 Careers Used In: Business, Law Enforcement, 
Medical, Politics, Science, Culinary 
4 Objects: Astrowonder Telescope (Stargaze, night 
only), Earstar 03 Telescope (Stargaze, night only). 
Grand Parlour Chess Table (Practice or Play), King 
for a Day Outdoor Chess Table (Practice), Magical 
Mystery’s “Shape, Rattle & Roll” (toddler only). 
Prints Charming fingerprinting Scanner (Law 
Enforcement reward), Simsanto Inc 
Biotech Station (Science reward) 

4 Practical: N/A 
Logic is important primarily as a 
career skill. 

Logic is developed using several 
objects. Both telescopes give 
Logic. Chess is an excellent way 
to simultaneously have Pun and 
build Logic; Sims get Social too 
if they play against another person 
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Learn logic from 
looking through 
telescopes. 


nole 


Low Logic Sims using the Simsanto Inc. Biotech 
Station have an increased chance of contracting 
a virus from it. 

) 


Another source of 
Logic, the chess 
board, also gives 
Fun and (if playing 
against another 
Sitn) Social. 


Toddlers can build Logic too, via the Magical 
Mystery’s “Shape, Rattle & Roll” peg box toy. 

Sims who’ve achieved Logic level 3 can perform 
a rather handy self-interaction: Meditation. While 
meditating, they can freeze their Needs and Mood 
indefinitely. 

creaiiuiiy 

4 Personality Acceleration: Playful 
4 Careers Used In: Business, Criminal, Politics, 
Slacker, Culinary 

4 Objects: Moneywell Computer (Write Novel), Little 
Sister WD15 (Write Novel), Chimeway & Daughters 
Saloon Piano (Play), Independent Expressions 



Inc. Easel (Practice Painting), Rip Co. Xylophone 
(toddlers only), SensoTwitch Lie Einder (Criminal 
reward), AguaGreen Hydroponic Garden 
(Slacker reward) 

4 Practical: N/A 


Painting and 
playing music 
impart Creativity. 


Greativity is important in several careers but it 
has other applications as well, some of them finan- 
cially beneficial. 

Painting on an easel teaches Greativity, but you 
can sell the paintings the Sim produces either directly 
(by clicking on the painting) or returned in Buy 
mode. The greater the Sim’s Greativity, the higher 
the painting’s sale price. 



You can also hang 8im-made painfings on fhe wall. 
Painfings creafed by high Creafivify Sims (4-10) 
appreciafe in value. Hang onfo fhem long enough 
and fheir sale price will increase significanfly. 




Toiling away at 
the computer gives 
you a sellable 
novel and steady 
increases in 
Creativity. 
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Sims can also write novels on their computer; 
the greater the Sim’s Creativity, the better the novel. 
When the book is finished, the Sim is offered a sale 
price based on her Creativity. 

A Sim’s performance of music is also affected by 
his Creativity. Low Creativity Sims just bang away 
on the piano while high Creativity Sims play lovely 
music. Nearby Sims react to music’s guality. 

Toddlers can also build Creativity with the Rip 
Co. Xylophone. The more skill they have, the better 
they play. 

Cleaning 

4 Personality Acceleration; Neat 
4 Careers Used In; Law Enforcement, Medical, Science 
^ Objects; All bookshelves (Study...) 

♦ Practical; Cleaning any object 

Cleaning is a very important skill for Sims in careers 

that call for it and those who don’t want to hire a Maid. 


Very highly trained 
Cleaning Sims 
"ultra-clean" every- 
thing. You can tell 
by the bubbles. 



The better a Sim is at cleaning, the 
faster she’ll perform cleaning tasks. 
Faster cleaning means more free time 
for other things. 1 



' ' 

High Cleaning skill doesn't make a Sloppy Sim clean 
more often, it Just makes him clean faster. If you 
want a Sloppy Sim with high Cleaning skill to tidy 
up after himself, you must direct him to the messes. 

When a Sim is very good at Cleaning (level g 
or 10 Neatness) she cleans things “ultra-clean.” 
Ultra-cleaned objects are actually cleaned beyond 
100 percent clean, meaning they take somewhat 
longer to get dirty again. Sparkling bubbles come 
from a high Cleaning skill Sim when she’s ultra- 
cleaning something. This is very handy when the 
high Cleaning Sim lives with a very Sloppy Sim who 
makes things dirty faster. 

i nple ) > 

Not surprisingly. Neat Sims are the best candidates 
for Cleaning skill because they clean autonomously 
and learn the skill faster. 


Special Toddler SKills 

Toddlers can get an early start on three of the 
basic skills with the help of some toddler-only 
educational toys: 

^ Creativity: Rip Co. Xylophone 
4 Charisma; Rip Co. Wobbly Wabbit Head 
4 Logic; Magical Mystery’s “Shape, Rattle & Roll” 
Training in these skills increases the chances that 
the toddler will top out skills as an adult or elder. 

More important for toddlers’ immediate 
Wants/Fears are three special toddler skills: 

^ Learn to Talk 
4 Learn to Walk 
4 Potty Train 
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Each of these special skills is taught when a teen, 
adult, or elder interacts with the toddler (or the pottg 
chair) and chooses the appropriate interaction. 
Toddlers can’t initiate the training of these skills. 



Learn to Talk and Learn to Walk take time and don't require 
any object. Queue up several repetitions of the interaction 
and continue until toddler or teacher can't go on. 


■ vMl) 

Learn to Walk and Learn to Talk don't require any 
special objects, but Potty Train requires the potty 
chair object. 


Toddler skills are important because they repre- 
sent every toddler’s highest scoring Wants. Failing 
to achieve these skills guarantees the toddler a low 
Aspiration score and a Fear of Growing Up. This gives 
him a decided disadvantage when he becomes a child. 

■ ^ riDle> 5 

These skills are not required for the toddler to 
become a child and the child version of the Sim will 
be in no way, other than low Aspiration, crippled 
by not having learned to do them while a toddler. 

) 

The challenge, therefore, is to accomplish all 
three goals during the very limited time that the Sim 
is a toddler. 



Potty Train with the 
help of the potty 
chair object. 


The chances of success are dramatically increased 
if the child is fed “Smart Milk” from a special Aspira- 
tion reward object (Pasteur’s HomoGenius Smart 
Milk). This doubles the rate at which the toddler 
learns the special toddler skills. 



If the teen, adult, or elder teaching a toddler to 
walk, talk, or use the potty wears a Thinking Cap 
reward object, it further speeds the toddler's skill 
acquisition. 



- 







„T- 




Smart Milk is 
essential if you 
Want a toddler to 
get all three toddler 
skills and build 
some points in the 
standard skills. 


Be careful with Smart Milk, however, because 
it can fail if the teen, adult, or elder preparing the 
milk uses it when her Aspiration score is low. Failure 
creates red bottles that make the toddler throw up 
and lose a random skill point. If the grown-up pulls 
out a red bottle, cancel the interaction before 
the bad milk is given to the toddler. 
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Don't drink the 
red Smart Milk! 



The toddler's Aspiration score has no bearing on 
whether Smart Milk will work or not. 


There are several benefits to having a toddler 
trained in talking, walking, and using the potty: 

^ Aspiration score: The toddler’s Aspiration score 
will be sky high with the successful learning of the 
toddler skills. If the toddler is taught by a Family 
Sim, his Aspiration score will be lofty too, because 
teaching a toddler to talk, walk, and use the potty 
are major Wants. 

^ No more diapers: Once a toddler is potty trained, 
teens, adults, and elders won’t have to change 
diapers. The toddler will autonomously use the 
potty chair object. 

♦ Talking toddler: Once a toddler learns to talk, she 
gets a Want to be talked to. This provides further 
Aspiration scoring opportunities. 

Learn to studu 

Once a Sim becomes a child, he can Learn to Study. 
This skill allows him to complete his homework much 
faster, leaving him time for other pursuits, and aids in 
improving his grades. 
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Learn +o Siudy can be done by children or Teens 
buT may only be completed once. After That, They 
have all The skill They need To do Their homework. 

1 

To Learn to Study, either the child/teen or a teen, 
adult, or elder who has learned how to study can 
select any homework object and either ask for or 
offer help. If accepted, the pair convenes and works 
through the homework until the homework is complete. 

The progress bar 
in Learn to Study 
refers to the 
completion of the 
homework. Progress 
on Learn to Study 
is invisible but it 
takes one full home- 
work assignment. 


Learning to study takes one full homework assign- 
ment with help. If the teaching Sim began helping 
with partially complete homework, it’ll take part of 
another homework assignment to finish, get the 
MemoryAA/ant fulfillment, and learn the skill. 

nole 3 

The Skill MeTer over The child/Teen's head indicaTes 
progress wiTh The homework iTem iTself, noT in The 
Learn To STudy process. 

Once the student has learned to study, she can 
independently complete her homework much faster. 

Hidden SKiiis 

Three hidden skills can be their own reward: 

^ Dancing 4 Yoga ^ Meditation 




Protected by copyright. Unauthorized or uniawfui copying or downioading expressiy prohibited. 



Dancing 



The more Sims 
dance, the better 
they dance, but they 
only improve by 
dancing TOGETHER. 


Dancing skill is earned invisiblg whenever a Sim dances 
with another Sim (solo dancing doesn’t count). As theg 
dance, Sims are earning Dancing points that enable them 
to pull off increasingly impressive steps and moves. 

The more a Sim dances with other Sims, the 
better his dancing will be. There is no Skill Meter for 
dancing, so you only know a Sim is improving by 
watching him strut his stuff. 

Yoga 

Sims with Body skill of three or higher gain the self- 
interaction “Do Yoga.” This skill builds Body skill (a la 
Work Out) but also builds Yoga skill. 

Increased Yoga skill allows a Sim to perform 
progressively more difficult positions. 


Yoga is a totally 
self-sufficient (no 
object required) 
Way to build Body, 
increase Fitness, 
and learn cooler 
yoga poses. 


Meditation 

Sims with Logic skill of three or higher gain the self- 
interaction “Meditate.” 



The longer a Sim meditates, the more Meditation 
points she amasses. After several collective hours 
of meditation, the Sim gains a new ability: floating 
while meditating. 



Meditation is a 
powerful Weapon, 
allowing Sims to 
freeze tbeir motives 
indefinitely. And, 
again, it looks 
pretty cool. 



The two changes in Meditation ability are signaled 
by flashes of purple light from the Sim's body. 

That must be what inner peace looks like. 

) 

After several more hours, the Sim can tele-port 
around the lot while meditating (click on a location 
and select Teleport Here). 

There is more to meditation, however, than just 
cool tricks; it’s actually a strategically fabulous tool. 
While meditating, a Sim’s Needs and Mood freeze 
indefinitely. 

This is very handy when a Sim needs to be in a 
good Mood for an event that won’t occur for a while. 
For example, a Sim who goes to work at 9 and leaves 
plenty of time to build up all his Needs can walk to 
the curb and meditate to freeze his good Mood until 
the carpool arrives. When the car pulls up, he can 
stop meditating and go to work in a great mood that 
should increase his Job performance. 

Teleportation’s useful because it’s faster than 
walking and can be done while Mood is still frozen. 
Thus, the work-bound Sim can Meditate in his house, 
teleport to the curb, and go to work without losing 
any of his good Mood on the way. 
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Chapter 10 


Career 



ill iilNl 

So, what do you do? It’s the classic question that just 
goes to show that evergone’s character is, fairlg or 
not, defined by how he or she earns a living. It’s no 
different for Sims: their career choice is a huge deci- 
sion and one that impacts their lives in myriad ways. 

riDle 


In the broadened universe of 
The 8IM8 2, fhe available choices 
of occupafion are profoundly 
expanded — nol in ferms of fhe 
number of careers (fhough i 
There are plenty of ihem), but m 
in terms of the options life m 
presents them beyond the 
traditional career tracks. 

The advent of Aspirations 
gives Sims (except Fortune 
Sims who are completely ^ 
committed to career) some- jB 
thing beyond the next ^i 

promotion to strive for. ^ 

This chapter introduces you to , 
the working world of The Sims 2, A 
explains how it functions, and 
lays out all the occupational 
choices for adults, teens, 
and elders. We’ll also 
discuss the ins-and-outs of 
primary, secondary, and 
private education. 
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The largest chunk of a Sim’s life takes place during a 
Sims’ “earning years”: teen through elder. To say that 
career isn’t a major consideration during these ages 
is to deny the character and life-style defining power 
of work. Learning to play the career game is 
absolutely essential if Sims are to have a reasonably 
efficient and successful life. 

That is not to say that every Sim must have a 
career; not so. The stay-at-home life is richer and 
more rewarding than ever, thanks to Aspirations, and 
a few money-earning ventures allow creative Sims to 
eke out the life of a starving artist. 

Generally, however, it’s an undeniable truth that 
every house must have at least one high-level bread- 
winner. Without a regular and substantial income; 

^ Bills won’t get paid 

^ The refrigerator will be empty 
^ Environment score will be hopelessly mediocre 
^ Hired help or trips to Community Lots will be 
unaffordable 

As such, have a look at the mechanics of the 
working life. 


Getting a Joh 


Sims find job listings in two sources: the news- 
paper and the computer. 



F 


L 





Each day, the newspaper is delivered to the Sims’ 
front walk. Select “Find Job” and you’re presented 
with three job openings. The computer offers more 
variety, serving up five Job openings a day. 

When a Sim with few skills or friends enters a 
new career track, he starts at level i (unless he’s 
a teen and in private school in which case he begins 
at level 2 of a teen career). If, however, the Sim has 
developed skills and friends, the Jobs offered on the 
computer only will be higher: 

^ If the Sim’s skills and number of friends gualify 
her for a position up to level 6, she’ll be offered 
a Job two levels below the one for which she’s 
gualified. For example, if the Sim is gualified 
for a level 6 job, the Job listing will be for 
level 4 in that career. 

^ If the Sim is gualified for a level 7 or higher Job, 
she’ll always be offered the level 6 Job. 

If a Sim’s been fired from a track, he can get back 
into the career track based on this system too. Sims 
fired at level 5 and still gualified for the Job would 
reenter at level 3. If performance is good, he’ll 
guickly regain his former position. 

» n - "■ 

All Jobs in fhe newspaper are always 
level 1 posHions. 



The newspaper 
offers only three 
jobs and always 
at level 1. 


When teens become adults, they automatically 
switch to the adult version of the same career track. 
Where they begin depends on their level in the 
teen career: 

^ Teen No Job: Adult Level 1 
^ Teen Level 1: Adult Level 1 
^ Teen Level 2: Adult Level 1 
^ Teen Level 3: Adult Level 2 

Career structure 

The career structure features two kinds of careers: 
adult careers and teen/elder careers. They differ, but 
both kinds have basic features that define how and 
when the Job is done and what impact it will have on 
a Sim’s life. 

SHiii Reauirements 

Every career features three skills that must be devel- 
oped in order to climb the ladder. 

Build the 
right three 
skills to advance 
in careers. 


With every Job level, the skill reguirements may 
increase, reguiring the Sim to meet all the skill 
thresholds before even being eligible for promotion. 
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If, in losing a skill poinf, a Sim falls below fhe skill 
requiremenfs for a job, she won'f be demofed. All 
ihaf maffers is whaf skills fhe Sim had on fhe day 
she was promofed. Of course, she won'f be eligible 
for promofion fo fhe NEXT Job unfil she earns back 
fhe losf poinf(s) and fackles any required by fhe 
higher level. 


Friends Reauiremeni 


Many Jobs require, as a condition for promotion, that 
a Sim have a certain number of family friends. What 
this means, though, isn’t as clear as it seems. 


BDlB 


The friend counf on fhe Skills and Career panel is 
displayed a bif differenfly fhan in fhe original THE 
Sims, if now shows fhe currenf number of family 
friends, fhen fhe number NEEDED for promofion. If 
you already have enough friends for fhe promo- 
fion, fhis number shows as "0." 




Record Store Oefk 


UJ 1 10 Am to S pm 




Cool!lr>q } 1. i.fM .. .i 
Mechooicd .\Oj.i 
Charisma ! ' i . .f 
Bcd>- * I ; t i * 

creativity: jj) 
CMtilna 


Friends for job promotion purposes are shown in the Skills 
and Career panel. The top number is how many friends 
the household has and the bottom is how many this Sim 
needs for promotion. 
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For promotion purposes, a “friend” is any non- 
household Friend (Daily 50) or Best Friend (Lifetime 
50) of any member of the Sim’s household. Thus, in 
a two Sim family in which both Sims are best friends 
to each other: 

^ Sim A has 3 friends, including Sim B 
^ Sim B has 2 friends, including Sim A 

For Sim’s B’s promotion eligibility, he has three 
friends: his own non-household friend and Sim A’s 
two non-household friends. 


IHJlB 


If a Sim is friends with a blood relative who does 
not live in fhe household, that relative counts as a 
friend for Job purposes. They are members of fhe 
Sim's "family" (as in "blood relation") but not part 
of fhe Sim's "family" (as in "a Sim who lives on 
fhe same lot"). 
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Thus, it’s a very powerful strategy 
to have a stay-at-home Sim do most 
of the friend-making work for the 
working Sim. This frees the working 
Sim to develop her skills and 
keep her Needs high when she 
goes to work. 


As with skill requiremenfs, 
falling below fhe friend 
requirement for a Sim's 
currenf job won'f result in 
demotion, but further promo- 
fion will he impossible unfil 
fhe friend counf is up fo fhe 
next Job's demands. 
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If a Sim is ofherwise eligible for promofion buf is 
a friend shorf, here are a couple of fricks: 


1. If Daily Relafionship score is jusf a few points 
shy with a Sim, leave some time to talk to her 
on the phone before work. If the friend's rela- 
fionship is with a non-working Sim, have fhaf 
Sim hold the conversation while the working Sim 
is getting ready for work. 

2. If the relationship needs more than a few points 
work, more drastic measures are required. 

Save and exit the lot about an hour before the 
carpool arrives. Next, load the lot of a family 
friend with whom someone in the first lot is 
reasonably close to Daily Relationship 50, and 
have that Sim invite over the Sim from the first 
lot. Interact until friend status is achieved (with 
some cushion to allow for decay), save and exit 
the lot, and return to the original lot. You'll find 
the lot just as you left it, except the family 
friend count is one higher. 

3. If more than one friend is needed, call a taxi 
well before it's time to go to work and go to 

a Community Lot. Spend as much time as you 
can there, making as many friends as possible 
and return to the lot. The Sim arrives home 
only a bit later than he left (time works 
strangely in the Sims' world) with their friend 
count suitably adjusted. 


Hours 

Jobs vary in their hours (both the start and quitting 
times and number of hours per shift), though 
teen/elder Jobs never begin before 3 p.m. 



Use the time 
between the 
carpool's arrival 
and Work start 
time for skill 
building, iVant 
satisfaction, or 
Need cushioning. 
The vehicle Waits 
until the top 
of the hour. 


Ki 



Carpools arrive one hour before the job's start 
time and wait (honking annoyingly) until the exact 
start time. 


Sims return home 10 minutes after quitting time. 


Generally, higher-level jobs require fewer hours 
than lower level jobs. 

worKdays Per uueeH/Days on 

No job requires more than five days per week, but 
many (especially top-tier jobs) demand less. More 
days off means more time for skill building and Want 
satisfaction. 


Dally saiary/weeHiy Aueraoe 

With each higher job level, daily salary increases. For 
jobs with fewer than five shifts per week, it’s helpful 
to compare the weekly average rather than the daily. 

Heeds Effects 

Sims’ Needs don’t stand still while they’re at work. 
When Sims return home, their Need levels at their 
departure time are adjusted by fixed amounts. 
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If a Sim's Energy or Bladder is near failure when 
he leaves for work, H's possible fhaf the af-work 
Need adjus+menf will cause him +o go info Need 
failure upon his refurn. Send him fo work foo fired 
and he'll come home and pass ouf on fhe sidewalk. 


Every job decreases Energy of course (none, 
sadly, permit napping on the Job); more physical 
Jobs decrease Energy more. 

Not all Needs are, however, diminished at work. 
Some jobs increase Eun and particularly cushy ones 
increase Comfort. All Jobs, except the most solitary 
(e.g.. Security Guard or Dishwasher), increase Social. 

Paid Time on 

Eor every shift worked of every Job at every level, 
Sims earn paid vacation time (0.15 days per shift). 
When enough vacation time is accumulated (about 
seven shifts), Sims earn a paid day off (shown in the 
Skills and Career panel). 

Paid time off means the Sim can skip the carpool 
and, without calling in sick, be paid her usual daily 
salary, and receive no decrease in Job performance. 

Maternity/Paternity Leave 

When a Sim (female or alien-impregnated male) is 
pregnant he or she receives extra time off from work. 

The second and third day of pregnancy simply 
become days off; the carpool doesn’t come but the 
Sim is paid for the day. 

After the child is born, leave works just like 
regular paid time off. The carpool does come 
but Sims may ignore it and get paid for the day. 
There’s no reguirement that they actually take all or 
any of the days; they can instead save the time for 
later as long as someone’s at home to take care of 
the newborn. 
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Promotion 

Each day a Sim goes to work, there’s a random chance 
he’ll be promoted to the next level, but whether a 
promotion’s available and the Sims odds of getting 
it depend on several factors. 



If you have The skills and friends required, a Sim 
can be promofed on The first day on the Job if 
Mood is high. First day promotion is guaranteed 
if Mood is very high. 

SKiiis and Friends 

As described above, to be eligible for promotion, 
a Sim must meet the next level’s skill and friends 
requirements. If she lacks these, there is no chance 
of promotion. 



In the Skills and Career panel, needed skill levels 
are highlighted by a blue glow on the indicator for 
the level. Friends are shown by the second of the 
two friend numbers (the first is the number of 
friends you have), showing how many you need 
to be eligible for promotion (e.g. "-I- 2 "). 


Jnh Perfnrmance 



Find the Job Performance indicator in the Skills 
and Career panel. The halfway point is considered 
zero and the line of demarcation between "good" 
performance and "bad." Job performance ranges 
from -100 to 100. 
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The vertical Job Performance meter shows the current state 
of a Sim's performance. Below the halfway mark, performance 
is negative. 


The other variable in promotion is job performance. 
The higher it is, the greater the odds of promotion. 
High Job performance isn’t a guarantee of promotion, 
but it tilts the odds in the Sim’s favor. 


umO- 


Presuming a Sim has the skill and friend require- 
ments for promotion, going to work three days in 
a row with high Mood guarantees promotion. 


Job performance is a cumulative measure of 
two things: 

^ Sims’ Mood when they leave for work 
^ Attendance 

A Sim’s Mood each day either adds or detracts 
from Job performance. The higher his Mood when he 
gets in the car, the more his Job performance will rise. 



Specifically, Job performance changes by one-half 
the Sim's Mood when she departs for work. For 
example, if Job performance is +40 and the Sim 
goes to work with Mood +80, Job performance 
will rise 40 points to +80. If, on the other hand. 
Mood is -10, Job performance will drop to +35. 

None of these numbers are visible in the game, 
but you can Judge their proportions by looking at 
the Job Performance indicator and Mood meter. 


Job performance only increases when the Sim 
goes to work; taking a paid day off or calling in sick 
leaves the rating unchanged. 


Promotion Bonus 


On the happy day when a Sim rises to a new Job 
level, she receives her daily salary for the old Job 
plus a promotion bonus of twice the daily salary of 
the new Job level. 



It is possible to get promoted without possessing 
the skill and friend requirements or even having 
good Job performance. Some chance cards have 
as their reward a one-level promotion. 


Demotion 


There are two ways to get demoted in a Job: 
^ Poor Job performance 
^ Chance cards 


Poor Joh Perlormance 


If Job performance drops too 
low, the Sim gets demoted 
to the next lowest level. If, 
however, on his first day 
back, the Sim has all require- 
ments and goes to work in 
a very good Mood, he’s 
, guaranteed promotion to 
I the previous level. 



— I I 1 
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Chance cards 

Some chance cards have as their penalty the loss of a 
job level. This is unfortunate but sometimes life, even 
Sim life, isn’t fair. 



Chance cards 
present an oppor- 
tunity to gamble 
on your Sim's 
career. There's no 
right answer, but 
the question can 
be simply ignored. 


Getting Fired 

If job performance drops to -loo or she misses two 
days in a row without calling in sick, she’ll be fired. 

Teens who have low grades (D+ or lower) will 
also be fired from their Jobs. 

Galling in sich 

A Sim can call in sick on a work day any time before 
work starts or for one hour after (before the missed 
work call comes). Calling in sick means that the Sim 
won’t lose any Job performance or have to expend 
any paid time off. He won’t be paid for the day, but 
he won’t be penalized either. 

If a Sim is faking 
sick, he better 
giggle quietly. 



If a Sim actually is sick (See Chapter i6), calling 
in sick will always be accepted. 

If the Sim isn’t sick when he calls in sick, his lie 
will be accepted if Job performance is above +50. If 
it’s below +50, the excuse will be rejected and he’ll 
be penalized with a missed day. 

Chance cards 

Chance cards are occasional opportunities to gamble 
on an elder, adult, or teen Sim’s career. You may 
either play the card or click on the Ignore button. 

In a chance card, you’re presented with a scenario 
and given the choice of two solutions. Which answer 
earns the reward is randomly generated, so there’s 
no “correct” answer every time. 



OK, H's nof PURE luck. Chance cards are sfafisfi- 


cally weighfed a bif so The safesf or morally "good" 
answer is usually, buf nof always, The correct 
one. This is still a pretty subjective standard, so 
you might want to Just consider the whole thing 
hopelessly and blissfully random. 

If your choice is the “right” choice for this card, 
the Sim receives a bonus, a promotion, or a rise in 
skill level. Penalties for wrong answers range from 
the loss of a skill points to a one-level demotion 
to dismissal. A Sim should see about four to five 
chance cards over the course of a lifetime. 



The higher the Sim is in a career, the more 
rewarding or damaging a chance card can be. 
School chance cards are a bit different. No choice 
is involved: they're Just random rewards. 
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career Reward Objects 

Every career track has a career reward object 
bestowed upon the Sim when she reaches the object’s 
designated Job level. Upon promotion to that level, 
the object becomes available in the Reward panel. 



If bo+h Sims in a teaching situation are wearing 
Thinking Cap Aspiration reward objects, the 
younger Sim will learn even faster. Be sure both 
Sims have at least Gold Aspiration score or the 
Thinking Cap will likely fail. 



Reward Objects 

Career Object 


Reward objects 
such as this 
surgical dummy 
train skills 
quickly and allow 
Sims to teach the 
skill to others. 


The 10 reward objects are special accelerated 
skill objects with several very interesting interactions 
(see Chapter 15). They’re especially useful in training 
less-skilled Sims in the object’s specialty skill. Sims 
being taught via the reward object learn the skill at 
an extremely high rate. 

The level at which each object is awarded differs 
for each career: 


Level Awarded Skill Taudht 


Business 

Execuputter 

5 

Charisma 

Law Enfarcement 

Prints Charming Eingerprinting Scanner 

G 

Cleaning 

Criminal 

SensnTwitch Lie Einder 

4 

Mechanical 

Medical 

TraumaTime “Incisian Precisian" Surgical Training Station 

4 

Mechanical 

Military 

Exertn Selfflng Dhstacle Course 

4 

Body 

Politics 

Enterprise Office Concepts Bushmaster Tele-Prampter 

5 

Charisma 

Athletic 

Exertn Punching Bag 

5 

Body 

Science 

Simsanta Inc. Biotech Station 

G 

Creativity 

Slacker 

AguaCreen Hydrapanic Garden 

5 

Creativity 

Culinary 

Schnknlade BBD Chncnlate Manufacturing facility 

G 

Caaking 


Jobs by career Leuei 

Adult careers 

Adult careers can be held by adults or elders, but elders must already be in 
an adult career track when they transition from adult to elder. 

There are 10 adult careers from which to choose, each with 10 Job levels. 
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Level 1 Careers 

Career Jdb Name 

LDGIC 

BODY 

Creativity 

MECHANICAL 

CHARISMA 

Cddking 

CLEANING 

FRIENDS 

HDDRS 

AthlEtic Team Mascot 

D 

D 

D 

D 

D 

D 

D 

D 

3p-Bp 

Business Mailroom Technician 

D 

D 

D 

D 

D 

D 

D 

D 

9a-3p 

Criminal Pickpocket 

D 

D 

D 

D 

D 

D 

D 

D 

lla-5p 

Culinary Dishwasher 

D 

D 

D 

D 

D 

D 

D 

D 

2p-IDp 

Law Enfarcement Security Guard 

D 

D 

D 

D 

D 

D 

D 

D 

8p-2a 

Medical Emergency Medical Technician 

D 

D 

D 

D 

D 

D 

D 

D 

8a-2p 

Military Recruit 

D 

D 

D 

D 

D 

D 

D 

D 

7a-lp 

Politics Campaign Worker 

D 

D 

D 

D 

D 

D 

D 

D 

Da-Bp 

Science Test Subject 

D 

D 

D 

D 

D 

D 

D 

D 

lla-5p 

Slacker Golf Caddy 

D 

D 

D 

D 

D 

D 

D 

D 

5a-IDa 

Level 2 Careers 

Career Jdb Name 

LDGIC 

BODY 

Creativity 

MECHANICAL 

CHARISMA 

CDDKING 

CLEANING 

FRIENDS 

HDDRS 

Athletic Minor Leaguer 

D 

1 

D 

D 

D 

D 

D 

D 

9a-3p 

Business Executive Assistant 

D 

D 

D 

D 

1 

D 

D 

D 

9a-4p 

Criminal Bagman 

D 

D 

D 

D 

D 

D 

D 

D 

5p-la 

Culinary Drive Through Clerk 

D 

D 

D 

D 

D 

D 

D 

D 

5p-Dp 

Law Enfarcement Cadet 

D 

1 

D 

D 

D 

D 

D 

D 

9a-3p 

Medical Paramedic 

D 

D 

D 

D 

D 

D 

1 

D 

8p-2a 

Military Elite Forces 

D 

D 

D 

D 

D 

D 

D 

D 

7a-lp 

Politics Intern 

D 

D 

D 

D 

D 

D 

D 

D 

9a-3p 

Science Lab Assistant 

D 

D 

D 

D 

D 

1 

1 

D 

4p-IDp 

Slacker Gas Station Attendant 

D 

D 

D 

D 

D 

D 

D 

D 

IDp-3a 

Level 3 Careers 

Career Jdb Name 

LDGIC 

BDDY 

Creativity 

MECHANICAL 

CHARISMA 

CDDKING 

CLEANING 

Friends 

HDDRS 

Athletic Rookie 

D 

2 

D 

D 

D 

D 

D 

D 

9a-3p 

Business Field Sales Rep 

D 

D 

D 

D 

2 

D 

D 

D 

9a-4p 

Criminal Bookie 

D 

D 

1 

D 

D 

D 

D 

D 

lla-Gp 

Culinary Fast Faad Shift Manager 

D 

D 

1 

D 

D 

D 

D 

D 

5p-IDp 

(^ 8 ^ primagames.com 
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Days Dff 

# Work Days 

Daily Salary 

Weekly Average 

Energy 

Bladder 

Hygiene 

Social 

Hunger 

Fun 

Comfort 

Mon 5 Thu 

5 

§154 

§770 

-48 

-48 

-GO 

0 

-GO 

18 

-GO 

Sun 5 Fri 

5 

§IGS 

§840 

-48 

-48 

-18 

24 

-24 

-18 

-48 

Man & Thu 

5 

§I5G 

§080 

-48 

0 

-GO 

-30 

-GO 

30 

-30 

Man 5 Fri 

5 

§IZG 

§G30 

-G4 

-40 

-80 

-32 

-80 

-24 

-24 

Mnn 5 Fri 

5 

§33G 

§I,G80 

-48 

-GO 

-G 

-30 

-12 

-G 

-G 

Mon & Sat 

5 

§2G0 

§1,400 

-48 

-48 

-18 

24 

-24 

-18 

-48 

Man 5 Wad 

5 

§350 

§1,750 

-GO 

-30 

-GO 

0 

-GO 

-30 

-30 

Mon 5 Wad 

5 

§303 

§1,540 

-72 

-72 

-27 

3G 

-3G 

-27 

-72 

Sun 5 Fri 

5 

§217 

§1,085 

-48 

-30 

-GO 

-24 

-GO 

-12 

-42 

Mon & Sat 

5 

§IZG 

§G30 

-40 

-40 

-15 

20 

-20 

-15 

-40 


Days Off 

# Wdrk Days 

Daily Salary 

Weekly Average 

Energy 

Bladder 

Hygiene 

Social 

Hunger 

EUN 

Cdmfdrt 

Tua 8 Thu 

5 

§238 

§1,100 

-48 

-48 

-GO 

0 

-42 

18 

-48 

Man G Sat 

5 

§252 

§I,2G0 

-5G 

-5G 

-21 

28 

-28 

-21 

-5G 

Man G Wad 

5 

§280 

§1,400 

-G4 

0 

-80 

-IG 

-5G 

24 

-24 

Man G Wad 

5 

§IG8 

§840 

-32 

-IG 

-40 

4 

-28 

-4 

-20 

Mon G Sat 

5 

§448 

§2,240 

-48 

-30 

-GO 

24 

-42 

18 

-GO 

Wad G Fri 

5 

§385 

§1,025 

-48 

-48 

-18 

24 

-24 

-18 

-48 

Wad G Fri 

5 

§455 

§2,275 

-48 

-30 

-GO 

0 

-42 

-18 

-24 

Sun G Fri 

5 

§420 

§2,100 

-48 

-48 

-18 

24 

-24 

-18 

-48 

Mon G Sat 

5 

§322 

§l,GI0 

-3G 

-42 

-30 

12 

-42 

12 

12 

Mon G Thu 

5 

§154 

§770 

-40 

-40 

-15 

20 

-20 

-15 

-40 


Days Dfe 

# Work Days 

Daily Salary 

Weekly Average 

Energy 

Bladder 

Hygiene 

Social 

Hunger 

EUN 

Cdmfdrt 

Tua G Wed 

5 

§322 

§l,GI0 

-48 

-48 

-48 

0 

-3G 

30 

-48 

Tua G Thu 

5 

§350 

§1,750 

-5G 

-5G 

-21 

28 

-28 

-21 

-5G 

Tua G Wed 

5 

§385 

§1,025 

-5G 

-35 

-5G 

28 

-42 

35 

35 

Wad G Thu 

5 

§182 

§010 

-40 

-30 

-40 

20 

-30 

15 

15 
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Level 3 Careers continued 

Career Jdb Name Ldgic Bddy Creativity Mechanical Charisma Cddking Cleaning Friends Hours 


Law Enfarcamant 

Patrol Officer 

0 

2 

D 

D 

D 

D 

0 

D 

3p-llp 

Madical 

Nurse 

1 

D 

D 

D 

0 

D 

2 

D 

7a-2p 

Military 

Drill Instructor 

0 

1 

D 

1 

0 

D 

0 

D 

7a-lp 

Politics 

Lobbyist 

0 

D 

D 

D 

0 

D 

D 

D 

8a-2p 

SciancB 

Field Researcher 

1 

D 

D 

D 

0 

1 

3 

D 

Ba-3p 

Slacker 

Convenience Store Clerk 

0 

D 

D 

1 

D 

D 

D 

D 

9a-3p 

Level 4 Careers 

Career 

Job Name 

Ldgic 

Body 

Creativity 

Mechanical 

Charisma 

Cddking 

Cleaning 

Friends 

HDDRS 

Athletic 

Starter 

0 

3 

D 

D 

1 

D 

0 

1 

Ba-3p 

Business 

Junior Executive 

0 

D 

1 

D 

2 

D 

0 

1 

3a-4p 

Criminal 

Con Artist 

0 

D 

3 

D 

D 

D 

0 

1 

9a-3p 

Culinary 

Host/Hostess 

1 

D 

2 

D 

D 

D 

D 

1 

IDa-4p 

Law Enforcement 

Desk Sgt 

1 

2 

D 

D 

0 

D 

0 

1 

3a-3p 

Medical 

Intern 

2 

D 

D 

2 

0 

D 

4 

1 

3a-Bp 

Military 

Junior Officer 

0 

1 

D 

2 

1 

D 

0 

D 

7a-lp 

Politics 

Campaign Manager 

1 

D 

1 

D 

0 

D 

0 

1 

8a-5p 

Science 

Science Teacher 

1 

D 

D 

D 

0 

2 

5 

1 

8a-3p 

Slacker 

Record Store Clerk 

0 

D 

D 

1 

1 

D 

0 

D 

I0a-3p 

Level 5 Careers 

Career 

Jdb Name 

Ldgic 

Bddy 

Creativity 

Mechanical 

Charisma 

Cddking 

Cleaning 

Friends 

HDDRS 

Athletic 

All Star 

0 

G 

D 

D 

2 

D 

0 

2 

9a-3p 

Business 

Executive 

2 

D 

1 

D 

4 

D 

0 

1 

8a-3p 

Criminal 

Getaway Driver 

0 

1 

4 

2 

a 

D 

D 

2 

IDp-Ga 

Culinary 

Waiter/Waitress 

3 

0 

2 

D 

0 

D 

D 

2 

2p-7p 

Law Enforcement 

Vice Squad 

1 

3 

D 

D 

0 

D 

0 

2 

IDa-4p 

Medical 

Resident 

3 

D 

D 

3 

D 

D 

5 

2 

Bp-la 

Military 

Counter Intelligence 

D 

4 

D 

2 

2 

D 

0 

D 

8a-2p 
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Days Dff 

# Work Days 

Daily Salary 

Weekly Average 

Energy 

Bladder 

Hygiene 

Sdcial 

Hunger 

Fun 

Cdmfdrt 

M & Fri 

5 

§552 

§2,7GD 

-G4 

0 

-G4 

80 

-48 

8 

-G4 

Man 5 Thu 

5 

§47G 

§2,38D 

-5G 

-5G 

-21 

28 

-28 

-21 

-5G 

Mon & Tug 

5 

§5GD 

§2, HDD 

-48 

-30 

-24 

0 

-3G 

30 

-18 

Sun D Sat 

5 

§5D4 

§2,520 

-48 

-48 

-18 

24 

-24 

-18 

DO 

Wed & Fri 

5 

§448 

§2,240 

-48 

-3G 

-48 

-18 

-3G 

18 

-24 

Mon & Tug 

5 

§ZID 

§1,050 

-48 

-48 

-18 

24 

-24 

-18 

-48 


Days Off 

# Wdrk Days 

Daily Salary 

Weekly Average 

Energy 

Bladder 

Hygiene 

Social 

Hunger 

EUN 

Cdmfdrt 

Tug 8 Thu 

5 

§420 

§2,100 

-48 

-48 

-18 

0 

-24 

30 

-24 

WgG G Sun 

5 

§448 

§2,240 

-5G 

-5G 

-21 

35 

-28 

-21 

-28 

Sun G Sat 

5 

§400 

§2,450 

-3G 

-18 

-G 

GO 

-24 

30 

3G 

Man G Tug 

5 

§242 

§1,210 

-48 

-30 

-12 

30 

-24 

18 

-12 

Sun G Sat 

5 

§GIG 

§3,080 

-30 

-3G 

-18 

30 

-24 

30 

-18 

Tug 8 Fri 

5 

§574 

§2,870 

-81 

-72 

-27 

45 

-3G 

-27 

-45 

Sun G Sat 

5 

§G30 

§3,150 

-48 

-3G 

-18 

0 

-24 

18 

18 

Tug G WgG 

5 

§G02 

§3,010 

-G4 

-G4 

-24 

40 

-32 

-24 

-32 

Sun G Sat 

5 

§525 

§2,G25 

-5G 

-42 

-14 

35 

-28 

35 

42 

Tug G Thu 

5 

§252 

§l,2G0 

-40 

-40 

-15 

25 

-20 

-15 

-20 


Days Off 

# Work Days 

Daily Salary 

Weekly Average 

Energy 

Bladder 

Hygiene 

Sdcial 

Hunger 

EUN 

Cdmfdrt 

Tug 8 WgG 

5 

§530 

§2,G05 

-3G 

-48 

-48 

0 

-24 

3G 

-12 

Sun G Sat 

5 

§5G0 

§2,800 

-42 

-5G 

-14 

35 

-28 

-14 

-14 

Sun G Sat 

5 

§505 

§2,075 

-48 

-40 

-G4 

-24 

-32 

IG 

G4 

Tug G WgG 

5 

§308 

§1,540 

-45 

-25 

-25 

35 

-25 

30 

-40 

Tug G WgG 

5 

§G8G 

§3,430 

-3G 

-30 

-30 

30 

-24 

3G 

-30 

WgG G Thu 

5 

§G72 

§3,3G0 

-42 

-5G 

-14 

35 

-28 

-14 

-35 

WgG G Thu 

5 

§700 

§3,500 

-3G 

-3G 

-12 

0 

-24 

48 

-12 
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Level 5 Careers continued 

Career Jdb Name Ldgic Bddy Creativity Mechanical Charisma Cddking Cleaning Friends Hours 


PdIILIcs 

City Cauncil MambEr 

2 

D 

2 

D 

2 

D 

0 

2 

Ba-3p 

SciEncE 

Prajact laadar 

2 

D 

D 

D 

0 

3 

G 

2 

I0a-5p 

SlaEkEP 

Party D.J. 

0 

D 

1 

1 

2 

D 

0 

2 

llp-4a 

Level G Careers 

Career 

Jdb Name 

Ldgic 

Bddy 

Creativity 

Mechanical 

Charisma 

Cddking 

Cleaning 

Friends 

Hours 

AthlEtic 

MVP 

0 

8 

D 

1 

3 

D 

0 

3 

9a-3p 

BusinEss 

Saniar Managar 

3 

D 

3 

D 

4 

D 

0 

2 

8a-3p 

Criminal 

Bank RnbbEr 

0 

2 

5 

4 

D 

D 

0 

3 

3p-llp 

Culinary 

Prnp Cnnk 

3 

D 

2 

D 

D 

3 

0 

2 

9a-3p 

Law EnfarEEmEnt 

DEtECtiVE 

4 

3 

D 

D 

0 

D 

2 

3 

9a-3p 

MEdinal 

GanEral Practitianar 

4 

0 

D 

4 

0 

D 

G 

3 

IDa-Gp 

Military 

Flight Officar 

0 

5 

D 

4 

3 

D 

0 

1 

3a-3p 

Pnlitics 

StatE AssEmblyparsan 

3 

D 

2 

D 

4 

D 

D 

3 

9a-4p 

SciancE 

Invantnr 

4 

D 

D 

D 

0 

4 

G 

3 

I0a-7p 

ClankEr 

Prajactianist 

0 

D 

1 

3 

2 

D 

0 

4 

Gp-la 

Level 7 Careers 

Career 

Jdb Name 

Ldgic 

Bddy 

Creativity 

Mechanical 

Charisma 

Cddking 

Cleaning 

Friends 

Hours 

AthlEtic 

SupErstar 

0 

ID 

D 

2 

4 

D 

0 

4 

9a-4p 

Businass 

VicE Prasidant 

4 

D 

3 

D 

5 

D 

0 

1 

Ba-4p 

Criminal 

Cat Burglar 

0 

5 

7 

4 

D 

D 

0 

3 

9p-3a 

Culinary 

Saus Chuf 

4 

0 

4 

D 

0 

4 

D 

3 

2p-9p 

Law EnfarcEmEnt 

LiEutEnant 

5 

4 

D 

D 

D 

D 

4 

5 

9a-3p 

Madical 

Cpacialist 

5 

D 

D 

7 

D 

D 

7 

4 

IDa-4p 

Military 

SEniar Officar 

0 

G 

D 

5 

3 

D 

0 

3 

8a-2p 

Pnlitics 

CnngrEsspErsan 

4 

D 

3 

D 

G 

D 

0 

5 

9a-3p 

SciancE 

Schalar 

5 

D 

D 

D 

0 

5 

7 

3 

8a-lp 

Clackar 

HnmE Vidaa Editar 

0 

D 

2 

4 

2 

D 

0 

5 

lla-5p 
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Days Dff 

# Work Days 

Daily Salary 

Weekly Average 

Energy 

Bladder 

Hygiene 

Social 

Hunger 

Fun 

Comfort 

Sun D Sat 

5 

§G7B 

§3,335 

-3G 

-48 

-12 

30 

-24 

-12 

-12 

Man 5 Thu 

5 

§G3D 

§3,150 

-42 

-28 

-28 

35 

-28 

42 

42 

Tue, Wnd, Thu 

4 

§385 

§I,54D 

-30 

-40 

-ID 

25 

-20 

10 

-10 


Days Dff 

# Wdrk Days 

Daily Salary 

Weekly Average 

Energy 

Bladder 

Hygiene 

Social 

Hunger 

Fun 

COMFORT 

Tue, WeG, Thu 

4 

§833 

§3,572 

-24 

-48 

-30 

0 

-3D 

18 

-12 

Sun G SeL 

5 

§728 

§3,G4D 

-42 

-5G 

-14 

35 

-28 

-14 

-14 

Sun G SeL 

5 

§742 

§3,710 

-32 

-40 

-40 

-40 

-40 

24 

-B4 

Mnn G Tue 

5 

§4G3 

§2,345 

-3G 

-30 

-54 

-G 

3 

18 

-30 

Mnn G Tue 

5 

§758 

§3,780 

-24 

0 

-24 

30 

-3D 

18 

-24 

Sun G SeL 

5 

§770 

§3,850 

-48 

-G4 

-IB 

4D 

-32 

-IG 

-IG 

Sun G SeL 

5 

§770 

§3,850 

-24 

-G 

-30 

0 

-3D 

18 

18 

Sun G SeL 

5 

§75G 

§3,780 

-42 

-5G 

-14 

35 

-28 

-14 

-14 

Tub G Thu 

5 

§75G 

§3,780 

-3G 

-3G 

-3 

-27 

-45 

33 

54 

WeG G Thu 

5 

§332 

§i,ogd 

-42 

-5G 

-14 

35 

-28 

-14 

-14 


Days Dff 

# Work Days 

Daily Salary 

Weekly Average 

Energy 

Bladder 

Hygiene 

Social 

Hunger 

Fun 

Cdmfdrt 

Tue, WeG, Thu 

4 

§I,I0D 

§4,7BD 

-35 

-58 

-28 

0 

-28 

28 

-7 

Sun G SeL 

5 

§324 

§4,G2D 

-4D 

-84 

-IB 

48 

-32 

-8 

-8 

Tub G Thu 

5 

§83B 

§4,48D 

-30 

-B 

-24 

-42 

-24 

3B 

-48 

Tub G Thu 

5 

§812 

§4,080 

-42 

-21 

-43 

21 

3 

28 

-21 

Sun G Sat 

5 

§82G 

§4,I3D 

-30 

-3D 

-24 

3G 

-24 

24 

-24 

Sun G Sat 

5 

§875 

§4,375 

-30 

-48 

-12 

3G 

-24 

-B 

-G 

Sun G Sat 

5 

§812 

§4,0G0 

-30 

-18 

-24 

0 

-24 

24 

18 

Sun G Sat 

5 

§840 

§4,2DD 

-30 

-48 

-12 

3B 

-24 

-G 

-B 

Sun G Sat 

5 

§83B 

§4,48D 

-25 

-20 

-ID 

30 

-20 

20 

20 

Tue, WeG, Thu 

4 

§BI3 

§2,452 

-30 

-48 

-12 

3G 

-24 

-G 

-G 
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Level 8 Careers 

Career 

Jdb Name 

LDGIC 

BDDY 

Creativity 

MECHANICAL 

CHARISMA 

Cddking 

CLEANING 

Friends 

HDDRS 

AthiGtic 

Assistant Caach 

0 

ID 

D 

4 

5 

D 

D 

5 

9a-Zp 

Business 

President 

B 

D 

4 

D 

5 

D 

9 

1 

8a-4p 

Criminal 

Cnunterfeiter 

0 

G 

7 

7 

D 

D 

D 

4 

9a-3p 

Culinary 

Executive Chef 

B 

D 

5 

D 

D 

5 

9 

4 

9a-3p 

Law Enfarcamant 

SWAT Team Leader 

B 

5 

D 

D 

D 

D 

G 

G 

lla-Gp 

Madical 

Surgean 

7 

D 

D 

9 

D 

D 

8 

5 

IDa-4p 

Military 

Cammander 

0 

7 

D 

5 

5 

D 

D 

4 

9a-3p 

Pnlitics 

Judge 

7 

D 

3 

D 

8 

D 

D 

G 

IDa-2p 

Scienae 

Tap Secret Researcher 

B 

D 

D 

D 

D 

G 

7 

3 

IDa-3p 

Clackar 

Freelance Phntngrapher 

0 

D 

3 

4 

3 

D 

D 

7 

2p-7p 

Level 9 Careers 

Career 

Job Name 

LDGIC 

Body 

Creativity 

MECHANICAL 

CHARISMA 

Cddking 

CLEANING 

Friends 

HDDRS 

Athletic 

Caach 

0 

ID 

D 

7 

7 

D 

D 

G 

9a-3p 

Business 

CED 

7 

D 

B 

D 

G 

D 

D 

1 

9a-4p 

Criminal 

Smuggler 

D 

7 

9 

7 

D 

D 

D 

5 

2a-8a 

Culinary 

Restaurateur 

7 

D 

7 

D 

D 

8 

D 

G 

2p-IDp 

Law Enfarcamant 

Palice Chief 

B 

7 

D 

D 

D 

D 

7 

8 

8a-4p 

Madical 

Medical Researcher 

B 

D 

D 

D 

D 

D 

9 

7 

lla-Gp 

Military 

Astranaut 

0 

ID 

D 

G 

5 

D 

D 

5 

9a-3p 

Pnlitics 

Senatar 

B 

D 

5 

D 

9 

D 

D 

8 

9a-Gp 

Science 

Thearist 

9 

D 

D 

D 

D 

7 

9 

5 

IDa-2p 

Slacker 

Freelance Web Designer 

0 

D 

4 

4 

4 

D 

D 

ID 

IDa-3p 

Level ID Careers 

Career Jdb Name 

LDGIC 

BDDY 

Creativity 

MECHANICAL 

CHARISMA 

Cddking 

CLEANING 

Friends 

HDDRS 

Athletic 

Hall af Earner 

0 

ID 

D 

7 

ID 

D 

D 

8 

lla-5p 

Business 

Business Tycnnn 

9 

D 

7 

D 

8 

D 

D 

1 

IDa-4p 

Criminal 

Criminal Mastermind 

9 

8 

ID 

ID 

D 

D 

D 

7 

5p-llp 

Culinary 

Celebrity Chef 

B 

D 

ID 

D 

D 

ID 

D 

7 

3p-8p 

Law Enfarcement 

Captain Hern 

9 

ID 

D 

D 

D 

D 

8 

ID 

IDa-4p 

Medical 

Chief af Staff 

ID 

D 

D 

D 

D 

D 

ID 

9 

9a-4p 

Military 

General 

D 

ID 

D 

8 

7 

D 

D 

G 

IDa-4p 

Pnlitics 

Mayor 

ID 

D 

7 

D 

ID 

D 

D 

ID 

IDa-4p 

Science 

Mad Scientist 

ID 

D 

D 

D 

D 

9 

ID 

8 

IDp-2a 

Slacker 

Professional Party Guest 

D 

D 

5 

4 

5 

D 

D 

13 

IDp-2a 
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Days Dff # Work Days 

Daily Salary 

Weekly Average 

Energy 

Bladder 

Hygiene 

Social 

Hunger 

EUN 

Cdmfdrt 

Tue, WEd, Thu 

4 

§1,488 

§5,352 

-25 

-40 

-35 

0 

-35 

5 

-15 

Tue, Sat, & Sun 

4 

§I,4DD 

§5,800 

-40 

-84 

-18 

48 

-32 

8 

0 

Sun D Sat 

5 

§I,DG4 

§5,320 

-30 

-38 

-42 

-38 

-42 

18 

48 

Tue, WEd, Thu 

4 

§I,ZD8 

§4,832 

-30 

-38 

-24 

38 

3 

42 

-12 

Sun D Sat 

5 

§875 

§4,375 

-35 

-28 

-43 

42 

-43 

42 

-43 

Sun D Sat 

5 

§88D 

§4,300 

-30 

-48 

-12 

38 

-24 

8 

-8 

Sun D Sat 

5 

§84D 

§4,230 

-30 

0 

-18 

0 

-42 

8 

42 

Sat, Sun, Wnd 

4 

§1,138 

§4,552 

-20 

-32 

-8 

0 

-18 

4 

20 

Tub & Thu 

5 

§1,038 

§5,180 

-25 

-20 

-10 

-15 

-35 

40 

35 

Tue, WEd, Thu 

4 

§788 

§3,152 

-25 

-40 

-10 

30 

-20 

5 

0 

Days Dff # Work Days 

Daily Salary 

Weekly Average 

Energy 

Bladder 

Hygiene 

Social 

Hunger 

EUN 

Cdmfdrt 

Tue, WEd, Thu 

4 

§I,75D 

§7,300 

-24 

-48 

-12 

0 

-24 

18 

12 

Wud, Sat, Sun 

4 

§1,883 

§8,852 

-28 

-58 

-14 

42 

-28 

7 

7 

Mon, Tue, WEd 

4 

§1,575 

§8,300 

-GO 

-48 

-12 

38 

-24 

18 

42 

Man, Tue, WEd 

4 

§I,33D 

§5,320 

-40 

-32 

-18 

84 

3 

40 

-8 

Sun 5 Mnn 

5 

§810 

§4,550 

-32 

-58 

-18 

58 

-32 

58 

-18 

Fri, Sat, Sun 

4 

§1,358 

§5,424 

-28 

-58 

-14 

-7 

-28 

7 

21 

Sat, Sun, Mon 

4 

§I,D84 

§4,378 

-24 

-8 

-12 

0 

-24 

80 

-30 

Sat, Sun, Man 

4 

§1,225 

§4,300 

-38 

-72 

-18 

54 

-38 

27 

27 

Sun, Man, Sat 

4 

§1,522 

§8,088 

-18 

-24 

-8 

24 

-18 

12 

24 

Fri, Sat, Sun, Man 

3 

§333 

§2,733 

-20 

-40 

-10 

30 

-20 

5 

5 

Days Dff # Wdrk Days 

Daily Salary 

WEEKLY Average 

Energy 

Bladder 

Hygiene 

Social 

Hunger 

EUN 

Cdmfdrt 

Fri, Sat, Sun, Man 

3 

§3,D33 

§3,033 

-24 

-48 

-12 

0 

-24 

12 

12 

Fri, Sat, Sun 

4 

§2,IDD 

§8,400 

-24 

-48 

-12 

48 

-24 

12 

12 

Sun, Mnn, Wad 

4 

§1,325 

§7,700 

-24 

-30 

-12 

-30 

-24 

38 

48 

Fri, Sat, Sun, Man 

3 

§2,173 

§8,510 

-20 

-20 

-10 

50 

2 

45 

15 

Tue, WEd, Thu 

4 

§1,225 

§4,300 

-24 

0 

-12 

48 

-3 

54 

-12 

Sat, Sun, Mnn 

4 

§1,488 

§5,352 

-28 

-58 

-14 

58 

-28 

14 

14 

Fri, Sat, Sun 

4 

§1,138 

§4,552 

-24 

-42 

-12 

0 

-24 

12 

30 

Fri, Sat, Sun 

4 

§1,313 

§5,252 

-24 

-48 

-12 

48 

-24 

30 

30 

Sun, Mnn, Fri, Sat 

3 

§2,333 

§8,333 

-18 

-12 

-28 

8 

-18 

28 

12 

Mnn, Tue, WEd, Thu 

3 

§1,403 

§4,200 

-18 

-32 

-8 

32 

-18 

8 

8 
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Teen/Eider careers 

Teen/elder careers can be held by teens or elders 
(after they retire from their adult career). 


Some Sims 
believe that 
Working in their 
elder years gives 
them dignity. 


The same lo career tracks offer jobs to teens and 
elders. These Jobs, however, have only three levels, 
require fewer hours, pay less, and demand lower 
levels of skill and friends than adult Jobs. 



• - V note* ) ^ » 

Teens enrolled in private school enter any new 
career track at level 2. If they already have a level 
1 Job before getting into private school, however, 
they aren't automatically elevated to level 2 by 
a change of school. 

Elders who retire from a career track and then 
get an elder Job in the same career track don't get 
any level bonus. They will, however, likely advance 
quickly because they already have all skill levels 
required for promotion. 

- ) 


Level I Teen/Elder Jabs 


Career 

Jdb Name 

Logic 

Body 

Creativity 

Mechanical 

Charisma 

Cooking 

Cleaning 

Frienos 

HOORS 

AthlEtic 

Watarpersnn 

D 

D 

D 

D 

D 

D 

D 

D 

3p-Bp 

Business 

Gofer 

D 

D 

D 

D 

D 

D 

D 

D 

3p-Bp 

Criminal 

Street Hawker 

D 

D 

D 

D 

D 

D 

D 

D 

3p-Bp 

Culinary 

Dishwasher 

D 

D 

D 

D 

D 

D 

D 

D 

3p-Bp 

Law Enfarcamant Schaal Crnssing Guard 

D 

D 

D 

D 

D 

D 

D 

D 

3p-Bp 

Medical 

Nursing Home Attendant 

D 

D 

D 

D 

D 

D 

D 

D 

3p-Bp 

Military 

Paintball Attendant 

D 

D 

D 

D 

D 

D 

D 

D 

3p-Bp 

Pnlitics 

Dear ta Door Poller 

D 

D 

D 

D 

D 

D 

D 

D 

5p-Dp 

SciancE 

Lab Glass Scrubber 

D 

D 

D 

D 

D 

D 

D 

D 

3p-Gp 

Slacker 

Golf Gaddy 

D 

D 

D 

D 

D 

D 

D 

D 

3p-Bp 

(146 J 
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Days Dff # Wdrk Days Daily Salary Weekly Average Energy Bladder Hygiene Sdcial Hunger Fun Cdmfdrt 


Sun 5 Fri 

5 

§B7 

§485 

-31 

-25 

-0 

13 

-IB 

-13 

-31 

Sun 5 Fri 

5 

§52 

§2B0 

-31 

-25 

-0 

13 

-IB 

-13 

-31 

Man 5 Thu 

5 

§5D 

§250 

-31 

-25 

-0 

13 

-IB 

-13 

-31 

Man 5 Fri 

5 

§B3 

§315 

-31 

-25 

-0 

13 

-IB 

-13 

-31 

Sun D Sat 

5 

§45 

§225 

-31 

-25 

-0 

13 

-IB 

-13 

-31 

Mon 5 Wad 

5 

§B5 

§325 

-31 

-25 

-0 

13 

-IB 

-13 

-31 

Mon & Sat 

5 

§57 

§285 

-31 

-25 

-0 

13 

-IB 

-13 

-31 

Man & Thu 

5 

§53 

§2B5 

-42 

-33 

-13 

17 

-21 

-17 

-42 

Sun 5 Fri 

5 

§B4 

§320 

-31 

-25 

-0 

13 

-IB 

-13 

-31 

Mon & Sat 

5 

§45 

§225 

-31 

-25 

-0 

13 

-IB 

-13 

-31 
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Level 2 Teen/Elder Jabs 


Career 

Jdb Name 

LDGIC 

BDDY 

Creativity 

MECHANICAL 

CHARISMA 

Cddking 

CLEANING 

Friends 

HDDRS 

AthlEtic 

Lncker Rnnm Attendant 

0 

1 

D 

1 

0 

D 

0 

1 

3p-Gp 

Business 

Mailrnnm Technician 

1 

D 

D 

D 

D 

D 

0 

2 

3p-Bp 

Criminal 

Numbers Runner 

0 

D 

1 

D 

0 

D 

0 

1 

3p-Bp 

Culinary 

Drive Thrnugh Clerk 

0 

D 

D 

D 

0 

1 

Q 

1 

5p-3p 

Law Enfarcamant 

Parking Let Attendant 

1 

1 

D 

D 

D 

D 

0 

1 

Bp-Bp 

Medical 

Orderly 

0 

D 

D 

D 

0 

D 

1 

1 

3p-Bp 

Military 

Recruit Training Cnrps 

D 

0 

D 

D 

1 

D 

D 

1 

Bp-IDp 

Pnlitics 

Campaign Worker 

0 

D 

D 

D 

1 

D 

0 

2 

3p-Bp 

SciancE 

Test Subject 

1 

D 

D 

D 

0 

D 

D 

1 

3p-Bp 

Slacker 

Gas Station Attendant 

0 

D 

D 

1 

0 

D 

0 

2 

3p-Bp 

Level 3 Teen/Elder Jabs 










Career 

Job Name 

LDGIC 

Body 

Creativity 

MECHANICAL 

CHARISMA 

Cddking 

CLEANING 

Friends 

HDDRS 

Athletic 

Team Mascot 

0 

2 

D 

2 

1 

D 

Q 

D 

3p-Bp 

Business 

Executive Assistant 

1 

D 

1 

D 

1 

D 

0 

B 

3p-7p 

Criminal 

Pickpocket 

0 

1 

2 

1 

0 

D 

0 

1 

3p-Bp 

Culinary 

Fast Faad Shift Manager 

1 

D 

1 

D 

0 

1 

0 

4 

5p-IDp 

Law Enfarcement 

Security Guard 

1 

2 

D 

D 

D 

D 

0 

3 

Bp-la 

Medical 

Emergency Medical Technician 

0 

D 

D 

2 

D 

D 

2 

3 

7p-IDp 

Military 

Recruit 

0 

1 

D 

D 

1 

D 

0 

2 

3p-Bp 

Pnlitics 

Intern 

1 

D 

1 

D 

1 

D 

0 

4 

3p-Bp 

Science 

Lab Asst 

1 

D 

D 

D 

0 

1 

1 

2 

3p-Bp 

Slacker 

Convenience Store Clerk 

0 

D 

1 

1 

1 

D 

D 

4 

5p-Bp 


Retirement and Pensinn 

Once a Sim becomes an elder, he can retire from his 
adult career track any time by calling work on the 
telephone and selecting “Retire.” 

There’s no mandatory retirement, but you’d want 
to direct a Sim to do this if you wanted him to have 
more free time to help or baby-sit younger Sims or 
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work on his Aspiration score so he could finish his 
life in good Aspirational shape. 

Retired Sims get a daily pension of one-half their 
weekly salary when they retire. This amount is paid in 
seven parts every day of the week. They also receive 
a day’s pay for each vacation day they had when 
they retired. 
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Days Dff 

# Work Days 

Daily Salary 

Weekly Average 

Energy 

Bladder 

Hygiene 

Sdcial 

Hunger 

Fun 

Cdmfdrt 

Mon & Sat 

5 

§IID 

§550 

-24 

-24 

-0 

12 

-12 

-0 

-24 

Mon & Sat 

5 

§7B 

§380 

-24 

-24 

-0 

12 

-12 

-0 

-24 

Man 5 Wad 

5 

§G2 

§310 

-15 

-18 

-12 

12 

-18 

0 

-G 

Man 5 Wad 

5 

§B4 

§420 

-32 

-20 

-40 

-IG 

-40 

-12 

-12 

Tub 5 Thu 

5 

§75 

§375 

-15 

-15 

-15 

-15 

-15 

-15 

-15 

Sun 5 Wad 

5 

§87 

§435 

-24 

-24 

-21 

12 

-12 

-0 

-24 

Man 5 Wad 

5 

§77 

§385 

-24 

-24 

-GO 

12 

-20 

-20 

-28 

Wad B Sun 

5 

§72 

§380 

-27 

-18 

-18 

15 

-18 

-12 

-24 

Mnn B Sat 

5 

§105 

§525 

-21 

-21 

-G 

-0 

-21 

-21 

-18 

Mnn B Thu 

5 

§71 

§355 

-24 

-24 

-0 

12 

-12 

-0 

-24 


Days Dfe 

# Wdrk Days 

Daily Salary 

Weekly Average 

Energy 

Bladder 

Hygiene 

Sdcial 

Hunger 

Fun 

Cdmfdrt 

Sun B Man 

5 

§125 

§G25 

-24 

-24 

-3 

12 

-12 

-3 

-24 

Sun B Sat 

5 

§08 

§430 

-32 

-32 

-12 

IG 

-IB 

-12 

-32 

Wad B Thu 

5 

§105 

§525 

-3G 

-15 

-24 

-24 

-27 

-18 

-21 

Wad B Thu 

5 

§31 

§455 

-40 

-20 

-50 

5 

-23 

-5 

-25 

Mnn B Tub 

5 

§125 

§G25 

-24 

-28 

-IB 

-IG 

-20 

-12 

-24 

Tub B Thu 

5 

§125 

§G25 

-24 

-24 

-24 

12 

-12 

-27 

-24 

Sun B Wad 

5 

§100 

§500 

-30 

-15 

-30 

3 

-30 

-15 

-15 

Sun B Sat 

5 

§112 

§5G0 

-24 

-24 

-3 

12 

-12 

-3 

-24 

Sun B Sat 

5 

§115 

§575 

-24 

-15 

-30 

-12 

-33 

-G 

-21 

Mnn B Tub 

5 

§3B 

§480 

-32 

-32 

-12 

IG 

-IG 

-12 

-32 


Pension is payable for the rest of the Sim’s life, 
even if he subsequently gets an elder job. 

stay-ot-Home careers 

There are several ways to make money that don’t 
involve leaving the house. Unfortunately, the pay 
isn’t that great, so these pursuits are only sufficient 
as supplemental income or for Sims living at 
subsistence level. 



Slogging away 
on a novel for 
several days 
promises a 
handsome 
payoff for high 
Creativity Sims. 
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Most promisingly, highly Creative Sims can make 
paintings on easels and write novels on computers 
and sell the product. The higher the Sim’s Creativity 
skill, the more the item will fetch. 

nofe — J 

when paintings are done, they have a Sell interac- 
tion. Use this to sell the painting, or you can 
"return" it in Buy mode as you would any other 
object. Keeping a painting is also an option 
because it will appreciate over time and be worth 
more in the future. For the very patient, waiting 
until the artist Sim dies dramatically ups the 
value of the painting. Stockpile a Sim's high-value 
paintings and sell them upon her death for a big 
dose of income. 

f •_ ■: ^ 



The downside to these methods is that they take 
several hours or even days to complete. A novel, for 
example, takes 30 game hours. 

There are several other income-producing objects, 
but many of them are rewards granted by advance- 
ment in a career track. Thus, the only way a stay-at- 
home Sim could have them is if he left the career 
track after getting the reward or if it was earned by 
another member of the household. These objects can’t 
be bought in Buy mode. 


The Money Tree 
produces small 
amounts forever, 
but only if it's 
Watered diligently. 
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Other income producing objects are: 

^ The Money Tree: This Aspiration reward object 
sprouts cash that can be harvested. It stays alive 
as long as it’s watered regularly. The amount of 
income it produces and the time reguired to keep 
it producing at maximum efficiency are roughly 
eguivalent to a low-level career track job. 

^ AguaGreen Hydroponic Garden: Sell successfully 
grown plants. 

^ Simsanto Inc. Biotech Station: Sell successfully 
completed medicines. 

^ Schokolade 890 Ghocolate Manufacturing Facility: 
Sell successfully completed candy. 

School 

Ghildren and teens must attend school and maintain 
at least moderately good grades. The better a child 
performs in school, the higher her Aspiration score 
and the more rewards she’ll receive. 

Sims begin school automatically in public school. 
Making sure your wee and tween Sims have 
the best possible education means knowing how 
they’re graded. 

Grades 



— 1 
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Grades are shown in the Skills and Career panel just as job 
performance is for Working Sims. 

Every fresh-out-of-Greate-A-Sim child or teen and 
any child on his first day of school begins with a 
grade of G. Where it goes from there is influenced 
by three things: 

^ Attendance ^ Homework ^ Mood 
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Attendance 



Just getting on 
the bus keeps 
grades steady. 
Missing it is 
where the 
trouble starts. 


Children and teens must attend school five days 
a week (Monday through Friday), though their 
hours differ: 

^ Children: 9 a.m.-3 p.m. 

^ Teens: 9 a.m.-i p.m. 

Attending school does not raise grades, but 
missing it lowers them. Every missed day means 
a reduction of one letter grade. 

Hameuiarn 




Though it reduces 
Fun, do homework 
every day if you 
Want Sims to have 
top-notch grades. 


Every day, students bring home homework (a colored 
book-shaped object) and deposit it somewhere on the 
lot. If there are multiple students on the lot, each 
homework is labeled with the owner’s name. 



3 


If the Sim is Playful, she'll place homework on 
the floor. Otherwise, it goes on a desk or table if 
there's space available. 

~> 


Completing all homework objects (none of that 
Sim’s homework objects left on the lot when Sim 
goes to school) raises the Sim’s grade by one letter 
on the next school day. 



Homework can be moved, but only in Buy mode. 
It cannot, however, be deleted. 
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Failing to do homework for two days results in 
a one-letter-grade reduction. This is tracked by the 
number of homework objects on the lot. If there’s one 
homework on the lot when the Sim goes to school, 
his grade will be unchanged. Two or more homework 
objects on the lot mean a one-letter-grade reduction. 


Mood 

The student’s Mood fine-tunes the grade earned by 
attendance and doing homework. If the Sim goes to 
school with high Mood, her grade will have a “+” 
appended to it. For each day she leaves in a low 
Mood, she gets a tacked on. 

Many Wants are triggered by having an A+; 
nothing less will do. 


Doing Homeuiorh 

As discussed in Chapter 9, homework is done by 
using the object’s Do Homework interaction. 

Homework takes time, as displayed in the progress 
bar over the student’s head. This time can be short- 
ened if the student asks for help from another 
household Sim who’s in a sufficiently good Mood. 
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Asking for help 
teaches young 
Sims to study. 


When first starting out in school, students should 
always ask for help with homework. Not only does 
it speed the completion of the homework, but it’s 
part of the process of learning to study. A Sim 
who’s learned to study gets a Memory of the event, 
probably gets a high-scoring Want satisfied, and 
can do homework even faster in the future. 

It usually takes one day’s worth of homework to 
completely learn to study. 

Sims' progress in learning fo study isn't itself 
observable: the progress bar refers to the home- 
work at hand, not the process of learning to study. 
If the older Sim began helping at the start of the 
day's homework and stayed through the end, the 
progress of the homework and learn to study will 
be the same. Once the Sim has learned to study, 
a Memory marks the achievement; look in the 
Simology> Memory panel to confirm. 



Ideally, Sims should ask for help from Family 
Aspiration Sims because this often satisfies the 
Family Sim's Wants too. 


Report cards 


Every day, students bring home a report card, 
reflecting the Sim’s current grade. 



Good students 
boast about 
their report 
cards to anyone 
who'll listen. 


Arriving home with this object triggers 
several things: 



Teens with a Knowledge Aspiration take a bigger 
gain or hit for good or bad grades. Their Want of 
good grades or Fear of bad grades is more likely to 
appear in the panel and carry much higher scores 
than for teens of other Aspirations. 

^ Very good grades or very bad grades create a 
Memory viewable in the Sim’s Memories panel; this 
can be talked about by the Sim as a chat topic. 

^ The Sim reacts based on the guality of the grade 
and Aspiration score (immature Sims will rip up 
a bad report card). 

^ If grades are very high, the Sim will show off the 
report card to any household members on the lot. 

Grade Rewards and Chance cards 

During each school age (child and teen), any day 
a student has an A or better grade, there’s a random 
chance he’ll get money from grandparents as a reward. 
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To get The grandpareni award, The Sim needn'T 
acTually have a living grandparenT. Only one 
sTudenT per day can geT This card and iT can only 
happen once per age. 

Students can also get one school chance card 
per age (once as a child and once as a teen). If the 
student is in public school, she’ll get cash. If she’s in 
private school, she’ll get an increase in skill level. The 
chances of getting a skill level reward are higher if the 
Sim has at least two points in several different skills. 

Unlike career chance cards (which teens can also 
get if they have a job), school chance cards don’t 
involve a choice and can only give a reward. 

Bad Grades 

There are serious conseguences if a Sim isn’t doing 
well in school: 

^ A teen with C- or lower is prohibited from 
getting a Job. 

^ If child’s grade reaches F, he must raise the grade 
by the next school day or he’ll be permanently 
removed from the lot by the Social Worker. 

^ If teen’s grade reaches F, she’ll be fired from 
her Job. 

^ If a Sim other than the failing student answers 
the phone to receive a grade warning, he gets 
a Memory of it. 

^ Adults who receive a grade warning phone call 
lecture the failing student (possibly realizing 
a Fear of lecturing, reducing the student’s Aspira- 
tion score). 

Heeds at school 

Just as with Jobs, Sims’ Needs change by a fixed 
amount during the time they’re at school: 


Private School -2DD 5D -175 -2QD -3QD -5D 125 

Public School -2DD -75 -175 -3DD -3QD -IDD 5D 

Priuate school 


Sims can switch from public school to private school. 
The rewards are significant, but the admissions 
process is demanding. 



PrivaTe school doesn'T acTually cosT money. 


Private school differs from public school in that: 

^ Private school students starting a teen career 
track begin at level 2. 

^ Hours for teens are from g a.m.-i p.m. Children 
get out at the standard 3 p.m. 

^ Performance rewards for Sims in private school 
are skill increases rather than money. 

^ Spending the day at private school has less of 
an effect on Sims’ Needs. Thus, they return home 
less depleted than if they were in public school 
and more prepared to start an after-school Job. 
Comfort is actually replenished instead of depleted 
by going to private school. 

^ Private school students wear special uniforms. 

Gelling inio Priuaie school — 

The Headmasier Scenario 

To get students into private school, families must 

do two things: 

^ There must be at least one child on the lot with 
C or better grades. 

^ Sims must have the school’s headmaster for a 
dinner party and sufficiently impress him/her. 

Any child or older Sim on a lot with at least one 

C-or-better student can summon the headmaster 
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When the headmaster arrives, he must be greeted 
within one hour (by 6 p.m.) or he’ll leave. Greeting 
him initiates the scenario; you have six hours to 
impress him. Doing this reguires three tasks: 

^ Serve good food 
^ Give tour 
^ Schmooze 

scoring 

Each of these three tasks earns points toward 
the winning score of loo points. In each case, 
the more points scored in each area, the 
fewer reguired for the other two. 


If may help fo buy some objecfs jusf 
for fhe headmaster scenario (e.g. hot 
tubs, art objects, etc.): return them before 
midnight for a full refund. 
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To maximize this element, a meal should be prepared 
successfully by a Sim with Gooking skill of five or 
higher. The higher the chef’s Gooking skill, the more 
points the meal will earn. 

Ruined meals, regardless of the chef’s skill, 
will not score well. Leave time for mishaps and 
start over if the Sim ruins a meal. 

When the food is served, click on the head- 
master, choose “Entertain” and select “Gall for 
Dinner.” This tells the headmaster to have a 
serving and results in the final food score. 

Giue Tour 

This element is based on the Environ- 
ment of every room shown on the tour 
(including, possibly, outside). Verify that 
the house is clean and do what you can 
afford to boost Environment score in every room 
before the headmaster’s arrival. The tour 
ends when you choose “End Tour” 
or the total score for the tour reaches 40. 
To score this element, click on the head- 
master and choose “Entertain,” then “Give Tour.” 
Next, direct the Sim giving the tour to the 
highest Environment score room; the headmaster 
will follow. Next, click on the headmaster and 
select “Show Room.” The headmaster gives a 
score based on the room’s Environment score and 
this is added to tour points. Then, move to more 
high Environment rooms and repeat the process. 
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Good food is an 
important part of 
the meal, so it 
helps to have an 
accomplished chef 
in the family. 


serue Good Food 


via the Invite Headmaster interaction on the telephone 
(if no one has sufficient grades, the headmaster will 
decline). If the call is placed before 5 p.m., the head- 
master will arrive at 5 p.m. If it’s after 5 p.m., the 
headmaster will come the next day. 


Greet the 
headmaster 
before 6 p.m. 








If Environment 
score is high 
in a room, the 
headmaster gets 
VERY excited. 


If you’ve shown every room in the house (including 
the outside) without reaching 40 or more tour points, 
click on the headmaster and choose “End Tour.” This 
closes tour points scoring. 



Remember that outdoor Environment score is 
localized, so take the headmaster to a place where 
the score is high (near a tree, statue, flowerbed, 
outdoor light, etc.). Observe your own Sim's 
Environment score to pick the right spot and don't 
show the headmaster the room until you've found it. 

Indoors, position the tour leader near light 
fixtures before showing the room. Proximity to a 
light source boosts Environment score. 


schmoozing 



Chat up the head- 
master and, if he 
engages with a 
group Fun object, 
get as many Sims 
as possible to join 
him. The more 
Daily Relationship 
he amasses with 
household Sims, 
the better the 
schmooze score. 


The family’s ability to socially interact with the head- 
master is reflected in the schmooze score. Every time 
any family Sim raises the headmaster’s Daily Relation- 
ship score, points are added to the schmooze score. 

Bonus scoring 

A few interactions provide extra scoring opportunities: 
^ Get in the hot tub 
^ Drink coffee 
^ Have drinks from bar 






£ 



Getting the head- 
master to have 
a cup of coffee, 
drink juice from 
the bar, or get in 
the hot tub can 
help your cause. 


If household Sims do any of these interactions, 
the headmaster should follow suit (as long as he’s 
not engaged in something else). Each bonus scores 
10 extra points, but can only be scored once. 
Successful bonus scoring opportunities show up in 
the Scenario Status panel, for example: “Headmaster 
in the Hot Tub: +10.” 


Winning the scenario 

When you amass (by whatever combination) 100 
points, the scenario ends and the headmaster informs 
you that the family’s been accepted. Any student in 
the family with a C or better grade will go to private 
school on the next school day. 

If time runs out before 100 points are earned, the 
headmaster somewhat snootily, informs the family 
that they don’t make the cut. You may invite him 
back the next day to try again. 
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Chapter ii 
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The Sims who live alone and friendless are pretty 
creepy; they leave their houses only to pick up the 
mail, open the door only enough to go in and out, 
and claim they spend time with a giant one-eyed 
gregarious rabbit. For the rest of the population, 
however, socializing is a crucially important activity. 

" fiDle~) * 

Kidding aside, H's possible io be a very happy 
loner in THE 8IM8 2. Social Need safisfac+ion can 
be gained from fhe Chaf inferacfion on a compufer 
or regular visHs from fhe Social Bunny. 


Every Sim, regardless of Personality or Aspiration, 
needs good relationships with other Sims to have a 
successful career and a rich life. Thanks to the chal- 
lenges of Personality and the demands of Wants and 
Fears, socializing is harder for some Sims than others. 
Everyone can, however, succeed as long as you help. 

This chapter details, to the finest degree, the 
mechanisms of the social interaction system; how 
relationships are formed, under what conditions 
each and every social interaction appears and 
what the outcomes can be, and how each outcome 
is determined. 


Effects of Sociatizing 

Interacting with other Sims is imperative for 
several reasons; 

1. Careers; Higher levels of each career reguire a 
Sim to have a minimum number of family friends. 
Without the reguisite number, a Sim can be 
promoted only so far. Career limitation means 
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less income, less ability to purchase objects that 
better fulfill her Needs, less time to build skill and 
satisfy Wants. 

2. Social Interactions; The most rewarding interactions 
reguire highly positive Daily and Lifetime 
Relationship levels before they become available. 

3. Aspirations; Several Wants are based on a Sims’ 
meeting and having relationships with a number of 
other Sims. Satisfying the basic Wants of this type 
open up higher-level and higher scoring Wants. 
Some Aspirations demand a great deal of social- 
izing while some reguire very, very little. 


Retafionstlip Scores 



The Relationship panel shows a Sitn's relationship toward 
everyone he knows, l/l/hat you can't see here is how those 
Sitns feel toward your Sitn. 


A Sim has some kind of relationship toward every 
Sim he’s met; it can be positive, negative, or neutral 
(zero). Every positive interaction between two Sims 
increases the Relationship score of each, and most 
(but not all) negative interactions decrease the 
Relationship score. Higher-level relationships (friends, 
best friends, crushes, loves, etc.) reguire very high 
Relationship scores. 

The first time your Sim meets a previously 
unfamiliar Sim, that Sim’s picture appears in your 
Sim’s Relationships panel and remains there until 
the Sim dies or is removed from the neighborhood. 

Everything you need to know about your Sim’s 
relationship with this Sim can be found in the 
Relationship panel; 
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^ Daily Relationship Score: Your Sim’s current 
feelings toward the other Sim. 

^ Lifetime Relationship Score: Your Sim’s cumulative 
feelings toward the other Sim. 

^ Family Icon: Found in the lower right corner of 
Sim’s Relationship panel portrait. Indicates whether 
a Sim is either a blood relation or family by direct 
marriage (i.e. husband or wife). This includes 
extended family members living on other lots in 
the neighborhood. 

^ Relationship Types: Icons indicate the kind of 
relationship your Sim has toward the other Sim. 



Relaiionships can be filtered by Family Only, 
Friends Only, Household Only, and All. Note that 
friends who are not family and don't live in your 
Sim's house show up only in the All sort. 

Relationships, 

A lUio-Ulay street 

It’s crucially important to understand that a Relation- 
ship score indicates only how your Sim feels about 
the other Sim, not the other way around. It’s possible 
(probable actually) that the other Sim won’t have the 
exact same score toward your Sim. 



Juliet's relationship with her brother Tybalt is a mildly 
negative Daily Relationship and a strong, Friend-Worthy 
Lifetime Relationship. 



Tybalt has the identical Daily Relationship but only half 



It's impossible to know precisely what a nonresi- 
dent Sim's relationship is toward your Sim. Even 
if you pop into the other Sim's lot and check the 
numbers, there's no guarantee they'll be the same 
when they come a-callin' at your Sim's lot. 

It's important, therefore, to be observant. You 
can only be sure, for example, that another Sim 
loves your Sim if you see the telltale hearts (the 
red kind) floating above their heads after an initial 
romantic interaction that causes them to fall in love. 


This difference in how two Sims feel about each 
other is especially important in judging how interac- 
tions will work out. Keep in mind that, generally, 
your Sim’s relationship numbers impact whether the 
interaction is available at all, while the receiving Sim’s 
relationship numbers impact whether the interaction is 
accepted. Success in interactions, therefore, has 
nothing to do with the numbers for your Sim. 


Dally us. Llletime 
Relationship scores 

There are actually two distinct but related Relation- 
ship scores for every Sim: Daily Relationship and 
Lifetime Relationship. 
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Daily Relationship is a much more volatile number 
that represents recent history between your Sim 
and the other Sim. Daily is dramatically impacted by 
social interactions and by long periods of separation 
(see “Decay and Normalization,” below). 

Lifetime Relationship is a more stable figure that 
represents the entire course of two Sims’ interactions. 
Unlike Daily Relationship, Lifetime isn’t directly 
impacted by all social interactions: when it is, the 
change is only about one to three points. 

The distinction between Daily and Lifetime is 
important because relationship types are based upon 
one or the other. For example. Friendship reguires an 
easier-to-achieve high Daily Relationship score while 
Best Friends demands a more difficult high Lifetime 
Relationship score. Even the most Outgoing Sim 
would have a hard time making a Best Friend in a 
single encounter but should be able to make a Friend 
in about 4-5 Sim hours (less for Outgoing). 

Not only does the Daily vs. Lifetime distinction 
make the more intense relationships harder to achieve, 
but it also makes the more superficial ones more likely 
to disappear. Relationships based on Daily 
can’t withstand much neglect; a few 
1 days is usually enough to drop a 
borderline relationship’s score below 
the relationship’s threshold. 

Finally, the distinction matters 
because availability and accept- 
ance of social interactions often 
I depends on one or both kinds of 
Relationship scores. Because high 
I Daily Relationship can come 
I pretty guickly and a high Lifetime 
score takes a while to 
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achieve, interactions dependent on a high Lifetime 
aren’t immediately available. What’s more, once avail- 
able, they won’t be accepted until the Lifetime score 
rises high enough. 

Decay and Normalization 
01 Relationship scores 

When two Sims aren’t interacting, their relationship is 
still changing. Some changes are positive and some 
are negative but they are driven by two forces: decay 
and normalization. 



Whefher H's by decay or normalizafion or, for fhai 
matter, negative or rejected interactions, when 
one side of a reciprocal relationship (Friends, 

Best Friends, or Enemies) falls below its minimum 
Relationship score (e.g.. Friends must be above 
50 Daily), the relationship disappears for BOTH 
Sims. Thus, it's impossible that such a relationship 
can exist with one Sim but not the other. 

- - -T 


Decay 

Relationship decay affects Daily Relationship, 
changing it by two points per day (at 4 p.m.) until it 
reaches zero. Thus, a positive relationship declines by 
two points per day until it reaches zero and a nega- 
tive relationship improves by two points per day until 
it reaches zero. 

Keep relationships 
steady with 
an occasional 
phone call. 
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A regular phone call can keep a relationship, at the 
very least, steady by providing more positive Daily 
Relationship points than decay takes away. An 
hour's worth of interaction every five days is 
enough to maintain a relationship. 

Decay can only be overcome by daily interaction 
(of more than two points, obviously). 

Keep in mind that decay directly affects only 
Daily Relationship. Lifetime Relationship scores are 
indirectly impacted by decay through a process 
called “normalization.” 



Decay and normalization occur between household 
Sims and all their relationships (both ways), and 
between all non-household Sims simultaneously 
visiting the lot. They do not, however, occur 
between two non-household Sims when one of 
them is on the lot and the other isn't. 

For example, if X and her spouse Y are visiting 
A and B's lot, decay and normalization are occur- 
ring between A and B, A/B and Y, A/B and X, 
and X and Y. If Y leaves the lot or X visits alone, 
NO DECAY AND NORMALIZATION takes place between 
X and Y. 


Normalization 

Normalization is the tendency of Daily and Lifetime to 
slowly converge until they’re egual. Every eight game 
hours, Lifetime Relationship score changes by three 
points toward the Daily score. Thus, if Daily is higher. 
Lifetime increases by three and, if it’s lower. Lifetime 
decreases by three. When the two numbers meet, 
normalization stops. 

This change is in addition to the Daily decay of 
minus two per day. 


It’s because of normalization that a single 
bad day won’t severely damage a strong Lifetime 
relationship. Allow it to stay low, however, and it 
will eventually drag Lifetime down. Likewise, a series 
of really good days will gradually pull Lifetime up; 
this is how serious relationships are built. 

An Enampie 

^ Sim A has a Daily/Lifetime score toward Sim B 
of 60/55. 

^ Sim A and Sim B have a fight. Daily drops to 46. 

^ Every eight hours. Lifetime drops by three points. 

In 24 game hours, therefore, both scores will be 46. 
^ After 24 hours, however. Daily decays by two 
points, lowering it to 44. 

^ Due to normalization, these numbers level off at 
44 eight hours later. 

^ With no further interaction, both scores will drop 
by two points a day until they reach zero (in this 
case 22 days). 

notey > 

To give you a sense of whaf H fakes fo creafe a Love 
relafionship, consider fhaf if will fake Lifefime rela- 
fionship eighf days fo reach 70 fhrough fhe acfion 
of normalizafion alone. Inferacfions fhaf direcfly 
feed Lifefime relafionship accelerafe fhis advance, 
buf fhe lesson sfands fasf: Love fakes fime. 

Tupes of Relationships 

Several different kinds of relationships can exist 
between two Sims. 

Relationship types impact several things; 

^ How Sims autonomously react to one another. 

^ What interactions are available. 

^ The number of friends a Sim has is a reguirement 
for many career promotions. 

^ Several Wants/Eears are triggered and 
by the existence of relationship types. 
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Family 

Family relationships are established in the 
Create-A-Family system or through marriage/joining 
and childbirth/adoption. 



The full extent of 
family relation- 
ships is shown in 
the family tree. 


A Sim will recognize as family any Sim to which 
she’s related by blood or by direct marriage/joining. 

In other words, spouses will be family to each other 
but the spouse-by-marriage won’t be family to anyone 
in her husband’s family except her own offspring. 


■ 

The blood relationship requirement has a potential 
side effect. If they're appropriate ages (both teen, 
both adult, or one elder one adult), an uncle/aunt 
and a niece/nephew could interact romantically. 
What will the family say!? 




Score-Based Relationships 

All other relationships are a function of Relationship 
score. Many require other factors or actions, but 
all share a reliance on Daily and/or Lifetime Relation- 
ship score. 
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Enemy 

^ Who: Child/teen/adult/elder 
^ Relationship Score Threshold: -50 Daily or Lifetime 
for both 

^ Reciprocal: No 
^ Required Interaction: None 
^ Break Requirement: Both Daily and Lifetime rise 
above -50 for both 

Friend 

^ Who: Toddler/child/teen/adult/elder 
^ Relationship Score Threshold: Daily 50 or above 
^ Reciprocal: Yes 
^ Required Interaction: None 
^ Break Requirement: Daily drops below 50 

Best Friend 

^ Who: Toddler/child/teen/adult/elder 
^ Relationship Score Threshold: Lifetime 50 or above 
^ Reciprocal: Yes 
^ Required Interaction: None 
^ Break Requirement: Lifetime drops below 50 
for both 

crush 

^ Who: Teen/adult/elder 

^ Relationship Score Threshold: Daily 70 or above 
^ Reciprocal: No 

^ Required Interaction: Romantic interaction 
^ Break Requirement: Daily falls below 70 and a 
there’s a direct Daily Relationship score loss from 
the other Sim 

GO Steady 

^ Who: Teen 

^ Relationship Score Threshold: None 
^ Reciprocal: Must be accepted 
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^ Required Interaction: Crush must exist, Propose > 
Go Steady must be done and accepted 
^ Break Requirement: Break Up interaction 

Loue 



^ Who: Teen/aduU/elder 

^ Relationship Score Threshold: Lifetime above 70 
^ Reciprocal: No 

^ Required Interaction: Romantic interaction 
^ Break Requirement: Lifetime falls below 70 and 
there’s a direct Lifetime Relationship score loss 
from the other Sim 

Engaged 

^ Who: Adult/elder 
^ Relationship Score Threshold: None 
^ Reciprocal: Must be accepted 
^ Required Interaction: Propose > Engagement must 
be done and accepted 
^ Break Requirement: Break Up interaction 

Married/Joined 

^ Who: Adult/elder 
^ Relationship Score Threshold: None 
^ Reciprocal: Must be accepted 
^ Required Interaction: Engaged must already exist 
and Propose > Marriage interaction must be done 
and accepted 

^ Break Requirement: Break Up Interaction 



Marriage can be 
achieved either 
directly on 
the other Sitn 
or via the 
special Wedding 
arch object. 


Romantic interactions 

Romantic interactions are socials that, if accepted, 
cause a Crush or Love to be born. If the appropriate 
Relationship score has reached the requisite threshold, 
doing one of these interactions seals the deal for 
both Sims (if their Daily or Lifetime scores are high 
enough), regardless of the other Sim’s gender. 

From a little flirt, 
a Crush is born. 



If you don’t want Love or a Crush to form, 
therefore, don’t do romantic interactions; they are 
the difference between an intense friendship and 
a love connection. 

Romantic interactions are: 


4 Caress 
^ Charm 

^ Goose (can set Love only because Crush is 
prerequisite) 

♦ Hit On 
^ Hold Hands 
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^ Leap into Arms (can set Love only 
because Crush 
is prerequisite) 

^ Make Out (can set Love only 
because Crush is prerequisite) 

^ Peck 

^ Romantic Hug 
^ Romantic Kiss 
^ Smooch (can set Love only 
because Crush is prerequisite) 

^ Squeeze (can set Love only 
because Crush is prerequisite) 

^ Suggestion 
^ Sweet Talk 
^ Tender Kiss 
^ Up Arm Kiss 

Crush and Love, unlike friend- 
ship, can be a one-way street. If 
your Sim has a Daily of 6o but the 
other Sim has a Daily of 48 and you 
perform Charm, your Sim will develop 
a Crush while the other will not. 

Opportunities 
to Interact 

There are many, many ways to meet 
Sims and maintain relationships. 

Household Sims 

It’s very important to maintain relationships with 
members of the household; they’re almost always 
around, and you can see both sides of the interac- 
tions. This means you can strategically choose 
interactions you know will be accepted and will 
benefit both sides. 


Keep tilings 
friendly in the 
family, if for 
no other reason, 
to keep up the 
Social Need. 


Note, however, that friendships with house- 
hold Sims do not count toward friends needed 
tor career promotions. Only friendships with Sims 
outside the household matter for that purpose. 

On the upside, the external friendships of any 
family member count for all members. If John has 
two friends and his wife, Cindy, has three (with 
different Sims), then John has five for career promo- 
tion purposes. 

UlalHDys and DropDys 

Each day, four or more Sims (whom, if possible, your 
Sims don’t yet know) will stroll by the house, pause 
for a few game minutes (possibly reading your news- 
paper if you’ve left it out), and move on. If you greet 
these Sims, they’ll become visitors who’ll stay for 
as long as you meet their Needs or until you ask 
them to leave. 

Folks out on a 
Walk are always 
happy to be 
asked in. 


Qm) 


primagames.com 


-r" 


Protected by copyright. Unauthorized or uniawfui copying or downioading expressiy prohibited. 



"~ t nDle l — ^ 

Sloppy walkby Sims may rifle fhrough your 
garbage can while Grouchy Sims may kick if over. 

- - - ' - ' ■ ^ ) 

These will be Sims from the neighborhood or 
Sims called “Townies,” Sims who live just outside the 
neighborhood but who pop up around town. 

^ nolEy 

Townies are discussed in defail in Chapfer 15. 


Each day, a randomly chosen Sim with a 
relationship with one child, teen, adult, or elder in 
the household has a 15 percent chance of dropping 
by uninvited. 

Telephone, inulte 

You may, during “decent hours” (8 a.m.-i2 midnight) 
use the telephone to call any neighborhood Sim and 
invite him over. Whether he accepts depends on a 
rather complex set of issues, but it boils down to the 
other Sim’s Daily and Lifetime Relationships with your 
Sim and a random factor. In general, though, if it’s 
not during the other Sim’s work hours and not in the 
middle of the night, a Daily relationship above 20 and 
a Lifetime Relationship above 5 yields a guaranteed 
yes. It’s possible to get an acceptance below this 
level but it’s less likely. 


A telephone 
invitation is the 
sure Way to get a 
Sitn in the home 
for serious social- 
izing. Otherwise, 
you're leaving it 
to chance. 


Acceptance also depends on the other Sim’s work 
schedule: if he’s away from home, he can’t answer. 

<■ = < ^lKiti~) == ^ 

Sims can call other Sims only if they too have 
a telephone or if they are Townies. 

- ) 

Calling too late at night or too early in the 
morning (before 7 a.m.) or after 12 midnight will get 
you an automatic rejection, a surly response, and 
a reduction in Daily Relationship. 

If the invitation is accepted, the other Sim pops 
by and rings the bell about half a game hour later. 

There is a random chance (25 percent) the other 
Sim will ask to bring a friend along; your Sim has 
the option to allow the friend to come or not. If you 
reject the invitee’s friend, the invitee still comes. 

Adults and elders may also bring elders, adults, 
teens, or children but never toddlers or babies. 

There’s a 20 percent chance the companion will be 
the adult or elder’s spouse or fiance; if there’s no 
fiance or spouse, she may bring a child. 

If the visitor is a child, there’s a 20 percent 
chance he’ll bring a mutual friend; the friend with the 
best combined Relationship score with your Sim and 
the invitee. 

Elders, adults, and teens may invite children, 
teens, adults, or elders while children may invite only 
other children. Invited children may bring along an 
adult or elder. 

■ ^ IHIlfi ’ 

No walkbys or dropbys occur on fhe move in day. 
This day is for fhe welcome wagon (see below). 


Bring Friends Hnme 

Working Sims may randomly bring another Sim home 
from work (25 percent chance) and school-age Sims 
may take home a classmate. Such Sims don’t 
need to be greeted to make them visitors. \ 
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Telephone, TaiK 



Sitns stroll 
around the 
house socializing 
cordless style. 


Sims can call any Sims they know (who has a tele- 
phone) and talk without inviting them over. 


MiB 


\ 


Because phones are cordless, Sims wander around 
the house while they yammer on the phone. 


This conversation satisfies the Social Need and 
adds to Daily Relationship. The conversation goes 
on just like a Talk interaction, with Sims handing the 
speaking role back and forth and deciding whether to 
continue based on their interest in the other Sim’s 
chosen topic. 

Non-household Sims also call your Sims to talk. If 
the Sim they’re calling for doesn’t answer, they’ll ask 
if another Sim is available. 


Chatting on computer 

Sims can use the computer to Chat with other Sims 
that they may or may not know. 

Chatting on computer offers Sims Social and can 
randomly result in the other Sim being invited over. 
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A Sitn never has 
to have anyone 
over or leave the 
house to keep up 
their Social Need 
That can be done 
by computer but 
that, by itself, 
Won't build 
relationships. 


" ( nols / 

Children may Chat only with other children. 



E-Mail 

Sending and receiving e-mail can gain your Sim 
either Social or Daily Relationship boosts. Sims may 
send e-mail to any Sim they know (except household 
members) who also has a computer. Sent e-mail 
causes a rise in Daily for both Sims. 

Sims may also randomly receive e-mail and 
gets a bit of Social multiplied by the number of 
incoming messages. 

cnmmunity Lots 

Community Lots are social target-rich environments. 
They are typically full of neighborhood and Townie 
Sims with whom your Sim may interact. Sims starved 
for Social can have it for the price of a cab ride to 
a Community Lot. 

Community Lots 
are great places 
to add lots of 
Sims to the rela- 
tionship panel. 
Then your Sim 
can call his new 
acquaintance when 
he returns home. 
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See Chapter i6 for more on Community Lots. 


Talhing to the Help 


Chatting with 
the Maid can 
lead heaven 
knows where. 



Sims can meet and socialize with the Sims who 
provide services. Maids, Newspaper Delivery, Police, 
Burglars, Firefighters, Nannies, Gardeners, etc. can 
also become friends if you take the time to introduce 
your Sims to them. Keep things going well and you 
can even marry them. 

The welcome wagon 

On a family’s first day on a new lot, three visitors 
(neighbors or Townies) drop by at noon. This 
welcome wagon is made up of Sims with no relation- 
ship to anyone in the household. Neighbor Sims will 
likely come from the closest nearby lot. 

To get you 
started, a trio 
of neighbors 
drops by on a 
Sim family's first 
day in a house. 



The welcome wagon visitors must be greeted 
within 50 minutes or they’ll leave. 


If the household is a single adult or elder Sim, the 
welcome wagon will consist of two non-related Sims 
of the opposite gender and one of the same gender. 

If the household has more than one member, 
the visitors are more likely to be pulled from the 
same household. 

The social Bunng 


Even if interac- 
tions with the 
Social Bunny 
are on the ugly 
side, they ARE 
increasing 
this Sim's 
Social Need. 



The Social Bunny is the last resort of the lonely Sim. 
When Social Need bottoms out, the Social Bunny 
appears, visible only to the lonely Sim. The desperate 
Sim gets Social while the Bunny is on the lot and 
may perform almost any interaction (except romantic 
ones) with the Bunny to raise her Social Need faster. 
Once Social is restored above zero, the Bunny 
disappears as mysteriously as it arrived. 

More on the Social Bunny can be found in 
Chapter 13. 

Social interaction 
mechanics 

Social interactions (mostly all) follow a basic pattern. 
Each interaction involves two Sims: the Sim who 
initiated (“Sim A”) and the Sim who is receiving the 
interaction (“Sim B”). 
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In any interaction, 
the Sitn you 
control is Sitn A 
and the Sitn on 
whom you click 
for the interaction 
is Sim B. 


When A dicks on B, the only interactions that 
appear are the ones that are “available.” Availability 
depends entirely on Sim A’s characteristics and his 
relationship with B and whether A and B’s age groups 
are permissible for the interaction (e.g., no romantic 
interactions with children). In other words, whether 
A can do an interaction has absolutely nothing to 
do with how B will react to it. Availability normally 
involves a specified range of Daily and/or Lifetime 
Relationship scores of A toward B and perhaps 
some other factors (whether A is in love with B 
or if B is family). 

■ V LJD'ie ) ' ' 

In facf, H's quHe likely fhaf inferacfions will be 
available BEFORE fhere's a chance of fhem being 
accepted. Don't be too hasty about trying out 
shiny new interactions unless you crave rejection. 


Once Sim A executes the interaction, B may either 
accept or reject it. This decision is based entirely 
(with a few small exceptions) on Sim B’s characteris- 
tics and relationship toward A. Acceptance factors can 
be B’s Daily and/or Lifetime relationship. Personality 
levels. Mood, or skills. 



Because you most often won't know the values 
of Sim B's relationship toward your Sim, using 
successful interactions is a matter of trial and 
error. A few strategically chosen interactions can 
narrow down the range and allow you to make 
informed decisions. 

When dealing with Sims in the same household, 
on the other hand, you can always switch to the 
other Sim to see everything you need to know 
about whether they'll accept. 
) 

Whether B accepts dictates what happens next. 
Each interaction has different outcomes for each Sim 
depending on whether B accepted or rejected. These 
outcomes are most often changes to Daily Relation- 
ship and Social Need but can also directly change 
Lifetime Relationship (but usually only by a few 
points). Other outcomes can include the creation 
of a Crush or Love relationship. 


Uisitor Behauior 

When a Sim is invited into your Sims’ home, she 
becomes a visitor. This role precisely defines what 
she can and cannot do on your lot. 



A non-household 
Sitn becomes 
a visitor when 
greeted by 
a resident. 
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Initial Heeds 

Visitors arrive with their Needs set within a defined 
range. Crucial to their happy and lengthy stay is your 
ability to provide opportunities for them to fulfill 
these Needs. When they arrive, their Needs are 
randomly set within the ranges below: 

^ Energy: loo ^ Bladder: 15-85 

^ Comfort: 50 ^ Social: -25-50 

^ Hunger: 25-50 ^ Fun: 10-40 

^ Hygiene: 20-80 

Ulsitor Dos and Don’ts 

♦ 

♦ 

♦ 

♦ 

♦ 

♦ 

♦ 

♦ 




^ Visitors DO autonomously socialize when 
they arrive. 

^ Visitors DON’T reject Join reguests when they 
first arrive. 


Ulsitor Need satlslactlon 


Visitors DO NOT do anything that spends your 
Sims’ money. 

Visitors DO NOT clean. 

Visitors DO attempt to fulfill their Fun, 

Social, Hunger, Comfort, and Bladder. 

Visitors DO leave if any Need falls 
below -60. 

Visitors DO leave in three hours 
if there’s no functioning way 
to feed their Fun, Bladder, 

Social, and Comfort. 

Visitors DO stay for at 
least seven hours if 
you have functioning 
objects to feed their 
Fun, Bladder, Social, 
and Comfort. 

Visitors DO leave at 
2 a.m. unless they’ve 
been invited to stay 
the night. 

Visitors DO leave in 
three hours if there’s 
no food. 


Protected 


Ample food, 
switched on 
sources of Fun, 
someone to talk 
to, a Working 
bathroom, and a 
place to sit are 
all necessary to 
keep visitors 
around for the 
long haul. 


Visitors will be forced to leave if any of their Needs 
drop too low (below -60). You must, therefore, 
provide facilities to permit them 
to satisfy these Needs autonomously. 
The problem is, they can’t freely use 
all objects in your Sims’ home. Working 
around these limitations is the key to 
successful hosting of visitors. 




Just because you provide the means for visitors to 
fill their Needs doesn't mean they can use them. If, 
for example, a visitor Need is near minimum and 
another Sim is blocking or using the only available 
object, he has no choice but to leave. This happens 
most often when there aren't enough places to sit. 


Visitors may not turn on Fun objects but may freely 
use them autonomously. For example, they can 
watch a TV that’s already on and can even change 
the channel, but they can’t turn it on themselves. 
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They may Join joinable objects but only if another 
Sim (resident or another visitor) is already using it. 

When visitors come, be sure that stereos and TVs 
are switched on. 

Hunger 

Visitors can’t use the refrigerator but will partake of 
served meals Just as a resident would. They’ll even 
clean up after themselves after they’ve eaten if 
they’re Neat. 

Keep fresh food out and available by Serving a 
meal. If any visitors exhibit Hunger distress thought 
bubbles, whip up some more guick. 

> 

Visitors can't repair or clean anything in the house, 
though they will put their own dish in the dish- 
washer or sink if they're Neat. 

3 

Energy 

Energy is the most difficult Need for visitors. They 
can’t use sofas or beds to replenish Energy, so they 
won’t be allowed to sleep. 


Caffeine is the 
only Way visitors 
get Energy. 


The only way to give your visitors Energy is to 
own an espresso machine and have a resident Sim 
occasionally Serve espresso. This leaves two cups of 
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hot caffeinated brew out and available to visitors: be 
ready for a bathroom stampede! 

A visitor can be invited to Stay the Night (from 
the Propose menu). If she accepts (her Daily toward 
your Sim is greater than 45 and Lifetime is greater 
than 25 and her Mood is also above 25), she 
becomes able to sleep, nap, or lounge on beds, 
sofas, recliners until she leaves the next day. 

comfort 

Visitors may sit in any chairs or sofas to replenish their 
Comfort Needs. They may not, however, use beds. 
Have plenty of easily accessible chairs. 

social 

Don’t ignore your guests; they’ve come to satisfy their 
Social Needs too. Interacting with household Sims and 
other visitors allows them to keep this Need fulfilled. 

Hggiene 

Visitors can’t use sinks, tubs, or showers to fulfill 
Hygiene. There’s nothing you can do to help them here. 

Visitors invited to Stay the Night can use these 
objects to replenish their Hygiene. 

Bladder 

Visitors may freely use toilets to satisfy their 
Bladder Needs. 

Make sure bathrooms are accessible when visitors 
are on the lot. If they can’t get to the bathroom, 
visitors won’t stay as long. 

Visitor Departure 

Visitors leave the lot for several reasons: 

^ If they haven’t been greeted in a reasonable 
amount of time. 

^ If any of their Needs drop too low. 

^ If it’s too late at night (2 a.m.). If asked to Stay 
the Night, however, they remain. Child guests are 
picked up by an adult/elder at 8 p.m. 

^ If asked to leave by any household Sim. 
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social interaction 
Directory 

There are two kinds of Sim-to-Sim interactions: basic 
and object-assisted. 

Basic interactions occur when a Sim interacts 
directly with another Sim. In other words, if both 
Sims are standing and you dick on the other Sim. 

Object-assisted interactions can be done only 
when both Sims are using the same specific object. 

For example, Cuddle may 
be performed only if both 
Sims are on the same bed 
or sofa. These interactions 
are listed in their own 
section below. 


f 

il 


JlDIg y ^ 

The inferac+ions below are mosfly organized by 
the menus in which They appear when you click 
on another Sim. If an interaction doesn't appear 
when you click on another Sim, it's because it's 
not available yet. Consult the directory for each 
interaction's availability conditions. 

Toddler and baby interactions can appear under 
certain menus but also at the main menu level. 

For this reason, they're each listed in their own 
section though you never see menus titled 
"toddler" or "baby." 


nalB 


when an availability condition includes a number in 
parenthesis, this indicates differing availability for 
members of the same household or blood relatives 
(outside parenthesis) on one side and 
everyone else (in the paren 


thesis) on the other side. 
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Social Interactions: Availability, Aotonomoos Personalities, and Social/Daily/Lifetime Effects 


AVAILABILITY AVAILABILITY 


AVAILABILITY 

LIFETIME 


AVAILABILITY 

LIFETIME 


Ldve dr 


ADTDNQMQUS 


Interactidr 

MENU A TD B above 

A TO B BELOW 

ANO/DR 

A TD B ABOVE 

A TO B BELOW 

Crush 

Gd Steady 

PERSONALITY 

USER Directed 

Admire 

Appreciate 

D 

IDO 

And 

0 

100 

— 

— 

Outgoing 

Yes 

Annoy 

Irritate 

-45 

-1 

Dr 

-3D 

-1 

— 

— 

Mean 

Yes 

Apalngize 

Appreciate 

-lOD 

-2D 

And 

-IDO 

100 

— 

— 

Nice 

Yes 

Argue 

Irritate 

-IBB 

IDO 

Dr 

-IDD (15) 

IDD 

— 

— 

Mean 

Yes 

Ask to Go Out 

Teen 

-lOD 

IDD 

Dr 

-IDO 

100 

— 

— 

Not Autonomous 

Yes 

Ask to Leave 

Ask ta Leave 

-IBB 

IDO 

Dr 

-IDD 

IDD 

— 

— 

Not Autonomous 

Yes 

Ask to Teach/ 
be Taught 

Ask to Teach 

-100 

-100 

Dr 

-IDO 

100 

— 

— 

Not Autonomaus 

Yes 

Attack 

Eight 

-IDO 

-G5 

Dr 

-IDD 

-G5 

— 

— 

Active 

Yes 

Attentian 

Ask Far 

-100 (0) 

IDO 

And 

-IDO (0) 

100 

— 

— 

Active 

Yes 

Backrub 

Appreciate 

4D 

IDD 

And 

15 

IDD 

— 

— 

Playful 

Yes 

Brag 

Talk 

0 

50 

Dr 

ID 

50 

— 

— 

Outgoing 

Yes 

Break Up 

Break Up 

-IDO 

45 

And 

-IDD 

45 

— 

— 

Not Autonomous 

Yes 

Call Over 

Call Over 

-100 

IDD 

Dr 

-IDD 

100 

— 

— 

Not AutDoomnus 

Yes 

Caress 

Elirt 

B5 

IDD 

And 

40 

IDD 

Sets 

Sets 

Playful 

Yes 

Change Diaper 

Ask Far 

-100 (0) 

IDD 

Dr 

-IDO (0) 

100 

— 

— 

Nice 

Yes 

Change Diaper 

Social baby 

-IDO (2D) 

IDD 

And 

-IDD (ID) 

IDD 

— 

— 

Active 

Yes 

Change Diaper 

Social toddler 

-IDD (20) 

IDD 

And 

-IDD (ID) 

100 

— 

— 

Neat 

Yes 

Charm 

Elirt 

15 

7D 

And 

5 

7D 

Sets 

Sets 

Nice 

Yes 

Chat 

Talk 

-100 

IDD 

Dr 

-100 

100 

— 

— 

None 

Yes 

Cheer Up 

Appreciate 

20 

IDD 

And 

20 

IDD 

— 

— 

Nice 

Yes 

Congratulate About 

Memory 

25 

IDD 

Dr 

25 

100 

— 

— 

Serious 

Nd 

Console 

Memory 

5D 

IDD 

And 

35 

IDD 

— 

— 

Nice 

No 

Cops and Robbers 

Play 

0 

IDO 

Dr 

ID 

100 

— 

— 

Playful 

Yes 

Coddle 

Bed 

35 

IDD 

And 

25 

IDD 

Sets 

Sets 

Not Autonomous 

Yes 

Cuddle 

Hot Tub 

35 

IDO 

And 

25 

100 

Sets 

Sets 

Not Autonomnus 

Yes 

Coddle 

Love Tub 

-5 

IDD 

And 

-15 

IDD 

Sets 

Sets 

Not Autcnomous 

Yes 

Cuddle 

Sofa 

35 

IDO 

And 

25 

100 

Sets 

Sets 

Not Autonomnus 

Yes 

Coddle Beby 

Social baby 

-lOD (0) 

IDD 

And 

-IDD (D) 

IDD 

— 

— 

Nice 

Yes 

Dance Together 

Daooe 

-10 

IDD 

Dr 

-ID 

100 

— 

— 

Outgoing 

Yes 

Dirty Joke 

Entertain 

55 

IDD 

And 

35 

IDD 

— 

— 

Playful 

Yes 

Encourage Encourage 
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-100 

IDD 

Dr 

-100 

100 



Not Autonomnus 

Yes 


-r" 
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AUTDNDMDUS 

If Accept. 
AS SaciAt 

If accept. 
As DAItV 

If Accept. 
As Lifetime 

If accept, 
B'S SOCIAL 

IE ACCEPT, 
B'S DAILY 

If Accept. 
B’S Lifetime 

If Reject, 
AS Social 

If Reject, 
As DAILY 

If Reject, 
As Lifetime 

IE Reject. 
B’S Social 

IF Reject. 
B’S Daily 

If Reject, 
B’S Lifetime 

Yes 

IQ 

5 

1 

22 

4 

2 

Q 

-ID 

-1 

D 

-7 

-2 

Yes 

D 

D 

D 

D 

D 

D 

4 

-4 

-1 

-3 

-ID 

-1 

Yes 

IB 

ID 

D 

IG 

ID 

Q 

0 

D 

D 

D 

D 

D 

Yes 

IB 

-7 

-2 

D 

-3 

-2 

4 

-G 

-1 

-2 

-4 

-1 

Nd 

IQ 

8 

D 

IG 

ID 

D 

0 

-8 

-1 

D 

-2 

D 

No 

D 

D 

D 

D 

D 

D 

D 

D 

D 

D 

D 

D 

Nd 

14 

G 

D 

2D 

13 

0 

-4 

-4 

D 

-4 

-4 

D 

Yes 

24 

-7 

-ID 

-8 

-II 

-ID 

-8 

-II 

-ID 

24 

-7 

-ID 

Yes 

14 

5 

D 

2D 

13 

0 

-4 

-4 

D 

-4 

-4 

D 

Yes 

14 

4 

2 

2D 

B 

3 

D 

-7 

-2 

D 

-ID 

-3 

Yes 

14 

G 

D 

2D 

4 

D 

0 

-5 

D 

D 

-5 

D 

No 

D 

-2D 

-2D 

D 

-5D 

-3D 

D 

D 

D 

D 

D 

D 

Nd 

Q 

D 

D 

D 

D 

D 

0 

D 

D 

D 

0 

D 

Yes 

22 

ID 

2 

24 

II 

2 

-5 

-ID 

-3 

-3 

-ID 

-2 

Yes 

14 

G 

D 

2D 

13 

0 

-4 

-4 

D 

-4 

-4 

D 

Yes 

14 

G 

D 

2D 

13 

D 

D 

D 

D 

D 

D 

D 

Yes 

14 

G 

D 

2D 

13 

0 

-4 

-4 

D 

-4 

-4 

D 

Yes 

14 

4 

1 

IG 

5 

1 

D 

-4 

-1 

D 

-G 

D 

Yes 

VErisblE 

VariablE 

Variable 

VariablE 

VariablE 

VariablE 

VariablE 

VariablE 

VariablE 

VariablE 

VariablE 

Variable 

Yes 

IB 

G 

1 

3D 

8 

2 

D 

-ID 

-1 

D 

-5 

-1 

Yes 

8 

5 

1 

a 

5 

1 

0 

D 

D 

D 

D 

D 

Yes 

8 

5 

1 

8 

5 

1 

D 

D 

D 

D 

D 

D 

Yes 

24 

G 

D 

24 

G 

0 

Q 

-5 

D 

D 

-5 

D 

No 

2D 

G 

2 

2D 

ID 

2 

D 

-ID 

-3 

D 

-ID 

-2 

Nd 

2D 

G 

2 

2D 

ID 

2 

0 

-ID 

-3 

D 

-ID 

-2 

No 

2D 

G 

2 

2D 

ID 

2 

D 

-ID 

-3 

D 

-ID 

-2 

Nd 

2D 

G 

2 

2D 

ID 

2 

0 

-ID 

-3 

D 

-ID 

-2 

Yes 

2D 

4 

1 

4D 

4 

1 

D 

D 

D 

D 

D 

D 

Yes 

ID 

G 

D 

ID 

a 

0 

-2 

-3 

D 

-2 

-2 

D 

Yes 

18 

G 

1 

2D 

B 

1 

4 

-8 

-2 

D 

-12 

-1 

Nd 

14 

G 

D 

2D 

13 

0 

-4 

-4 

D 

-4 

-4 

D 
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PRIMA OFFICIAL GAME GUIDE 


Social Interactions: Availability, Aotonomoos Personalities, and Social/Daily/Lifetime Effects continued 


INTERACTIDN 

MENU 

AVAItABILITV 

Daily 

A ID B ABOVE 

AvAitABitny 

Daily 

A ID B Below 

And/Dr 

AVAILABILITY 
LIEETIME 
A TO B ABOVE 

Availability 

LIEETIME 

A TO B Below crusb 

Love or 
G o STEAOY 

AUTONOMOUS 

Personality User Directeo 

EngagEment 

Propose 

75 

IDD 

And 

7D 

IDD 

— 

Required 

Not Autonomous 

Yes 

Family Kiss 

Kiss 

-IDD 

IDD 

And 

D 

IDD 

Not allowed 

Not allowad 

Nica 

Yes 

Family Kiss 

Social toddler 

-5Q (-) 

IDD 

And 

D(-) 

IDD 

Not allowed 

Not allowad 

Nice 

Yes 

First Kiss 

Kiss 

5D 

IDD 

And 

25 

IDD 

Sets 

Sets 

Not Autonomous 

Yes 

FdbcI 

Ask For 

-IDD (0) 

IDD 

Dr 

-IDD (D) 

IDD 

— 

— 

Activa 

Yes 

Friendly Hug 

Hug 

ID 

IDD 

Dr 

ID 

IDD 

— 

— 

Serious 

Yes 

Gd Staady 

ProposE 

7D 

IDD 

And 

25 

IDD 

Ragoirad 

— 

Not Autonomous 

Yes 

Gddse 

Flirt 

75 

IDD 

And 

55 

IDD 

Ragoirad 

Sets 

Playful 

Yes 

Gossip 

Talk 

3D 

IDD 

Dr 

35 

IDD 

— 

— 

Mean 

Yes 

Groom 

Appreciate 

5D 

IDD 

And 

25 

IDD 

— 

— 

Neat 

Yes 

Gross Dot 

Irritate 

-IDD 

-5 

Dr 

-IDD 

-5 

— 

— 

Sloppy 

Yes 

Hit Dn 

Flirt 

45 

8D 

And 

25 

8D 

Sets 

Sets 

Mean 

Yes 

Hold Hands 

Flirt 

55 

IDD 

And 

3D 

IDD 

Sets 

Sets 

Nice 

Yes 

Insult 

Irritate 

-GD 

-5 

Dr 

-45 

-5 

— 

— 

Mean 

Yes 

Joke 

Entertain 

-ID 

IDD 

Dr 

-5 

IDD 

— 

— 

Playful 

Yes 

Feap into Arms 

Hug 

55 

IDD 

And 

LTD 

IDD 

Raguirad 

Sets 

Active 

Yes 

Maka Out 

Bed 

8D 

IDD 

And 

5D 

IDD 

Ragoirad 

Sets 

Not Autonomous 

Yes 

Maka Out 

Hot Tub 

8D 

IDD 

And 

5D 

IDD 

Ragoirad 

Sets 

Not Autonomous 

Yes 

Maka Out 

Fova Tub 

4D 

IDD 

And 

2D 

IDD 

Ragoirad 

Sets 

Not Autonomous 

Yes 

Maka Out 

Sofa 

8D 

IDD 

And 

5D 

IDD 

Ragoirad 

Sets 

Not Autonomous 

Yes 

Maka Out 

Kiss 

8D 

IDD 

And 

5D 

IDD 

Ragoirad 

Sets 

Dotgoing 

Yes 

Marriaga (Join) 

Propose 

75 

IDD 

And 

7D 

IDD 

— 

Required 

Not Autonomous 

Yes 

Mary Mack 

Play 

15 

IDD 

Dr 

15 

IDD 

— 

— 

Lazy 

Yes 

Massaga 

Hot Tub 

55 

IDD 

And 

3D 

IDD 

— 

— 

Not Autonomous 

Yes 

Massaga 

Fova Tub 

15 

IDD 

And 

D 

IDD 

— 

— 

Not Autonomous 

Yes 

Move In 

Propose 

GD 

IDD 

And 

45 

IDD 

— 

— 

Not Autonomous 

Yes 

Nag 

Irritate 

-IDD 

IDD 

And 

25 

IDD 

— 

— 

Dotgoing 

Yes 

Nnogie 

Irritate 

-25 

5D 

And 

-ID 

5D 

— 

— 

Playful 

Yes 

Peck 

Hot Tub 

4D 

IDD 

And 

2D 

IDD 

Sets 

Sats 

Not Autonomous 

Yes 

Peck 

Fova Tub 

D 

IDD 

And 

-15 

IDD 

Sets 

Sets 

Not Autonomous 

Yes 

Peck 

Sofa 

4D 

IDD 

And 

2D 

IDD 

Sets 

Sets 

Not Autonomous 

Yes 

Peck 

Kiss 

4D 

IDD 

And 

2D 

IDD 

Sets 

Sets 

Nica 

Yes 
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AUTDNDMDUS 

If Accept. 
AS SaciAt 

If accept. 
As DAItV 

If Accept. 
AS Lifetime 

If accept, 
B'S SOCIAL 

IE ACCEPT, 
B'S BAILY 

If Accept. 
B’S Lifetime 

If Reject, 
AS Social 

If Reject, 
As DAILY 

If Reject, 
As Lifetime 

IE Reject. 
B’S Social 

IF Reject. 
B’S Daily 

If Reject, 
B’S Lifetime 

No 

IDD 

B 

3 

IDD 

3 

3 

-33 

-15 

-5 

-4 

-8 

-4 

Yes 

18 

5 

1 

ZD 

B 



D 

-4 

3 

3 

-5 

D 

Yes 

18 

5 

1 

ZD 

B 



D 

-4 

3 

3 

-5 

D 

Nd 

7D 

15 

3 

73 

13 

Z 

D 

-15 

-5 

D 

-13 

-3 

Yes 

14 

B 

D 

ZD 

13 



-4 

-4 

3 

-4 

-4 

D 

Yes 

IB 

5 

1 

IB 

B 



D 

-5 

-1 

D 

-5 

-1 

No 

3D 

B 

3 

33 

3 

3 

-4 

-13 

-5 

-4 

-4 

-4 

Yes 

ZD 

II 

1 

14 

ID 



-Z 

-3 

-Z 

-B 

-II 

-3 

Yes 

Z4 

3 

D 

Z4 

3 



D 

-7 

3 

D 

-B 

D 

Yes 

4 

3 

D 

4 

3 

3 

D 

D 

3 

D 

D 

D 

Yes 

Z4 

B 

D 

Z4 

B 



B 

-5 

3 

-4 

-5 

D 

Yes 

18 

8 

1 

14 

3 



4 

-8 

-1 

D 

-13 

-Z 

Yes 

ZD 

3 

1 

ZD 

ID 



-4 

-3 

-Z 

-3 

-8 

-Z 

Yes 

IB 

-8 

-1 

-7 

-14 

- 


13 

-13 

-1 

-7 

-14 

-Z 

Yes 

14 

4 

D 

14 

4 



D 

-4 

3 

D 

-4 

D 

Yes 

ZD 

II 

Z 

IB 

13 

Z 

D 

-15 

-4 

D 

-13 

-Z 

No 

3D 

13 

4 

3D 

13 

4 

8 

-15 

-4 

D 

-15 

-4 

No 

3D 

13 

4 

3D 

13 

4 

8 

-15 

-4 

D 

-15 

-4 

No 

3D 

13 

4 

3D 

13 

4 

8 

-15 

-4 

D 

-15 

-4 

No 

3D 

13 

4 

3D 

13 

4 

8 

-15 

-4 

D 

-15 

-4 

Yes 

3D 

13 

4 

3D 

13 

4 

8 

-15 

-4 

D 

-15 

-4 

No 

IDD 

B 

3 

IDD 

B 

3 

-IDD 

-IDD 

-85 

-5D 

-5D 

-ZD 

Yes 

3D 

8 

D 

3D 

8 



D 

-B 

3 

D 

-7 

D 

No 

14 

4 

Z 

ZD 

B 

3 

D 

-7 

-Z 

D 

-13 

-3 

No 

14 

4 

Z 

ZD 

B 

3 

D 

-7 

-Z 

D 

-13 

-3 

No 

4D 

B 

3 

4D 

B 

3 

-4 

-13 

-5 

-4 

-4 

-4 

Yes 

D 

D 

D 

D 

3 



B 

-4 

3 

-8 

-8 

-1 

Yes 

14 

B 

1 

B 

-5 



D 

D 

3 

D 

D 

D 

No 

14 

8 

1 

14 

8 



8 

-B 

-1 

D 

-B 

-1 

No 

14 

8 

1 

14 

8 



8 

-B 

-1 

D 

-B 

-1 

No 

14 

8 

1 

14 

8 



8 

-B 

-1 

D 

-B 

-1 

Yes 

14 

8 

1 

14 

8 



8 

-B 

-1 

D 

-B 

-1 
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PRIMA OFFICIAL GAME GUIDE 


Social Interactions: Availability, Aotonomoos Personalities, and Social/Daily/Lifetime Effects continued 


INTERACTIDN 

MENU 

AVAItABILITV 

Daily 

A ID B ABOVE 

AvAitABitny 

Daily 

A ID B Below 

AND/DR 

AVAILABILITY 
llEETIME 
A TO B above 

Availability 

LlEETIME 
A TO B Below 

CRUSB 

Love or 
G o STEAOY 

AUTONOMOUS 

Personality 

User Directeb 

Play With 

Social baby 

-IBQ (D) 

IDD 

And 

-IDD (D) 

IDD 

— 

— 

Playful 

Yes 

Poke 

Fight 

-IBB 

-15 

Dr 

-IDD 

-2D 

— 

— 

Mean 

Yes 

Punch U Punch Me 

Play 

45 

IDD 

Dr 

35 

IDD 

— 

— 

Mean 

Yes 

Read Tn 

Ask For 

-5D (251 

IDD 

And 

-5D (151 

IDD 

— 

— 

SErious 

No 

Read Tn 

Social toddler 

-5D (251 

IDD 

And 

-5D (15) 

IDD 

— 

— 

Dotgoiog 

Yes 

Red Hands 

Play 

35 

IDD 

Dr 

25 

IDD 

— 

— 

Active 

Yes 

Romantic Kiss 

Sofa 

BD 

IDD 

And 

35 

IDD 

Sets 

Sets 

Not Autonomous 

Yes 

Romantic Hog 

Hog 

35 

IDD 

And 

25 

IDD 

Sets 

Sets 

Dotgoing 

Yes 

Romantic Kiss 

Kiss 

BD 

IDD 

And 

35 

IDD 

Sets 

Sets 

Dotgoing 

Yes 

Rob Belly 

Baby 

BD 

IDD 

Dr 

5D 

IDD 

— 

— 

Serinus 

Yes 

Saranade 

Flirt 

7D 

IDD 

And 

BD 

IDD 

Regoirad 

Required 

Dotgoing 

Yes 

Share loterasts 

Talk 

35 

IDD 

Dr 

2D 

IDD 

— 

— 

Not Autonomous 

Yes 

Shoo from Room 

Shoo 

-IBB 

IDD 

Dr 

-IDD 

IDD 

— 

— 

Not Autonomous 

Yes 

Shove 

Fight 

-IBB 

-25 

Dr 

-IDD 

-3D 

— 

— 

Dotgoiog 

Yes 

Slap 

Fight 

-IBB 

-4D 

Dr 

-IDD 

-4D 

— 

— 

Serious 

Yes 

Smooch 

Kiss 

7D 

IDD 

And 

4D 

IDD 

Ragoirad 

Sets 

Playful 

Yes 

Snoggle 

Social toddler 

-5D (-) 

IDD 

And 

D(-) 

IDD 

— 

— 

Nice 

Yes 

Snoggle 

Sofa 

35 

IDD 

Dr 

3D 

IDD 

Ragoirad 

Required 

Not Autonomous 

Yes 

Splash 

Hot Toh 

2D 

IDD 

Dr 

15 

IDD 

— 

— 

Not Autooomous 

Yes 

Splash 

Love Toh 

-2D 

IDD 

Dr 

-25 

IDD 

— 

— 

Not Autonomous 

Yes 

SqOEEZE 

Hog 

7D 

IDD 

And 

LTD 

LT3 

IDD 

Ragoirad 

Sets 

Playful 

Yes 

Stay the Night 

Propose 

55 

IDD 

And 

4D 

IDD 

— 

— 

Not Aotonomoos 

Yes 

Suggestian 

Flirt 

25 

7D 

And 

15 

7D 

Sets 

Sets 

Playful 

Yes 

Sweat Talk 

Flirt 

35 

BD 

And 

2D 

BD 

Sets 

Sets 

Dotgoiog 

Yes 

Tag 

Play 

-25 

IDD 

Dr 

5 

IDD 

— 

— 

Active 

Yes 

Talk To 

Social baby 

-IDD (-IDD) 

IDD 

And 

-IDD (-IDD) 

IDD 

— 

— 

Playful 

Yes 

Talk To 

Social toddler 

-5D (-5D) 

IDD 

And 

-5D (-5D) 

IDD 

— 

— 

Dotgoing 

Yes 

Talk to Bally 

Baby 

15 

IDD 

Dr 

25 

IDD 

— 

— 

Playful 

Yes 

Teach to Use Potty 

Social toddler 

-IDD (-) 

IDD 

And 

-IDD (-) 

IDD 

— 

— 

Not Autonomous 

Yes 

Teach to Talk 

Social toddler 

25 (-1 

IDD 

And 

I5(-) 

IDD 

— 

— 

Not Aotonomoos 

Yes 

Teach to Walk 

Social toddler 

25 (-) 

IDD 

And 

I5(-) 

IDD 

— 

— 

Not Autonomuus 

Yes 

Tease 

Memory 

-IDD 

ID 

Dr 

-IDD 

ID 

— 

— 

Mean 

No 
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AUTDNDMDUS 

If Accept. 
AS SaciAt 

If accept. 
As DAItV 

If Accept. 
As Lifetime 

IE accept, 
B'S SOCIAL 

IE ACCEPT, 
B'S DAILY 

IF Accept. 
B’S Lifetime 

If Reject, 
AS Social 

If Reject, 
As daily 

If Reject, 
As Lifetime 

IF Reject. 
B’S Social 

IF Reject. 
B’S Daily 

If Reject, 
B’S Lifetime 

Yes 

ZD 

4 

3 

Z 

Z5 

1 


D 

D 

D 

D 

D 

D 

Yes 

B 

D 

D 

-B 

-8 

-; 

1 

ID 

-8 

-Z 

ID 

-7 

-Z 

Yes 

Z8 

8 

D 

Z8 

8 

D 


D 

-5 

D 

D 

-5 

D 

Nd 

14 

B 

D 

ZD 

13 

D 


-4 

-4 

D 

-4 

-4 

D 

Yes 

14 

B 

Z 

ZD 

B 

3 

-4 

-4 

D 

-4 

-4 

D 

Yes 

Z4 

B 

D 

Z4 

B 

D 


D 

-7 

D 

D 

-5 

D 

No 

Z4 

IB 

3 

ZB 

IB 

3 

8 

-13 

-3 

D 

-13 

-4 

Yes 

ZD 

B 

Z 

ZD 

ID 

Z 

D 

-ID 

-3 

D 

-ID 

-Z 

Yes 

Z4 

IB 

3 

ZB 

IB 

3 

8 

-13 

-3 

D 

-13 

-4 

Yes 

ZD 

II 

3 

3Z 

13 

3 

-ID 

-IZ 

-3 

D 

-ID 

-3 

Yes 

Z8 

13 

Z 

3D 

15 

Z 

-B 

-IZ 

-3 

D 

-ID 

-3 

No 

B 

D 

D 

B 

D 

D 


-3 

-3 

D 

-3 

-3 

D 

No 

14 

B 

D 

ZD 

13 

D 


-4 

-4 

D 

-4 

-4 

D 

Yes 

8 

D 

D 

-8 

-D 

-1 

] 

ID 

-7 

-1 

14 

-8 

-3 

Yes 

ID 

D 

D 

-15 

-ID 

_l 

i 

14 

-5 

-3 

3D 

-7 

-3 

Yes 

ZZ 

13 

Z 

ZD 

II 

Z 

D 

-II 

-Z 

D 

-IZ 

-3 

Yes 

ZD 

B 

Z 

ZD 

ID 

Z 

D 

-ID 

-3 

D 

-ID 

-Z 

No 

Z4 

8 

Z 

Z4 

ID 

z 

D 

-ID 

-Z 

D 

-ID 

-Z 

No 

IZ 

5 

D 

14 

8 

D 


D 

-4 

D 

D 

-8 

-1 

No 

IZ 

5 

D 

14 

5 

D 


D 

-5 

D 

D 

-5 

D 

Yes 

ZD 

B 

Z 

ZD 

ID 

Z 

D 

-ID 

-Z 

D 

-ID 

-Z 

No 

14 

B 

D 

ZD 

13 

D 


-4 

-4 

D 

-4 

-4 

D 

Yes 

IB 

5 

1 

IB 

B 

1 


D 

-5 

-1 

D 

-7 

-1 

Yes 

18 

B 

1 

18 

8 

1 


D 

-7 

-1 

D 

-8 

-1 

Yes 

ZD 

B 

D 

ZD 

B 

D 


D 

-5 

D 

D 

-5 

D 

Yes 

IB 

5 

Z 

IB 

ID 

Z 

-5 

-Z 

-1 

5 

1 

Z 

Yes 

14 

B 

Z 

ZD 

B 

3 

-4 

-4 

D 

-4 

-4 

D 

Yes 

ZD 

B 

Z 

Z8 

8 

Z 

-ID 

-8 

-Z 

D 

-ID 

-3 

No 

D 

B 

D 

D 

13 

D 


D 

-4 

D 

D 

-4 

D 

No 

14 

B 

D 

ZD 

13 

D 


-4 

-4 

D 

-4 

-4 

D 

No 

14 

B 

D 

ZD 

13 

D 


-4 

-4 

D 

-4 

-4 

D 

Yes 

14 

B 

1 

ID 

B 

1 


-5 

-4 

-1 

4 

-ID 

-1 
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Social Interactions: Availability, Aotonomoos Personalities, and Social/Daily/Lifetime Effects continued 


INTERACTIDN 

MENU 

AVAILABILITY 

Daily 

A ID B ABOVE 

Availability 

Daily 

A TO B Below 

And/Dr 

AVAILABILITY 
LILETIME 
A TO B ABOVE 

Availability 

LILETIME 
A TO B BELOW 

CRUSH 

Love or 
Go STEADY 

AUTONOMOUS 

PERSONALITY 

User Directed 

TeII SeEret 

Talk 

GD 

IBB 

Dr 

BD 

IBB 

— 

— 

Mean 

Yes 

TfindEr Kiss 

Bed 

5D 

IBB 

And 

Z5 

IBB 

Sets 

Sets 

Not Autonomous 

Yes 

lEndEr Kiss 

Hot Tub 

5D 

IBB 

And 

Z5 

IBB 

Sets 

Sets 

Not Autonomous 

Yes 

TfindEr Kiss 

Love Tub 

ID 

IBB 

And 

-ID 

IBB 

Sets 

Sets 

Not Autonomous 

Yes 

lEndEr Kiss 

Kiss 

5D 

IBB 

And 

Z5 

IBB 

Sets 

Sets 

Nice 

Yes 

Tickle 

Play 

ZD 

IBB 

Dr 

15 

IBB 

— 

— 

Playful 

Yes 

Tickle 

Social tcddlar 

ZD (ID) 

IBB 

And 

15 (D) 

IBB 

— 

— 

Playful 

Yes 

Toss in Air 

Social toddler 

-5D (Z5| 

IBB 

And 

-5D (ID) 

IBB 

— 

— 

Active 

Yes 

Up Arm Kiss 

Kiss 

55 

IBB 

And 

3D 

IBB 

Sets 

Sets 

Playful 

Yes 

WooHnc/Try for Baby 

Bed 

85 

IBB 

And 

B5 

IBB 

Required 

Required 

Not Autonomous 

Yes 

WooHnc/Try for Baby 

Hot Tub 

85 

IBB 

And 

B5 

IBB 

Required 

Required 

Not Autonomous 

Yes 

WooHnc/Try for Baby 

Love Tub 

45 

IBB 

And 

Z5 

IBB 

Required 

Required 

Not Autonomous 

Yes 

WnoHno/Try for Baby 

Booth 

-IBB 

IBB 

Dr 

-IBB 

IBB 

Required 

Required 

Not Autonomous 

Yes 


Sim-to-Sim 

Interactions 

Appreciate interactlens 

Admire 

^ Who: Adult/elder to adult/elder or teen to teen 
Accepted if Sim B’s: 

1. Daily > 5 and Mood > 10, or, 

2. Daily < 5 and Lifetime positive. 

Apologize 

^ Who: Child/teen/adult/elder to child/teen/adult/elder 
Always accepted. 


BacHrub 

^ Who: Adult/elder to adult/elder or teen to teen 
Accepted if Sim B’s: 

1. Mood positive and Daily > 45, or, 

2. Mood positive and Lifetime > 25. 

Cheer up 

^ Who: Teen/adult/elder to child/teen/adult/elder 
Accepted if Sim B’s: 

1. Lifetime > 25 and Daily > 25, or, 

2. Lifetime > 25, Daily < 25, and Nice/Grouchy > 2, or, 

3. Lifetime < 25, Daily > 35, and Nice/Grouchy > 4. 

Groom 

^ Who: Adult/elder to child 
Always accepted. 
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AUTDNDMDUS 

If Accept. 
AS Social 

If accept. 
As Daily 

If Accept. 
As Lifetime 

IE accept, 
B's SOCIAL 

IE ACCEPT, 
B'S DAILY 

IF Accept. 
B's Lifetime 

If Reject, 
AS Social 

If Reject. 
As daily 

If Reject, 
A's Lifetime 

IF Reject. 
B's Social 

IF Reject. 
B's Daily 

If Reject. 
B's Lifetime 

Yes 

24 

B 

D 

24 

3 

D 

D 

-7 

D 

D 

-B 

D 

Nd 

18 

ID 

2 

IB 

ID 

2 

8 

-8 

-2 

D 

-8 

-2 

Nd 

18 

ID 

2 

IB 

ID 

2 

8 

-8 

-2 

D 

-8 

-2 

Nd 

18 

ID 

2 

IB 

ID 

2 

8 

-8 

-2 

D 

-8 

-2 

Yes 

18 

ID 

2 

IB 

ID 

2 

8 

-8 

-2 

D 

-8 

-2 

Yes 

IB 

5 

D 

IB 

5 

D 

D 

-5 

-1 

D 

-B 

-1 

Yes 

IB 

5 

D 

IB 

5 

D 

D 

-5 

-1 

D 

-8 

-2 

Yes 

14 

B 

2 

2D 

13 

2 

D 

-ID 

-3 

D 

-ID 

-2 

Yes 

2D 

II 

1 

24 

II 

2 

8 

-ID 

-1 

D 

-ID 

-1 

Nd 

5D 

D 

1 

3D 

3 

1 

-5 

-B 

-1 

-45 

-B 

-1 

Nd 

5D 

13 

8 

5D 

13 

8 

D 

-12 

-5 

D 

-15 

-5 

Nd 

5D 

13 

8 

5D 

13 

8 

D 

-12 

-5 

D 

-15 

-5 

Nd 

5D 

13 

8 

5D 

13 

8 

D 

-12 

-5 

D 

-15 

-5 



Availability requires that child's Hygiene be below 
90. Interaction satisfies 30 Hygiene. 


3 




Baby 
Ruh Beiiv 

^ Who: Child/teen/adult/elder to adult 
(visibly pregnant) 

Accepted if Sim B’s: 

1. Lifetime > 6o and Mood positive, or, 

2. Lifetime < 6o and Daily > 75. 

TalH to BOIIU 

^ Who: Child/teen/adult/elder to adult 
(visibly pregnant) 


Accepted if Sim B’s: 

1. Lifetime > 35 and Mood positive, or, 

2. Lifetime < 35 and Daily is > 50. 

Entertain interactions 

JoHe 

^ Who: Child/teen/adult/elder to child/teen/adult/elder 




fJDle 




The "funniness" of fhe joke is assured if Sim A 
has Charisma of 5 or more, B has Daily > 15 and 
Playful/Serious of 5 or more, and B's Mood is above 
30 (or even slighfly negafive so long as A's Playful 
and Charisma are BOTH above 5). Each facfor adds 
fo fhe Joke's funniness. Finally, a random number 
either adds or subtracts to funniness. If the Joke 
is funny enough, the social will be accepted. 
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Accepted if: Joke has final funniness rating of 
6 or more. 

1. Joke begins with 2 points. 

2. If B’s Dailg > 15, +3 funny. 

3. If A’s Charisma > 4 and B’s Mood > -30 or if A’s 
Charisma < 4 and B’s Mood > 20, +2 funny. 

4. If B’s Playful/Serious > 4 and B’s Mood > -20 or if 
B’s Playful/Serious < 4 and Mood > 30, +2 funny. 

5. Random addition or subtraction of -1 to 2 further 
funny points. 

Dirty JoKe 

^ Who: Teen/adult/elder to teen/adult/elder 
Dirty Joke functions the same as Joke except its 
appearance reguires a much closer and established 
relationship. Also, B’s Daily must be above 65 to get 
its funny enhancement. 

Accepted if: Joke has final funniness rating 
of 6 or more. 

1. Joke begins with 2 funny points. 

2. If B’s Daily > 65, +3 funny. 

3. If A’s Charisma > 4 and B’s Mood > -30 or if A’s 
Charisma < 4 and B’s Mood > 20, +2 funny. 

4. If B’s Playful/Serious > 4 and B’s Mood > -20 or if 
B’s Playful/Serious < 4 and Mood > 30, +2 funny. 

5. Random addition of subtraction of -1 to 2 further 
funny points. 


Fight Interactions 



If a parent (adult or elder) witnesses his offspring 
(any age) initiating a Fight social, he'll lecture 
her. This results in a Daily reduction for parent 
and progeny. 


PoKe 

^ Who: Adult/elder to adult/elder or teen to teen 
or child to child 

In this case, Sim B always receives the interaction; 
whether he accepts or rejects determines whether he 
fights back. The Grouchier Sim B is, the more likely 
he is to give a poke in return. If the social is rejected, 
Sim B instead walks away dejected. 

Accepted if Sim B’s: 

1. Lifetime > 15, Mood positive, and 
Nice/Grouchy > 2, or, 

2. Lifetime > 15, Mood negative, and 
Nice/Grouchy > 5, or, 

3. Lifetime < 15, Mood positive, and 
Nice/Grouchy > 4, or, 

4. Lifetime < 15, Mood negative, and Nice/Grouchy > 7. 

Shoue 

^ Who: Adult/elder to adult/elder or teen to teen 
or child to child 

In this case, Sim B always receives the interaction; 
whether she accepts or rejects determines whether 
she fights back. The Grouchier Sim B is, the more 
likely she is to give a shove in return. If the social 
is rejected, Sim B instead walks away dejected. 
Accepted if Sim B’s: 

1. Lifetime > 20, Mood positive, and 
Nice/Grouchy > 2, or, 

2. Lifetime > 20, Mood negative, and 
Nice/Grouchy > 5, or, 

3. Lifetime < 20, Mood positive, and 
Nice/Grouchy > 5, or, 

4. Lifetime < 20, B’s Mood negative and 
B’s Nice/Grouchy > 9. 

Slap 

^ Who; Adult/elder to adult/elder or teen to teen 
or child to child 
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In this case, Sim B always receives the interaction; 
whether he accepts or rejects determines whether he 
fights back. The Grouchier Sim B is, the more likely 
he is to give a slap in return. If the social is rejected, 
Sim B instead walks away dejected. 

Accepted if Sim B’s: 

1. Lifetime > 25, Mood positive, and 
Nice/Grouchy > 2, or, 

2. Lifetime > 25, Mood negative, and 
Nice/Grouchy > 6, or, 

3. Lifetime < 25, Mood positive, and 
Nice/Grouchy > 5, or, 

4. Lifetime < 25, Mood negative, and Nice/Grouchy > 9. 

AllacK 

^ Who: Adult/elder to adult/elder or teen to teen 
or child to child 

^ Winner Outcome A: Social +12, Daily -7, 

Lifetime -10 

^ Winner Outcome B: Social +12, Daily -7, 

Lifetime -10 

^ Loser Outcome A: Social -8, Daily -11, Lifetime -10 
^ Loser Outcome B: Social -8, Daily -11, Lifetime -10 
The winner is determined by comparing both Sims’ 
Body skill, regardless of who initiated the attack. If 
one Sim’s Body skill is 7 or more points greater than 
the other’s, the higher Sim will always win. If the gap 
is less than 7, either Sim could win, though the more 
physical Sim will win most often. 

vJMIl) ^ 

Sims involved in an affack receive a Memory of 
fhe event as do any observers. This means that 
the attack can be raised as a conversational topic. 

If both Sims have identical Body skills, neither 
will receive a Memory, regardless of the outcome. 


Nearby Sims either flee the room (if Shy) or 
gather around to watch the rumble. While watching, 
Nice Sims will look dismayed, as will a parent of 
any Nice/Grouchy rating if her offspring is one of 
the combatants. All non-parental Sims either cheer 
or boo depending on their relationship to the victor. 
After the fight, any parents of the combatants will 
lecture their offspring (causing Daily loss to both 
parent and progeny). 


Flirt Interactions 



Charm 

^ Who: Adult/elder to adult/ 
elder or teen to teen 

Accepted if Sim B’s: 

1. Mood > -20, Lifetime > 10, Nice/ 
Grouchy > 6, and Daily > 10, or, 

2. Mood > -20, Lifetime > 10, 
Nice/Grouchy < 6, and 
Daily > 20, or, 

3. Mood > -20, Lifetime < 10, 
Outgoing/Shy > 6, and 
Daily > 20, or, 

4. Mood > -20, Lifetime < 10, 
Outgoing/Shy < 6, 
and Daily > 30. 

suggestion 

^ Who: Adult/elder to adult/ 
elder or teen to teen 

Accepted if Sim B’s: 

1. Mood > -20, Daily > 35, 

Lifetime > 25, or, 

2. Mood positive. Daily > 35, 

Lifetime < 25, and 
Playful/Serious > 6, or, 

3. Mood positive. Daily > 35, 

Lifetime < 25, Playful/ 

Serious < 6, and Nice/Grouchy > 6, or. 
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4. Mood > 20, Daily > 35, Lifetime < 25, 
Playfui/Serious < 6, and Nice/Grouchy < 6, or, 

5. Mood positive, Daily 26-35, Outgoing/Shy > 6. 

sweet leiK 

^ Who: Adult/elder to adult/elder or teen to teen 
Accepted if Sim B’s: 

1. Mood > -20, Lifetime > 2=^, and Dailu > or. 


Lifetime > 85, or, 

I 5. Mood negative. Lifetime < 85, 

B and Daily > 95. 

I Goose 

B ^ Who: Adult/elder to adult/elder or 
teen to teen 

Accepted if Sim B’s: 

I 1. Mood positive. Daily > 80 and 
Lifetime > 65, or, 

2. Mood positive. Daily > 90, and 
Lifetime < 65, or, 

3. Mood positive. Daily 81-90, Lifetime < 
65, and Outgoing/Playful > 6, or, 

4. Mood > 20, Daily 81-90, Lifetime < 65, 
and Outgoing/Playful < 6, or, 

5. Mood positive. Daily 76-80, and 
Outgoing/Shy > 8. 


or downloading expressly prohibited. 





Hug Interactions irritate socials 


Friendly Hug 

^ Who; Child/teen/adult/elder to child/teen/adult/elder 
Accepted if Sim B’s: 

1. Crush on A and Mood > -15, or, 

2. Loves A and Mood > -35, or, 

3. Lifetime > 15 and Mood > positive, or, 

4. Lifetime < 15 and Mood > 90. 

Romantic Hug 

^ Who: Adult/elder to adult/elder and teen to teen 
Accepted if Sim B’s: 

1. Crush on A and Mood > -20, or, 

2. Loves A and Mood > -30, or, 

3. Lifetime > 30, Daily > 35, and Mood > -10, or, 

4. Lifetime > 30, Daily < 35, and Mood > 10, 

5. Lifetime < 30, Daily > 50, Mood > 10. 

Leap into Arms 

^ Who: Adult/elder to adult/elder 
Accepted if Sim B’s: 

1. Crush on A and Mood > -35, or, 

2. Loves A and Mood > -15, or, 

3. Lifetime > 45 and Mood > 10, or, 

4. Lifetime < 45 and Mood 100. 

saueeze 

^ Who: Adult/elder to adult/elder or teen to teen 
Accepted if Sim B’s: 

1. Crush on A and Mood > -5, or, 

2. Loves A and Mood > -15, or, 

3. Lifetime > 60 and Mood > 20, or, 

4. Lifetime < 60 and Mood > 90. 


Argue 

^ Who: Teen/adult/elder to teen/adult/elder 
^ Accepted Outcome A and B: Depends on level of 
Interest in each topic. Both Sims lose Daily. Sim A 
gains some Social. When A is finished, B takes 
over the talking role. 

^ Rejected Outcome A and B; Both lose Daily. 
Interaction ends after first volley usually because 
A chose a topic about which B feels a similar level 
of Interest; in other words, there’s really nothing 
to argue about. 

Hag 

^ Who: Teen/adult/elder to teen/adult/elder 

insult 

^ Who: Teen/adult/elder to teen/adult/elder 
Accepted if Sim B’s: 

1. Lifetime > 30, Mood positive, Nice/Grouchy > 3, or, 

2. Lifetime > 30, Mood negative, Nice/Grouchy > 5, or, 

3. Lifetime < 30, Mood positive, Nice/Grouchy > 4, or, 

4. Lifetime < 30, Mood negative, Nice/Grouchy > 6. 

Acceptance/Rejection does not change whether 
the insult is delivered, only what happens next. If 
it’s accepted, B walks away and cries. If rejected, 

B defiantly stands his ground. 

If parents see their offspring perform Insult, they 
will lecture them resulting in a further Daily and 
Lifetime loss for both parent and child. 

Aiuioy/nyah-nyah 

^ Who: Teen/adult/elder to teen/adult/elder (as 
“Annoy”) or child to child (as “Nyah-Nyah”). 

Haagie 

^ Who; Teen to child/teen 
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Gross Out 

^ Who: Teen/aduU/elder to teen/adult/elder or 
child to child 
Accepted if Sim B’s: 

1. Lifetime > lo, Playful/Serious > 7, and 
Neat/Sloppy < 5, or, 

2. Lifetime > 10, Playful/Serious < 7, and 
Neat/Sloppy < 3, or, 

3. Lifetime < 10, Playful/Serious > 5, and 
Neat/Sloppy < 3, or, 

4. Lifetime < 10, Playful/Serious < 5, and 
Neat/Sloppy < 1. 

KISS Interactions 
Family Kiss 

^ Who: Child/teen/adult/elder to toddler/child/teen/ 
adult/elder 
Accepted if Sim B’s: 

1. Lifetime > 30 and Mood > -25, or, 

2. Lifetime < 30 and Mood > 25. 

POCK 

^ Who: Adult/elder to adult/elder or teen to teen 
Accepted if Sim B’s: 

1. Daily > 50 and Mood positive, or, 

2. Daily > 50, Mood -19 to 0, and Lifetime > 30, or, 

3. Daily < 50, Lifetime > 30, and Mood positive. 

Tender kiss 

^ Who: Adult/elder to adult/elder or teen to teen 
Accepted if Sim B’s: 

1. Daily > 60 and Mood positive, or, 

2. Daily > 60, Mood -19-0, and Lifetime > 35, or, 

3. Daily < 60, Lifetime > 35, and Mood positive. 


First KISS 

^ Who: Adult/elder to adult/elder or teen to teen 
Accepted if Sim B’s: 

1. Outgoing > 5, Mood > 20, and Daily > 45, or, 

2. Outgoing > 5, Mood > 20, Daily < 45, and 

Lifetime > 35, or, 

3. Outgoing > 5, Mood < 20, and Lifetime > 45, or, 

4. Outgoing < 5, Mood > 40, and Daily > 50, or, 

5. Outgoing < 5, Mood > 40, Daily < 50, and 

Lifetime > 40, or, 

6. Outgoing < 5, Mood < 40, Lifetime > 45. 

Only available until Sim A has a successful First Kiss. 
A snapshot of this moment is taken automatically and 
put in the Snapshot Bin. 

UP Arm KISS 

^ Who: Adult/elder to adult/eld 
Accepted if Sim B’s: 

1. Daily > 65 and Mood 
positive, or, 

2. Daily > 65, Mood -19 to 0, 
and Lifetime > 45, 

3. Daily < 65, Lifetime > 45, 
and Mood positive. 

Romantic Kiss 

^ Who: Adult/elder to adult/eld 
Accepted if Sim B’s: 

1. Daily > 70 and Mood positive, or, 

2. Daily > 70, Mood -19 to 0, and 
Lifetime > 50, 

3. Daily < 70, Lifetime > 50, and 
Mood positive. 

smooch 

^ Who: Adult/elder to adult/eld 
or teen to teen 


) 
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Accepted if Sim B’s: 

1. Crush on A, Daily > 8o and Mood positive, or, 

2. Crush on A, Daily > 8o, Mood -19 to 0, and 
Lifetime > 55, 

3. Crush on A, Daily < 80, Lifetime > 55, and 
Mood positive. 

maKe out 

^ Who: Adult/elder to adult/elder or teen to teen 
Accepted if Sim B’s: 

1. in Love with A and Mood > positive, or, 

2. has a Crush on A and Mood > 20. 

Play Interactions 

Play interactions always result in a small amount of 
Fun for both parties. Generally, accepting yields both 
Social and Daily gains for each Sim and rejecting is 
limited (in all but one case) to a drop in Daily; only 
Tickling because of its somewhat intrusive nature, has 
any effect on Lifetime. 

Tag 

^ Who: Child to child 
Accepted if Sim B’s: 

1. Daily > 10, or, 

2. Daily < 10 and Lifetime > 5, or, 

3. Daily < 10, Lifetime < 5, and Active/Lazy > 8, or, 

4. Daily < 10, Lifetime < 5, Active/Lazy < 8, and 
Playful > 8. 

Tag must be played outside. Up to three Sims can 
Join the Tag game once it’s underway (for a total of 
five Sims) by clicking on any currently playing Sim. 
The game continues for each Sim until his Fun motive 
is fulfilled or until only one player remains. 

While playing Tag, Sims lose Energy faster. 

COPS and RobDors 

^ Who: Child to child 


Accepted if Sim B’s; 

1. Daily > 15, or, 

2. Daily < 15 and Lifetime > 10, or, 

3. Daily < 15, Lifetime < 10, and Playful/Serious > 9, or, 

4. Daily < 15, Lifetime < 10, Playful/Serious < 9, and 
Active/Lazy > 9. 

Cops and Robbers can be played inside or out but 
only by two Sims. The game continues for each Sim 
until her Fun motive is fulfilled or until only one 
player remains. 

marg inacH 

^ Who; Child to child 
Accepted if Sim B’s: 

1. Daily > 20, or, 

2. Daily < 20 and Playful/Serious > 9, or, 

3. Daily < 20, Playful/Serious < 9, and Lifetime > 20. 
Sims will play for a few rounds and stop. Must be 
repeated to entirely fulfill Fun. 

TiCHle 

^ Who; Teen/adult/elder to child/teen/adult/elder 
Accepted if Sim B’s: 

1. Daily > 25, or, 

2. Daily < 25 and Lifetime > 20, or, 

3. Daily < 25, Lifetime < 20, and Active/Lazy > 9, or, 

4. Daily < 25, Lifetime < 20, Active/Lazy < 9, and 
Playful/Serious > 9. 

Red Hands 

^ Who: Child/teen/adult/elder to child/teen/adult/elder 
Accepted if Sim B’s: 

1. Daily > 40, or, 

2. Daily < 40 and Playful/Serious > 8, or, 

3. Daily < 40, Playful/Serious < 8, and Lifetime > 30. 
Success in the game depends upon a comparison of 
Body skill. Game repeats a fixed number of times 
and stops regardless of Fun fulfillment. 
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Punch u Punch Me 

^ Who: Teen/aduU/elder to teen/adult/elder or 
child to child 
Accepted if Sim B’s: 

1. Daily > 50, or, 

2. Daily < 50 and Lifetime > 40, or, 

3. Daily < 50, Lifetime < 40, and Active/Lazy > 9, or, 

4. Daily < 50, Lifetime < 40, Active/Lazy < 9, and 
Playful/Serious > 9. 

Success on each punch is random depending on Body 
skill. After five attempts or one successful punch, roles 
switch. The game continues until max Fun is fulfilled. 

A Grouchy Sim may sometimes throw a stronger 
than normal punch. If it lands, the other Sim will guit 
the game and both parties will experience a small 
reduction in Daily. 

Propose 

Moue in 

^ Who: Adult/elder to adult/elder 
Accepted if Sim B’s: 

1. Lifetime > 60, Daily > 70, Mood positive, or, 

2. Lifetime 51-60, Nice/Grouchy > 9, and 
Mood > 10, or, 

3. Lifetime > 60, Daily < 70, Nice/Grouchy > 7, and 
Mood > 10, or. 

Stay the iiight 

^ Who: Adult/elder to adult/elder 
Accepted if Sim B’s: 

1. Lifetime > 35, Daily > 45, Mood > 25, or, 

2. Lifetime 26-35, Outgoing/Shy > 7, Lifetime > 25, 
Daily > 15, and Mood > -20, or. 
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3. Lifetime > 35, Daily < 45, Outgoing/Shy > 6, 

Daily > 15, and Mood > -20, or, 

4. Lifetime > 35, Daily > 45, Mood < 25, Outgoing/ 

Shy > 5, Lifetime > 25, Daily > 15, and Mood > -20. 

Gu Steady 

^ Who: Teen to teen 

Accepted if Sim B’s: 

1. Lifetime > 40, Daily > 30, and Mood > 40, or, 

2. Lifetime 21-40, Nice/Grouchy > 9, and Mood 
positive, or, 

3. Lifetime > 40, Daily < 30, Nice/Grouchy > 7, and 
Mood positive, or, 

4. Lifetime > 40, Daily > 30, Mood 0-40, and 
Nice/Grouchy > 6. 

Marriage/Juin 

^ Who: Adult/elder to adult/elder 

Accepted if Sim B’s: 

1. Lifetime > 80, Daily > 80, and Mood > 5, or, 

2. Lifetime 76-80, Nice/Grouchy > 9, and 
Mood > 15, or, 

3. Lifetime > 80, Daily < 80, Nice/Grouchy > 7, and 
Mood > 15. 

Engagement 

^ Who: Adult/elder to adult/elder 

Accepted if Sim B’s: 

1. Lifetime > 75, Daily > 75, and Mood > 0, or, 

2. Lifetime < 75, Nice/Grouchy > 9, and Mood > 10, or, 

3. Lifetime > 75, Daily < 75, Nice/Grouchy > 7, and 
Mood > 10. 

Baby and Toddler socials 

Change Diaper 

^ Who: Teen/adult/elder to baby/toddler 

Accepted (toddler only) if Sim B’s: 

1. a blood relative to or in same household as A, or. 
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2. not a blood relative to or in same household as A 
and Neat > 5, and Mood positive, or, 

3. not a blood relative to or in same household as A 
and Neat < 5, and Mood > 30. 

Social and Hygiene increases are greater if the 

changing table object is used (See Chapter 15). 

TaiK to Bahv 

^ Who: Child/teen/adult/elder to baby 

cuddle 

^ Who: Teen/adult/elder to baby 

Play uiim Bahy 

^ Who: Teen/adult/elder to baby 

TaiK to toddler 

^ Who: Child/teen/adult/elder to toddler 

Accepted if Sim B’s: 

1. a blood relative to or in same household as A, 
and Outgoing/Shy > 3, and Mood > -70, or, 

2. a blood relative to or in same household as A, 
Outgoing/Shy < 3, and Mood > -60, or, 

3. not a blood relative to or in same household as A, 
Outgoing/Shy > 4, and Mood > -20, or, 

4. not a blood relative to or in same household as A, 
Outgoing/Shy < 4, and Mood positive. 

TOSS in Air 

^ Who: Teen/adult/elder to toddler 

Accepted if Sim B’s: 

1. a blood relative to or in same household as A, 
and Playful/Serious > 3, and Mood > -70, or, 

2. a blood relative to or in same household as A, 
Playful/Serious < 3, and Mood > -60, or, 

3. not a blood relative to or in same household as A, 
Playful/Serious > 5, and Mood > 10, or, 

4. not a blood relative to or in same household as A, 
Playful/Serious < 5, and Mood > 30. 


There is a random chance (which rises with the 
toddler’s level of Hunger satisfaction) that the toddler 
will throw up during this interaction. If this happens, 
Sim A’s Hygiene will plunge. Can be initiated from 
floor or held positions. 

TiCHle 

^ Who: Child/teen/adult/elder to toddler 
Accepted if Sim B’s: 

1. a blood relative to or in same household as A, 
and Playful/Serious > 3, and Mood > -70, or, 

2. a blood relative to or in same household as A, 
Playful/Serious < 3, and Mood > -60, or, 

3. not a blood relative to or in same household as A, 
Playful/Serious > 3, and Mood > 20, or, 

4. not a blood relative to or in same household as A, 
Playful/Serious < 3, and Mood > 50. 

snuggle Toddler 

^ Who: Teen/adult/elder to toddler 
Accepted if Sim B’s: 

1. a blood relative to or in same household as A, 
and Nice/Grouchy > 3, and Mood > -70, or, 

2. a blood relative to or in same household as A, 
Nice/Grouchy < 3, and Mood > -60, or, 

3. not a blood relative to or in same household as A, 
Nice/Grouchy > 5, and Mood > 20, or, 

4. not a blood relative to or in same household as A, 
Nice/Grouchy < 5, and Mood > 40. 

Family Kiss (Toddler) 

^ Who: Child/teen/adult/elder to toddler 
Accepted if Sim B’s: 

1. a blood relative to or in same household as A, 
and Nice/Grouchy > 3, and Mood > -70, or, 

2. a blood relative to or in same household as A, 
Nice/Grouchy < 3, and Mood > -40, or, 

3. not a blood relative to or in same household 
as A, Nice/Grouchy > 5, and Mood > 20, or, 

4. not a blood relative to or in same household 
as A, Nice/Grouchy < 5, and Mood > 40. 
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Teach to Taih 

^ Who: Teen/aduU/elder to toddler 
Accepted if Sim B’s: 

1. a blood relative to or in same household as A, 
and Outgoing/Shy > 3, and Mood positive, or, 

2. a blood relative to or in same household as A, 
Outgoing/Shy < 3, and Mood > 20. 

Progress bar appears above toddler, who learns 
slowly at first and faster as bar rises. 

Teach la uiaih 

^ Wbo: Teen/adult/elder to toddler 
Accepted if Sim B’s: 

1. a blood relative to or in same household as A, 
and Outgoing/Shy > 3, and Mood positive, or, 

2. a blood relative to or in same household as A, 
Outgoing/Shy < 3, and Mood > 20. 

Progress bar appears above toddler, who learns 
slowly at first and faster as bar rises. 

Teach la use Paiiv 

^ Who: Teen/adult/elder to toddler 
Accepted if Sim B’s: 

1. a blood relative to or in same household as A, 
and Neat/Sloppy > 3, and Mood positive, or, 

2. a blood relative to or in same household as A, 
Neat/Sloppy < 3, and Mood > 20. 

Progress bar appears above toddler, who learns 
slowly at first and faster as bar rises. 

Ash lor and 

Educational intoractions 

ASH lar Aiientian 

^ Who: Toddler to teen/adult/elder 
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Accepted if Sim B’s: 

1. the Nanny, or, 

2. a blood relative to A and Nice/Grouchy > 2, 
and Mood > -50, or, 

3. a blood relative to A and Nice/Grouchy < 2, 
and Mood > -25, or, 

4. not a blood relative to A, Lifetime > 5, and 
Nice/Grouchy > 2, Mood > 40, or. 


5. not a blood relative to A, Lifetime > 5, and 
Nice/Grouchy < 2, Mood > -25, or. 



Ash lor Diaper Change 

^ Who: Toddler to teen/adult/elder 

Accepted if Sim B’s: 

1. the Nanny, or, 

2. a blood relative to A and 
Nice/Grouchy > 3, and 
Mood > positive, or, 

3. a blood relative to A and Nice/ \ 
Grouchy < 3, and Mood > 25, or, 

4. not blood relative to A , 

Lifetime > 5, and Nice/Grouchy > 3, 
Mood positive, or, 

5. not blood relative to A, 

Lifetime > 5, and Nice/Grouchy < 3, 
Mood > 25, or, 

6. not blood relative to A, 

Lifetime < 5, Nice/Grouchy > 4, 
and Mood > 25, or, 

7. not blood relative to A, 

Lifetime < 5, Nice/Grouchy < 4, 
and Mood > 40. 
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not a blood relative to A, Lifetime < 5, 
Grouchy > 4, and Mood > positive, or, 
not a blood relative to A, Lifetime < 5, 
Nice/Grouchy < 4, and Mood > 20. 


Nice/ 
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ASH for Food 

^ Who; Toddler to teen/adult/elder 

Accepted if Sim B’s: 

1. the Nanny, or, 

2. a blood relative to A and Nice/Grouchy > 3, 
and Mood > -75, or, 

3. a blood relative to A and Nice/Grouchy < 3, 
and Mood > -50 

4. not blood relative to A, Lifetime > 5, and 
Nice/Grouchy > 3, Mood -75, or 

5. not blood relative to A, Lifetime > 5, and 
Nice/Grouchy < 3, Mood > -50, or, 

6. not blood relative to A, Lifetime < 5, 
Nice/Grouchy > 4, and Mood > -25, or, 

7. not blood relative to A, Lifetime <5, i 
Nice/Grouchy < 4, and Mood > positive. J 

ASH for Read fo 

^ Who; Toddler or child to teen/ 
adult/elder 

Accepted if Sim B’s; 

1. the Nanny, or, 

2. a blood relative to A and Nice/ 

Grouchy > 3, and Mood > -25, or, 

3. Is a blood relative to A and Nice/ 

Grouchy < 3, and Mood > positive 

4. not blood relative to A, Lifetime > 5, 
and Nice/Grouchy > 3, Mood -25, or, 

5. not blood relative to A, Lifetime > 5, and 
Nice/Grouchy < 3, Mood > positive, or, 

6. not blood relative to A, Lifetime < 5, 
Nice/Grouchy > 4, and Mood > 25, or, 

7. not blood relative to A, Lifetime < 5, 
Nice/Grouchy < 4, and Mood > 40. 



ASH to GO out 

^ Who; Teen to adult/elder 
Accepted if Sim B’s; 

1. Daily > 20, Lifetime > 30, Nice/Grouchy > 7, 
and Mood > -50, or, 

2. Daily > 20, Lifetime > 30, Nice/Grouchy < 7, 
and Mood positive, or, 

3. Daily > 20, Lifetime < 30, Nice/Grouchy > 7, 
and Mood > 50, or, 

4. Daily > 20, Lifetime < 30, Nice/Grouchy < 7, 

Mood > 90. 

ASH to bo lought/oftor to loach 

^ Who; Ghild or teen to teen/adult/elder or teen/ 
adult/elder to teen or child; can only teach a 
lower age range 
Accepted if Sim B’s; 

1. Daily and Mood positive. 

Encourago 

^ Who; Teen/adult/elder to child/teen/adult; 

can only teach a lower age range 
Accepted if Sim B’s; 

1. Mood positive and Lifetime > 20, or, 

2. Mood positive. Lifetime < 20, and Daily > 50. 

Talh Interactions 

Ghat 

^ Who; Ghild/teen/adult/elder to child/teen/ 
adult/elder 

Ghatting is a back and forth interaction based 
on both Sims’ interests. A conversation begins 
with Sim A. ^ 

^ fialfi / 

View Inferesis in fhe Simology panel 
under "In+eresfs." 
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1. Sim A picks one of her own Interests. The higher 
her level of Interest in the topic, the more likely it 
will be chosen and the more animated A will be in 
discussing it. Shy Sims behave less enthusiastically 
regardless of Interest level. Each Interest contains 
five topics that Sim A will discuss; the icon for 
each appears above Sim A’s head. If Sim A is very 
Interested in the topic or is very Outgoing, she may 
do special animations connected with each topic. 

2. While Sim A is talking, Sim B is listening. His level 
of Interest in the chosen topic dictates how 
animated he is in listening. 

3. When Sim A finishes, Sim B decides whether to 
continue the conversation based on his Interest 
level in Sim’s A’s topic; the higher the Interest, the 
more likely to accept and continue. 

4. If accepted, Sim A gets +2 or +4 Daily (depending 
on level of Interest) and both get some Social. 

Then, Sim B chooses a topic to discuss. He can 
choose from among his own Interests but the 
choice is heavily weighted toward Sim A’s initial 
topic. The conversation can continue for six of 
these changes of speaker (A will be last to speak). 

5. If rejected, A gets -1 Daily and both get some 
Social. Sim B indicates via icons his disinterest in 
A’s topic and ends the conversation. 

jtpie ' 

The more alike Two Sims are in fheir Inieresfs, the 

longer The conversafion is likely fo lasf. 


During a conversation, a Sim’s autonomous 
choice of topic can be overridden by manually 
choosing a topic. Do this by clicking on the speaking 
Sim and choosing “Change Topic.” The top 12 topics 
are displayed; find the remaining four under the 
“More” button. 
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Memories can also be used as Chat topics in lieu 
of Interests. The “strength” of the Memory serves 
as the “Interest level” of the Memory as a topic 
and commands whether and how often it’s chosen. 
Additionally, the longer a Memory has existed, the 
less likely it is to be chosen. 

no : 

When a Sim is using a Memory as a Topic, icons 
of The Sim whose Memory H is (unless Memory is 
The speaker's own) appear as conversafional icons 
along wHh The icon for The Memory. 



Interest level in a Memory is affected by several 

other factors; 

1. If Sim B doesn’t know the Sim whose Memory is 
being discussed, or if he does know her but 
Lifetime with her is 0 , his Interest in the Memory 
topic is set at medium. 

2. If Sim B is Shy, his interest in discussing a 
Memory is reduced. Likewise, if he’s Outgoing, 
it is increased. 

3. If a Memory is negative, Sim B’s Interest level 
depends on his Lifetime with the Sim whose 
Memory is being discussed; the worse the Lifetime, 
the higher the Interest. 

4. If a Memory is positive, Sim B’s Interest level 
depends on his Lifetime with the Sim whose 
Memory is being discussed; the better the Lifetime, 
the higher the Interest. 
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When Sims parficipaie in Chafs aboui a Memory 
Marker, The Marker is added To Their Memories (if 
They don'T already have iT). This allows Them To use 
The Topic in discussion in The fuTure. 

^ ^ : Li 
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Brag 

^ Who: Child/teen/adult/elder to child/teen/adult/elder 
Accepted if Sim B’s: 

1. Lifetime > 15, Daily > 15, and Nice/Grouchy > 4, or, 

2. Lifetime > 15, Daily > 15, Nice/Grouchy < 4, and 

Mood > 0, or, 

3. Lifetime > 15, Daily < 15, and Nice/Grouchy > 5, or, 

4. Lifetime < 15, Daily > 30, and Nice/Grouchy > 5, or, 

5. Lifetime < 15, Daily > 30, Nice/Grouchy < 5, and 

Mood > 10, or, 

6. Lifetime < 15, Daily < 30, and Mood > 90. 

A Sim chooses one of her own positive 
Memories to Brag about. 

GOSSIP 

^ Who: Teen/adult/elder to teen/ 
adult/elder 
Accepted if Sim B’s: 

1. Daily > 15, or, 

2. Daily < 15 and Nice/Grouchy > 7, 
and Lifetime > 10, or, 

4. Daily < 15, Nice/Grouchy > 7, 

Lifetime < 10, and Mood > -10. 

Sim A chooses a negative Memory 
Marker about another Sim as conversa- 
tional topic. The Memory must be one 
that neither belongs to nor involves B 
in any way. 

Tell secret 

^ Who: Child to child 
Accepted if Sim B’s: 

1. friends with Sim A. 

Sim A chooses a negative Memory 
Marker about another child Sim as 
conversational topic. The Memory 
must be one that neither belongs to 
nor involves B in any way. 


Share interests 

^ Who: Child/teen/adult/elder to child/teen/adult/elder 
Accepted if Sim B’s: 

1. Lifetime > 25, Daily > 45, or, 

2. Lifetime > 25, Daily < 45, and Nice/Grouchy > 3, or, 

3. Lifetime < 25, Daily > 45, and Nice/Grouchy > 5, or, 

4. Lifetime < 25, Daily < 45, and Nice/Grouchy > 9. 

Sim A chooses a high-level Interest just as in Chat. 

If accepted, A talks about the Interest, one of its 
five topics at a time. At the end of three topics, B has 
his level of the chosen Interest increased by one. 

^ ljoib') > 

Recall fhaf when an In+eresf is increased, some 
o+her (random) Inferesf decreases as well. 

> 

If rejected, B listens to the first topic and 
then ends the conversation. No change occurs 
in B’s Interests. 

Miscellaneous 
Interactions 

ASH to Leaue/AsH Euergone 
to Leaue 

^ Who: Adult/elder to child/teen/adult/elder, 
child/teen to child/teen 

Ask Everyone to Leave dismisses all visitors from 
the lot in one interaction. 

Breah up 

^ Who: Adult/elder to adult/elder or teen to teen 
If Sims Breaking Up were Married, Sim B immediately 
(after she’s done crying) moves out by leaving the 
lot. She is removed from the family and is again 
available to start a new life as a single Sim in the 
Neighborhood’s Family Bin. Once she finds a 
new place, A and B can interact again. 
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Gall Ouer 

^ Who; Teen/aduU/elder to teen/adult/elder, 
child to child 

Can be done from standing or seated position. Call 
Over tends to override any other activities Sim B 
has queued up, causing Sim B to eliminate all other 
actions and come over immediately to A. If A moves 
after Call Over, B goes to Sim A’s previous location. 
Accepted if Sim B’s: 

1. Mood > -5 and Daily > 5, or, 

2. Mood < -5 and Daily > 30. 

Dance Tooemer 

^ Object(s): Any Stereo 
^ Who: Teen/adult/elder to teen/adult/elder 
Accepted if Sim B’s: 

1. Daily > 20. 

Greei/Greei Euervone 

^ Who: Child/teen/adult/elder to child/teen/ 
adult/elder 

Greeting a passerby turns her into a visitor. 

A visitor is an autonomous Sim with whom 
your Sims may interact and who has limited 
freedom to use the objects on your lot. 

How a Sim is individually greeted is a 
matter of Daily and the type of relationship: 

^ Shake Hands: Daily -20 to 20 for 
both Sims 

^ Kiss Romantic: Teen/adult/elder, 

Crush or Love for both Sims 
^ Friendly Hug; Daily > 70 for both Sims 
^ Secret Handshake; Daily 50-70 
^ Cold Greet: Daily < -40 
^ Nod: Daily -40 to -30 
^ Wave: Daily > 30 
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sav Goodhue/say Gaadbye 
la Eueryone 

^ Who: Ghild/teen/adult/elder to child/teen/adult/elder 
Ask everyone to leave forces all visitors off lot in 
one interaction. 

How Sims say goodbye one-on-one depends on 
their Daily and the kind of relationship: 

^ Shake Hands; Daily -20 to 20 for both Sims 
^ Kiss Romantic: Teen/adult/elder, Grush or Love 
for both Sims 

^ Friendly Hug: Daily > 70 for both Sims 
^ Gold Greet; Daily < -40 

^ Nod; Daily -40 to -30 
^ Wave; Daily > 30 

Shaa from Room 

^ Who; Ghild/teen/adult/elder to child/ 
teen/adult/elder 

Autonomous 
^ Memory socials 

■ These interactions cannot be player- 
initiated but happen instead only 
autonomously. 

Teaso 

^ Who: Ghild/teen/adult/elder to 
child/teen/adult/elder where Sim A 
has a Marker about one of Sim B’s 
negative Memories 
Accepted if Sim B’s; 

1. Lifetime > 15, Daily > 35, and Nice/ 

Grouchy > 2, or, 

2. Lifetime > 15, Daily < 35, and Nice/ 

Grouchy > 3, or, 

3. Lifetime < 15, Daily > 15, and Nice/ 

Grouchy > 4, or. 
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4- Lifetime < 15, Daily < 15, and Nice/Grouchy > 5. 

Sims with negative Memories can be teased by 
Grouchy Sims who’ve obtained a Marker about Sim 
B’s Memory. 

congratulate 

^ Who: Ghild/teen/adult/elder to child/teen/adult/elder 
where Sim A has a Marker about one of Sim B’s 
positive Memories 

Serious Sims autonomously congratulate a Sim with 
a positive Memory if the Nice Sim has obtained a 
Marker about the Memory. 

Accepted if Sim B’s: 

1. Lifetime > 15 and Daily > 35, or, 

2. Lifetime > 15, Daily < 35, and Nice/Grouchy > 1, or, 

3. Lifetime < 15, Daily > 15, and Nice/Grouchy > 2, or, 

4. Lifetime < 15, Daily < 15, and Nice/Grouchy > 3. 

console 

^ Who: Ghild/teen/adult/elder to child/teen/adult/elder 
where Sim A has a Marker about one of Sim B’s 
negative Memories 

Nice Sims autonomously console Sims who have 
negative Memories if the Nice Sim has received a 
Marker about the Memory. 

Accepted if Sim B’s: 

1. Lifetime > 15 and Daily > 35, or, 

2. Lifetime > 15, Daily < 35, and Nice/Grouchy > 4, 

3. Lifetime < 15, Daily > 15, and Nice/Grouchy > 6, 

4. Lifetime < 15, Daily < 15, and Nice/Grouchy > 8. 

Ohiect Based 
Interactions 

Several interactions arise out of two Sims sharing an 
object. Most, it probably won’t surprise you to hear, 
are romantic. Some, very romantic! These appear only 
when Sim A and Sim B are both interacting with an 
appropriate object and all other reguirements are met. 


Some objecf-based inferac+ions are ihe same as 
o+her non-objecf-based in+eracfions (e.g. Tender 
Kiss) but fhe relaiionsbip requirements and effects 
are different. 



^ Beds: All bed interactions must begin with either 
one Sim doing the Relax interaction and asking the 
other to Join or with both Sims Relaxing. 

^ Hot Tub/Love Tub: Both 
Sims must be in the hot 
tub. In some cases, they must be the only two 
Sims in the tub. 

^ Sofa: All Sofa interactions must start with the 
Cuddle interaction before others become available. 
^ Clothing Booth: One Sim 
must be in the clothing 

booth before the interaction becomes available. 

^ Stereo: One Sim must be dancing solo at the stereo. 

snuggle 

^ Objects: Sofa 

^ Who: Child to teen/adult/elder 
Accepted if Sim B’s: 

1. a blood relative to A and Mood -70-0 

2. a blood relative to A, Mood > 0, and Nice > 2 

3. not blood relative to A, Mood > 0, and Nice > 4 

cuddle 

^ Objects: Bed, Hot Tub, Love Tub, Sofa 
^ Who: Adult/elder to adult/elder or teen to teen 
Accepted if Sim B’s: 

1. Daily > 45, or, 

2. Daily < 45, Nice/Grouchy > 7, Lifetime > 35, 
and Mood > 50. 
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wooHoo/ifi; lor Baoy 

^ Objects: Bed, Hot Tub, Love Tub, Clothes Booth 
^ Who: Adult/elder to adult/elder 
Accepted if Sim B’s: 

1. Mood > 15 and Lifetime > 65, or, 

2. Mood > 15, Lifetime < 65, and Daily > 85, or, 

3. Mood > 15, Lifetime < 65, Daily 51-85, 
Outgoing/Shy > 8, or, 

4. Mood < 15 and Lifetime > 70, or, 

5. Mood < 15 and Lifetime < 70, and Daily > 90. 


KISS, Romantic 

^ Objects: Sofa 

^ Who: Adult/elder to adult/elder or teen to teen 
Accepted if Sim B’s: 

1. Daily > 70 and Mood positive, or, 

2. Daily > 70, Mood -19 to 0, and Lifetime > 50, 

3. Daily < 70, Lifetime > 50, and Mood positive. 

Massago 

^ Objects: Hot Tub, Love Tub 
^ Who: Adult/elder to adult/elder or teen to teen 


KISS, londor 

^ Objects: Hot Tub, Love Tub 
^ Who: Adult/elder to adult/elder or teen to teen 
Accepted if Sim B’s: 

1. Daily > 60 and Mood positive, or, 

2. Daily > 60, Mood -19 to 0, and Lifetime > 35, or, 

3. Daily < 60, Lifetime > 35, and Mood positive. ^ 

KISS. MaKe oui * 

^ Objects: Bed, Hot Tub, Love Tub, Sofa 
^ Who: Adult/elder to adult/elder or 

teen to teen (in Hot Tub, Love Tub, or Sofa only) 
Accepted if Sim B’s: 

1. in Love with A and Mood > positive, or, 

2. has a Crush on A and Mood > 20. 

KISS. PecH 

^ Objects: Hot Tub, Love Tub, Sofa 
^ Who: Adult/elder to adult/elder or teen to teen 
Accepted if Sim B’s: 

1. Daily > 50 and Mood positive, or, 

2. Daily > 50, Mood -19 to 0, and Lifetime > 30, or, 

3. Daily < 50, Lifetime > 30, and Mood positive. 


Accepted if Sim B’s Mood > -10, and: 

^ 1. Outgoing/Shy > 5 and Lifetime > 50, or, 

B 2. Outgoing/Shy > 5, Lifetime < 50, and 
^ Playful/Serious > 8, or, 

Outgoing/Shy > 5, Lifetime < 50, 
Playful/Serious < 8, and Daily > 60, or, 

4. Outgoing/Shy < 5 and Daily > 70. 

Splash 

^ Objects: Hot Tub, Love Tub 
^ Who: Adult/elder to adult/elder or 
teen to teen 
Accepted if Sim B’s: 

Daily or 

2. Daily < 25 and Lifetime > 20, or, 

3. Daily < 25, Lifetime < 20, and Playful/ 
Serious > 9, or, 

4. Daily < 25, Lifetime < 20, Playful/ 
Serious < 9, and Mood > 70. 
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Chapter 12 


AU Sims, not just Family Sims, are dependent on their 
families. Family life is the foundation of almost every- 
thing your Sim does. This chapter introduces you to 
the complexities of the modern, multigenerational Sim 
family, including how Sims come together, celebrate, 
prosper, procreate, fail, and divide. 

“Family” us. “family” 

The first thing to clarify is what “family” means. In 
The Sims 2, it has two meanings. 

“Family” refers to the residents of a lot (as in the 
“Create-A-Family” tool). Sims in a Family need not be 
related, though they will, by virtue of being gener- 
ated and assembled in Create-A-Family, all have the 
same last name. 

Once a Family is created and saved in a lot, it's 
possible to have Sims in the same Family with 
different last names. Any Sims who come to live 
on the lot as roommates, for instance, keep their 
last name. 

^ 

Perhaps the clearer way to think of this meaning 
of Family is “household.” 


More important is the concept of “family,” which 
precisely means any Sim who gets the family icon in 
the Relationship panel. Specifically, this goes to any 
blood relative or a non-blood relative by direct 
marriage (a.k.a. a spouse). Technically speaking, 
therefore, an uncle-by-marriage is not “family.” 

f 

A NOTE ON Gender Preference 

There is no gender limitation on any romantic inter- 
action or relationship; any Sim can fall in love with 
any other Sim of appropriate age regardless of 
gender. Sims will, however, display autonomous 
gender preference. 

Who Sims choose to romance autonomously is 
shaped by what you direct them to do. If the bulk 
of a Sim’s player-directed romantic interactions 
have been toward the opposite sex, the Sim will 
autonomously gravitate to the opposite sex. If the 
lion’s share has been toward Sims of the same sex, 
autonomy will direct them to Sims of the same 
gender. The directives you issue can change this pref- 
erence if the balance tips from one side to the other. 

J 

Family Relationships 

Sims in a household can be connected any number of 
ways. They can be Just roommates, siblings, spouses, 
parents and children, grandparents, cousins, aunts, 
and uncles. 


hTh y JoMf y»i 


d @ ^ 3 
□) 0 


Elaborate family 
trees show the 
complexities of 
Sim family life. 


Family, as used in this guide, generally refers to any Sims 
marked with this family icon. 


Many interactions can be performed or will 
autonomously be done only by blood family 
members or (non-blood) household members. 
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The Arc of a Loue Affair 

The road to lifelong happiness, or just fleeting but 
intense intimacy, begins with that special feeling of 
amore but moves from there to increasing levels of 
commitment. Getting to the altar, however, takes 
some development. 

Crushes and Loue 

There are two kinds of romantic relationship; Crush 
and Love. As detailed in Chapter ii. Crush is based 
on Daily Relationship score and Love on Lifetime 
Relationship (greater than 70 in either case). 

^ 

when a Sim has a crush, she'll aufonomously 
choose fhaf Sim for socializing and do low-level 
Flirf inferacfions. 


Pink hearts mean 
Crush but red 
hearts mean 
L-O-V-E, Love! 



For full details on how Crushes and Love are 
created, see Chapter 11. 

^ 


Love and Crushes are broken if the appropriate 
relationship score drops below 70 and one Sim does 
an interaction that directly reduces that score. Love 
and Crush can’t, therefore, break merely because of 
decay/normalization. 




Crush and Love are serious steps with many 
profound conseguences, so there must be an affirma- 
tive step to generate the relationship. 

For Sims, it’s the performance of a 
romantic interaction. Don’t do romantic 
interactions if you don’t want romance 
(and all that comes with it) to bloom. 

Given the more immediate and 
volatile nature of Crushes, they are 
easier to achieve; it should 
take no more than two days 
of normal socializing (with 
interruptions for Needs and 
Career) to get a Crush. 

Love is more stable and 
better able to withstand change 
and, as such, it takes longer to 
reach. Love can be won in about 
three days of normal socializing. 


(19^ 
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GO Steady 

Teens can’t get married, but they can enter committed 
relationships. Teen Sims with a Crush and the proper 
relationship and Mood reguirements, can propose 
going steady to another Sim. 


iVhen you're young, going steady is as committed 
as you get. Still, pretty sweet. 

If the other Sim does not meet the 
reguirements, the go steady proposal will 
be rejected, the proposing Sim will receive a 
negative Memory, and the relationship will take 
a hard hit to both Daily and Lifetime scores. 



Going steady can be broken only by using the 
Break Up interaction. 

Moue In 

Any Sim, even one with non-romantic relationship, 
can be invited to move in if there’s a strong 
relationship. 

Once the proposal is accepted, the other Sim 
becomes part of the household but keeps his last 
name. As for their finances and other considerations, 
see “Moving In” below. 



If a household already confains eighf Sims, a 
marriage/joining cannof occur on fhe lof. If musf 
occur on fhe lof of fhe ofher member of fhe 
couple or bofh members musf move info a new 
lof before fhe marriage can fake place. 

If fhe non-residenf Sim fo be married is 
pregnanf, he/she counfs as fwo Sims. She can'f, 
fherefore, be married on a lof fhaf already has 
seven Sims because fhe birfh will fake fhe house- 
hold over fhe eighf-Sim limif. 




Engagement 


Sims in love who have very high Daily and Lifetime 
Relationship scores with another Sim may propose 
engagement. Once engaged, the proposee Sim wears 
a ring symbolizing the commitment. 

If the other Sim does not meet these reguirements, 
the engagement will be rejected, the proposing Sim 
receives a negative Memory, and the relationship will 
take a hard hit to both Daily and Lifetime scores. 

Engagement is a necessary step to 
getting married or Joined. \ 

Engagement can only be broken 
by the Break Up interaction (see 
“Breaking Up” below). ^ 

Marriage/Jolning 


ntile 


If Sims are of opposife 
genders, if's called "marriage" 
and if fhe same gender, if's 
called "joining." 
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For the complete 
Wedding experience, 
propose marriage 
via the Wedding 
arch object. 


Sims who are engaged and who have very high 
Daily and Lifetime Relationship scores with another 
Sim may get married/joined. This may be done two 
ways; by clicking on the other Sim and selecting 
Propose > Marriage/Joining or by buying the Trellisor 
Wedding Arch from Buy mode and interacting with it. 


IHJlE 


The mechanics of a wedding arch wedding are 
discussed below. 

, ) 

In either case, the other Sim will accept if she 
meets the relationship score and Mood reguirements. 

If the other Sim does not meet the reguirements, 
the engagement will be rejected, the proposing 
Sim will receive a negative Memory, and the 
relationship will take a devastating hit to both -yi 

gf 


Daily and Lifetime scores. 
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After the marriage/joining, both Sims wear 
wedding bands. The married/joined couple’s last 
name becomes that of the Sim who proposed the 
engagement. The new spouse moves into the house- 
hold where the marriage/joining took place. 


Marriage can only be broken by the Break Up 
interaction (see “Breaking Up” below). 



A High relafionship score between Sims ensures 
that, should the marriage be rejected, the relation- 
ship will not end. 


Mouing in 

When a Sim moves into a household either by Move 
In proposal or marriage/joining, several things occur. 

If the new Sim lives alone, his entire household 
worth comes with him to the new house. If the Sim 
is an NPC (see Chapter 13), a random amount 
(§i,ooo-§io,ooo) is brought as her net worth. 



NPCs brought to live on the lot come in unem- 
ployed (there is no Maid career track) but retain 
their uniforms as a clothing options. 

Life is, however, rarely so simple. Usually, there 
are other family members to consider. 

When a Sim is invited to move in or marries into 
a household, you can choose whom he brings with 
him. If you elect to bring the entire family, they 
contribute their entire net worth (including the value 
of their old house) to the new household. 

Moving Sims don’t automatically bring their 
offspring. If the moving Sim has a child, toddler, or 
baby in the old household, you can leave the minor 
behind if a teen, adult, or elder remains with them. 
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Households are limited, however, to eight Sims, 
so it’s possible that not all members of another lot 
can be moved. If a Sim is pregnant she counts as two 
Sims for move-in purposes. 

Unless an entire household moves into the lot, 
the moving Sim(s) brings 10 percent of the old 
household’s funds. The wealth of the old household, 
however, is not reduced. 

lYiouing Out and 
BreaKing up 

Not every relationship works out. Even platonic 
roommates must occasionally go their separate ways. 
How Sims part company is as important as how they 
get together. 

Mouing out 

An adult or elder Sim can move out of the household 
voluntary by using the Find Own Place interaction in the 
newspaper or computer. He may then choose whom 
(if anyone) in the household he’d like to bring along. 

Moving out can 
be a big step but, 
when the time is 
right, the best one. 


All other Sims bid the departing Sim adieu as he 
walks out the door and into a waiting cab. He reap- 
pears in the neighborhood’s Family Bin and can be 
moved into any empty lot. He gets §20,000 to start 
his new life and keeps all his skills and Memories and 
any relationships as of the time he left the lot. 

If the moving out Sim is leaving any baby, 
toddler, or child Sims behind, there must be one 
teen, adult, or elder remaining on the lot. 
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Married/joined Sims can separate without divorcing 
by moving out in this way. Moving out doesn't 
change the relationship at all, just places one of 
the couple in another lot. 




Sims can be invited back if they meet the Move 
In relationship requirements with a member of their 
former home. 


Breahlng up 

Breaking up committed relationships is a serious 
matter, especially if they share a lot or have 
offspring. This interaction is the same for going 
steady, engagement, or married/joined. 

Getting dumped 
is never easy, 
but in this case, 
he deserves it. 


The Sim initiating the break up must have a 
negative to moderately positive (-100-45) Daily 
and Lifetime Relationship with the potential dumpee. 
In other words, the relationship must be on the 



If the relationship score isn't low enough, but you 
want a Sim to break up, do something heinous 
like kiss another Sim in front of the Sims partner; 
that should sufficiently trash the relationship. 

Then switch to the other Sim and do the Break 
Up interaction. 



If the relationship has decayed to these levels, 
the Break Up interaction becomes available. Once 
initiated, the interaction is always accepted and can’t 
be cancelled. 

Both parties take a massive Daily and Lifetime 
Relationship hit (though Social remains unchanged). 

If they’re married/joined, the dumped Sim leaves 
the lot immediately (she does not have the option 
of bringing anyone with her) and is removed from 
the family. 

The dumped Sim is deposited in the Sim Bin and 
can be moved into any uninhabited lot. She leaves 
with §20,000 in the bank but the value of the 
departed lot remains unchanged. 

Jeaiousu and Cheating 

Sims love to love but they can’t abide betrayal. 
Unfortunately some Sims Just can’t stay loyal to 
one Sim. Such is the complex web of Jealousy and 
cheating. Knowing how it works makes getting away 
with it much easier. 


Cheating 

Any Sim who’s in love, crush, engaged, or married/ 
Joined who does a romantic interaction with another 
Sim is cheating. If the cheating Sim’s beloved is 
unaware of the transgression, the cheatee gets an 
Affair Memory and there’s no effect on their other 
romantic relationship. 


Jealousg 



Infidelity can be 
extremely hard on 
everyone, especially 
the innocent party 
and the children. 
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If a Sim is in a love, crush, engaged, or married/ 
joined relationship with another Sim, doing any 
romantic interaction with some other Sim when the 
beloved is in the same room (even if not in sight) or 
doing WooHoo with another Sim when the beloved is 
anywhere on the lot triggers Jealousy. 

Jealousy has several effects: 

^ Big reductions in Daily and Lifetime Relation- 
ship scores. 

^ Caught Cheating Memory for the cheater and 
Caught Lover Cheating Memory for the cheatee. 

^ If relationship numbers of the couple are low 
enough, they lose crush and/or love status but 
not engagement or spousal status. In other words. 
Jealousy can’t cause a break up but can cause 
a couple to fall out of love. 

^ If the cheater Fears getting caught and the 
innocent partner Fears catching his partner 
Cheating, they both take massive hits to their 
Aspiration scores. 

Jealousy is always directed toward the Sim who 
initiated the romantic interaction and the one who 
accepted it, and the effects are always more severe 
against the Sim with whom the jealous Sim shares 
a relationship. If the receiver rejected the advance, 
she’s spared the effects of Jealousy. For example, A 
and B are in love: 

^ If A attempts a romantic social with C (regardless 
of whether C accepts), B will slap A, Lifetime and 
Daily Relationships between B and A will be radi- 
cally reduced, A gets a Caught Cheating Memory, 
B gets a Caught Lover Cheating Memory. 

^ If C accepts the interaction, C will get slapped 
too and have drastic (but smaller) reductions to 
Lifetime and Daily Relationship with B. 

^ If, instead, C attempts a romantic interaction with 
A and A rejects, B will slap and lose relationship 
points with C but not A. 
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Witnessing Cheating 

If relatives of the cheated-on Sim are in the room (for 
most romantic interactions) or on the lot (if there’s 
WooHoo), they’ll witness the cheating and lecture 
the cheating Sim. If the witness is the cheating Sim’s 
offspring, he’ll cry. 

Witnesses also get a Memory Marker of the 
infidelity. If, by chance, this Marker arises as a 
conversational topic between the witness and 
the (heretofore) ignorant cheated-on Sim, this 
conversation triggers the Jealousy response as if 
the cheated-on Sim had been there himself. 


Childbirth and Adoption 

Sure you can genetically engineer a child in 
Create-A-Sim, but the real magic happens when 
the life your Sims lead and the choices they make 
produce a little bundle of Joy. 

There are two ways to add offspring to a family: 
^ Adoption 
^ Childbirth 


Adoption 

Any adult or elder Sims (even single ones) can 
adopt by using the telephone (Call... > Service > 
Adoption Service). 



Adoption begins 
at the phone. 
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The Adoption request will be approved immedi- 
ately if: 

^ Family funds exceed §3,000 
^ Calling Sim does not have a Memory of having 
a baby, toddler, or child taken away by the 
Social Worker. 

^ Family size is less than 8. 

The new family member is delivered at 10 a.m. 



Be sure +0 fake fhe delivery day off work or fhe 
Social Worker can'! furn over fhe child. 


Ideally, arrange for fhe event to occur on 
one of your Sims' scheduled days off. There's no 
mafernHy/pafernHy leave for adoptions. 


The Social l/Vorker 
comes for a good 
reason for a change. 
Meet your new 
family member. 



When the Social Worker arrives, decide what 
age the new family member should be: baby, toddler, 
or child. 

V note ) > 

The child you get in an adoption will be either a 
randomly generated child of the appropriate age or 
a child previously removed from another family in 
the neighborhood. 

_) 


All other aspects (name, personality, interests, 
appearance) of the child are out of your control. The 
child does, however, automatically take the house- 
hold’s last name. 



The members of the household get an 
Adoption Memory. 

- -- --- - — 


All adopted Sims arrive with Daily Relationship 
of 25 and Lifetime of 0 toward all members of the 
household. 

From this point on, raising an adopted child is 
identical to any other offspring. 

Pregnancy 

Only two events can cause 
pregnancy: 

^ Sims of opposite 
genders doing the 
Try for Baby 
interaction 
^ Alien abduction 

Try for Baby 

Sims may perform the Try 
for Baby interaction only 
via a few particularly 
conducive objects: 

^ Beds 
^ Hot tubs 
^ Clothing booths 
(Community Lot only) 
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This kiddies, is how 
babies are made. 
iVell, it's one Way. 


If the interaction is accepted, there’s a chance 
of conception depending on where it was done 
(6o percent if in a bed, 25 percent if in a hot tub, and 
50 percent if in a clothing booth). The only evidence 
of success, however, is a vague musical cue of a 
lullaby shortly after the interaction; it’s easy to miss. 


Allen Abduction 

If Sims use the Stargaze interaction with the expen- 
sive telescope (Farstar e3 Telescope) at night, there 
is a chance they’ll be abducted by aliens. Abducted 
Sims are returned to the lot three hours later. 



The chances are 
pretty small, but if 
aliens take this guy 
for a ride, start 
saving for a crib. 


If the abductee is a male adult, he always returns 
from the ordeal impregnated with an alien baby. 

Other than the “mother” being male, alien preg- 
nancies are identical to normal ones. 


The Three Trimesters 

Pregnancy lasts three days, each representing a 
trimester of pregnancy. 



DasM 


A sure sign 
of pregnancy 


The first day of a pregnancy, everything seems 
normal. There is a chance, however, that the Sim will 
spontaneously throw up. When idling, pregnant Sims 
might appear gueasy. 



Throwing up in The foiled severely messes up fhe 
commode. The bafhroom needs Trequenf cleaning 
during This firsf day. 


Pregnant Sims’ Needs undergo a subtle but 
noticeable change; both Energy, Bladder, and Hunger 
decay are accelerated, requiring the Sim to sleep and 
eat more often. 

Dau2 

In the second trimester, the Sim’s “delicate condition” 
becomes unmistakable. 

Hunger, Bladder, and Energy continue to decay 
faster than normal. 

The Sim will be a bit more irritable and it will 
be harder to increase and easier to decrease his/her 
relationship score toward other Sims. All positive 


(200 j 

*• 
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relationship changes for social interaction with the 
pregnant Sim are decreased by 25 percent and all 
negative changes are increased by 25 percent. 

On day 2, the 
pregnancy begins 
to show. 


At some point, the Sim becomes visibly pregnant, 
begins wearing a maternity outfit, and is notified that 
he/she has the day off from work (with pay). The 
carpool does not come. 

v ., iHite 

For this day and the next, other Sims may 
do the Rub Belly and Talk to Belly interactions 
with the pregnant Sim. 

For the remainder of the pregnancy, the Sim 
cannot go to a Community Lot. 

Dau3 

On the final day of pregnancy, all of the day 2 changes 
continue. Hunger, Bladder, and Energy still decay 
faster and relationship changes are still toned down. 

Big belly means 
today's the day! 




The Sim appears hugely pregnant and waddles 
noticeably. 

Day 3 pregnant Sims are prohibited from using 
many objects (e.g. hot tubs) and cannot perform 
many social interactions. They also can’t (to name 
a few) dive, fight (except argue), use the swing set, 
or be abducted by aliens. They can’t Try for Baby 
(obviously) but they can WooHoo (though getting 
sufficient Mood for this high-end interaction may 
be challenging). 

Deiiueru 

At some point on day 3, the Sim goes into labor. 
Other Sims on the lot gather around and the delivery 
cinematic plays. 

The game pauses briefly while the new baby’s 
genetics are generated. 

In a moment, poof! You have a new genetically 
unigue family member. If the baby is the product of 
an alien abduction, she might sport obvious alien 
features but should also have her father’s eye color. 

Naming the baby is 
permanent, so give 
it some thought. 


Finally, the new baby may be named. Decide 
carefully as this name cannot ever be changed. 

Twins 

Twins randomly occur 10 percent of the time. Twins 
from married parents won’t always be the same gender 
(which one is a toss up). 

In the event of twins, the first birth occurs 
as described above except when the time for 




Protected by copyright. Unauthorized or uniawfui copying or downioading expressiy prohibited. 





V 


PRIMA OFFICIAL GAME GUIDE 



naming arrives. The first baby gets handed off and 
the second is born without the birth cinematic. After 
the second twin is born, two naming boxes permit 
you to name both babies. 


Teenage issues 

Two special situations make having a teenager 
particularly challenging: running away and going 
out/sneaking out. 

Runaway 

If a teen has a bad relationship with her household 
(Daily and Lifetime below -20 with all household 
Sims), the teen announces that she’s running away 
and leaves the lot. 

If, within 24 hours, a household Sim calls the 
police to report the teen missing, she’ll be returned 
the next day. 


Runaway teens just 
need a little love. 
Get them back and 
shower them with 
positive attention or 
they'll bolt again. 


If the police are called more than 24 hours after 
the teen ran away, there’s a 50 percent chance she’ll 
be found and returned. 

When the teen returns, she won’t run away again 
for one day. If, after one day, all relationships are 
still below the threshold, she will run away again. 
Use the day of return to improve the relationship. 

If a teen isn’t found or the police are never 
called, the teen always returns in time for her transi- 
tion to adulthood. 
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GO out/sneah out 

Teens like to have fun away from home, but they don’t 
necessarily wait for permission to go out on the town. 

A teen may either ask an older household Sim for 
permission to go out, or sneak out via the telephone. 

Going out with Permission 

A teen may ask an older household Sim for permis- 
sion to go out. The older Sim accepts or rejects 
based on his Daily and Lifetime Relationships with the 
teen, his Nice/Grouchy Personality, and his Mood. 

Permission to 
go out is what 
good teens get. 

Is Ophelia a 
good teen? 

Didn't think so. 


If the older Sim approves, the Go Out interaction 
is unlocked on the phone (regardless of the time of 
day). The teen may call any teen friend; acceptance 
is based on their Relationship score. If the other teen 
accepts the invitation, she’ll come at 8 p.m. 

Four hours later, the teen returns with Fun and 
Social increased and Energy and Hunger decreased. 

^ 

The ieen driving for a Go Ouf or Sneak Out in+er- 
acfion shows up in a car linked fo the Sim wHh the 
highesf career level in her household. 



sneaKing out 

Teens may go out without permission if they 
sneak out. 
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Parties 

Parties are a huge part of family life. All of life’s big 
moments call for parties, but sometimes it’s just a 
good way to have fun or satisfy a Sim’s Wants. 

Initiating a Party 

All parties begin with picking up the telephone and 
selecting the Throw Party interaction. 

Kinds at Parties 


There are four kinds of parties: 

^ House Party: Always available. 
^ Birthday: Available only if a house- 
hold Sim has a birthday in two or 
fewer days. 

^ Wedding: Available only if a Sim on the lot 
is engaged. 

^ Anniversary: Available only if there are two 
elders in the household who were married when 
they were adults. Late in life marriages don’t 
gualify for an Anniversary party because such 
Sims are still giddy newlyweds. 

The kind of party you throw impacts what is 
expected to occur at the party and how it will be 
scored. See “Party Scoring,” later in this chapter. 


After 10 p.m., the Sneak Out interaction becomes 
available on the telephone. The teen may call any 
other teen he knows; acceptance or rejection is based 
on their Relationship score. 


Sneaking out 
requires some 
stealth and plan- 
ning. Send the 
grown-ups to bed 
before 1 a.m. or 
keep them busy in 
another room. 


The other teen arrives at i a.m. and waits for one 
hour. To go out, the teen must get out of the house 
without any older Sims spotting him. If caught, he 
gets a reduction in Social and Relationship score with 
the Sim who caught him and a bad Memory of being 
caught. He may also take an Aspiration hit if he 
Feared getting caught. Try to make sure all the 
grown-ups are asleep before sneaking out. 

If he’s successful, the teen Jumps in the 
car and leaves the lot. While gone, his 
Fun and Social motives skyrocket and 
his Energy and Hunger decrease. 

At 4 a.m., the teen returns to the 
lot and attempts to get back into 
the house undetected. Getting 
caught means reductions in 
Relationship score with the 
Sim who caught him and 
a bad Memory. 

There’s a random chance the 
teen will be brought home in a 
police car and receive all the 
punishments of getting caught. 


Choose your party. 


7J 
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inultatlons 

Inviting guests is 
no guarantee they'll 
come, so try to 
invite at least a few 
Sims with whom 
your Sim has a 
strong relationship. 


Once you pick what kind of party to throw, it’s time 
to invite the guests. A list appears with the names 
of every Sim with whom the Sim making the call is 
familiar. Select which Sims you want to invite off the 
list, up to the maximum shown. 



Party guest maximums are dictated by your 
computer's processing and memory power. 

The slower the processor and lower the 
RAM, the fewer guests can attend. 


Just because you invite a guest doesn’t mean 
he’ll show. The higher the guest’s Daily Relationship 
with the person doing the inviting, the more likely 



Assign the Sim with the highest relationships to 
the largest number of Sims to make the invitation 
call. This increases the odds of having a well- 
attended party. 


The number of Sims in attendance isn’t crucial just 
so long as someone shows. If no one accepts, the 
Party score takes a massive decline. 
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Party Objects 

Many objects might be useful for a successful party. 

They look festive 
(and increase 
Environment). Need 
they do more? 


Party decorations are not reguired, but they do 
enhance Environment score, thus allowing visitors to 
stay longer. Balloons pop at the end of the party and 
must be cleaned up. 



Remember all non-food Hems can be purchased 
for a party and returned for a full refund before 
midnight of the same day. 

) 




Having a constant supply of food is essential for 
a five-hour party. Fail to keep it flowing and the 
guests won’t make it to the end, greatly reducing the 
party score. Either keep one Sim cooking or buy 
the Whatay Buffet object. 


Sims gathered 
around Fun 
objects are 
a pretty good 
sign of a 
successful party. 
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Because party success is based on the amount of 
positive socializing, get as many group Fun objects 
as possible on the lot. These fulfill guests’ Fun Need 
and generate social interaction among Sims partici- 
pating and watching. Good group Fun objects include: 
^ Hot tubs 

^ It’s MYSHUNO! (The Fabulously Zany Party Game) 

^ Maxis Game Simulator 

^ Any television 

^ Any stereo 

^ Burled Wood Dartboard 

^ Any pinball machine 

^ Swing Kidz Deluxe Swing Set (several 

Joined together) 

^ Any bar 

For Wedding and Birthday parties, you can buy 
special objects (the wedding arch and birthday cake, 
respectively). They’re not mandatory, but using them 
to initiate the blessed event while the appropriate 
party is in progress triggers otherwise unavailable 
cinematic events. 

Party scoring 

Parties are scored based on the amount of socializing 
among attendees. 

When the first guest arrives, the party begins and 
continues for the next five hours. Every 15 minutes, 
the net change in everyone’s collective Daily 
Relationship scores is marked and compared to the 
previous amount. If there’s an increase, the Party 
score rises. If it falls, so too does the Party score. 

The number of people at a party affects how the 
score is calculated. Small parties (those with two or 
three guests) are scaled (by two-fifths and three- 
fifths, respectively) because it’s too easy to get a 
high score with fewer guests. With four or more 
guests, score is based on the total number of Daily 
Relationship points gained divided by the number of 
people on the lot. 


Pariv success Leueis 

There are six levels of party success (three positive 
and three negative): 

^ A Roof-Raiser 
^ A Good Time 
^ Not Bad 
^ A Snoozer 
^ A Real Dud 
^ A Total Disaster 




Birthday Scenario; It’s Party Time! 
Party Score: Good Time 
Time Left: 0 : 56 


The Party score lets you know how things are going. Don't Worry 
if the score is low at the beginning of a party, but get things 
going before the end. 


The higher the score, the better the party. 

Attendance and Partv scare 

If no invited guests show up to the party, the festivi- 
ties (if you can call them that) go on as planned. The 
total snubbing, however, causes a major reduction in 
Party score. 

The same is true if all invited guests leave before 
the party is complete. 

Thus, a successful party reguires that you meet 
the Needs of all visitors (see “Visitor Behavior,” 
Chapter 11). If visitors can’t satisfy Hunger, Bladder, 
Comfort, Fun, Social, and Energy (via coffee or 
espresso only), their stay will be shortened. 

special Euent Parties 

Birthday and Wedding parties have an extra scoring 
element that can trash the party. 

If the party’s main event doesn’t occur as the 
party’s end nears, a massive deduction is taken from 
Party score. 
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Thus, no matter how festive the party, a Wedding 
with no marriage/joining or a Birthday party with no 
age transition will be a failure. 

• ;jD l e } j 

Though H seems like a special event party, the 
Anniversary party has no central event that must 
occur. Functionally, it's the same as a House Party 
except guests come in Formal attire. 

> ) 


Partv Final score 

When time runs out, the final social interaction meas- 
urement is made and the outcome of the party is 
declared. If the Party score is one of the three posi- 
tive verdicts, the Sim who initiated the party gets a 
positive party Memory. If the Party score is negative, 
the Sim gets a negative party Memory. 

This Memory can fulfill Wants or Fears in house- 
hold Sims, so party success can be very important. 
Keep an eye on all household Sims’ Wants/Fears 
panel to see how much they have riding on the party. 



Noi all Sims like parfies. If They're parficularly Shy, 
for insTance, They Fear having a parTy. They mighT, 
Therefore, be beTTer off geTTing married or having 
an age TransiTion quieTly aT home. 

This doesn'T mean, however, ThaT a Shy 
PopulariTy Sim is doomed: all PopulariTy Sims, 
even Shy ones, WanT parTies. 

« > 
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COPS 

The police may come to break up a party if all the 
following conditions are met: 

^ If the time is after ii p.m. 

^ If more than four visitors are on the lot 
^ If there’s a turned-on stereo on the lot 

Every minute after ii p.m., there’s a chance the 
police could show and break up the party. When 
the party is broken up, the last measured score is the 
final score for the party. If the party is a Birthday or 
Wedding party, much depends on when the police 
arrive. If they arrive before the wedding or age 
transition occurs, the party simply ends with its last 
measured score and no penalty for the lack of the 
party’s central event. 

special Euent Parties 

As discussed above, there are two special event 
parties: Birthday and Wedding parties. 

Birthday Party 

The Birthday party invitation becomes available on 
the telephone two-days before any Sim’s scheduled 
age transition. Throwing this party provides an extra 
opportunity to improve a Sim’s Aspiration score by 
giving her a special good Birthday party Memory. 

Birthday parties 
have only one 
essential element: 
someone has to grow 
up during the party. 


For the party to be successful, the Sim must 
age transition during the party. Thus, she must 
click on the cake and select “Blow Out Candles,’ 
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do the “Grow Up” self-interaction, or grow up auto- 
nomously at 7 p.m. Any means fulfills the Party 
scoring reguirement. 

No special objects are necessary for a Birthday 
party but growing up via the cake during a party 
serves up an otherwise unavailable cinematic and 
provides a ready-made dessert for guests to consume 
together and chat over. 



For full defails on age fransifions, see 
"Age fransifions, " Chapfer 6. 

When the age transition occurs (by whatever 
means), the age transitioning Sim goes to the cake 
(if any) and the party gathers around him. 

weddings 

A Wedding party is held to communally celebrate the 
Joining of two Sims and, as with Birthdays, provide 
an extra opportunity to affect 
the Sims’ Aspiration scores by 
having a successful party (if 
they harbor this Want). 

There are also some 
other benefits. 

When the invitation 
goes out to a Wedding 
party, the guests arrive 
in their Formal clothing. 

The party goes 
along like any other 
until the marriage/ 

Joining itself occurs in 
either of two ways. 

First, one Sim can 
simply do the Propose > 

Marriage/ Joining interac- 
tion on the Sim to whom 
he’s engaged. 




Vou can get married 
just fine without 
the Wedding arch; 
it just Won't be 
as formal. 


Second, if the wedding arch object is placed on 
the lot, one of the engaged Sims can click on it to 
initiate the marriage/joining ceremony. If a Wedding 
party is underway, using the wedding arch causes 
several things to happen; 

^ An otherwise unavailable cinematic of either the 
successful or unsuccessful wedding plays. 

^ If chairs are placed around the arch, wedding 
guests will fill them before the ceremony. 
Otherwise, they’ll simply gather around the arch. 



If fhe foasfing sef object is on the lot, guests may 
autonomously toast to the newlyweds. 


Whether the actual marriage/joining event 
happens is crucial to a Wedding Party score. If it 
doesn’t happen before the end of the party or if the 
marriage is rejected (left at the altar), the party score 
drops precipitously. 

Once the party is over and the marriage/joining 
is successfully completed, the final reason to have 
the party arrives: the honeymoon. The newlyweds 

are whisked away by a limo for a few hours of 
post-nuptial honeymoon bliss. When they 
return, they’re aglow with a substantial 
Mood boost, ready to resume the grind 
of normal life. Marriages/ Joinings not 
celebrated with a Wedding party do not _ . 
get a honeymoon. ^ ^ /"J 
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The world of The Sims 2 is full of Sims who don’t live 
in the neighborhood. That is, they can’t be found or 
played on any existing lot. These folks are called 
“Non-Player Character” Sims or “NPCs.” 

There are three kinds of NPC Sims: 

♦ Social NPCs 
^ Non-Social NPCs 
^ Townies 

There is also one additional and very important 
NPC: the Social Bunny. Most Sims don’t think it 
exists, but lonely Sims still believe. 

This chapter introduces you to all the game’s 
NPCs and explains how and with which your Sims 
may interact. 

Social NPCs 

Social NPCs are Sims that exist primarily to perform 
services or tasks. With richer lives and personalities, 
many more NPCs can now socialize and be your 
Sims’ friends and lovers. 


Chatting with "the 
help" is actually a 
great Way to expand 
a Sitn's base of 
friends and provide 
interesting new 
people to invite 
into the household. 


When no or little relationship yet exists, you can do 
a few basic interactions: 

^ Talk > Chat 
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^ Talk > Gossip: With higher Relationship Score 
(Daily 30 or Lifetime 35). 

^ Talk > Brag: Disappears once Daily and Lifetime 
Relationship increases above 50. 

^ Flirt: Flirt interactions become progressively avail- 
able as Relationship Scores increase. Flirt is not 
available with Community Lot salespeople. 

After a Sim is introduced to a specific Social NPC, 
he appears in the Sim’s Relationship panel. Several 
things can now happen: he can be called on the 
phone, sent e-mail, invited to parties or a Community 
Lot, and he can even become a “regular” service 
provider (as detailed below). 

Once a relationship with an NPC bas begun to really 
grow, the social possibilities expand considerably. See 
“Interacting with Social NPCs,” later in this chapter. 

Social NPCs come in two flavors: 

^ Service NPCs ♦ Autonomous NPCs 

seruice npcs 

Service NPCs are Sims you call when you need some- 
thing. In each case, they’re reached via telephone and 
charge by the hour. Service NPCs include: 

^ Bartender ^ Maid 

^ Exterminator ^ Nanny 

^ Gardener ^ Repairman (or -woman) 

Hiring seruice HPCs 

All Service NPGs are hired via the Services menu on 
a telephone. Depending on the time of day, the NPG 
comes over either about 30 minutes after the call or 
first thing (after 9 a.m. except for the Maid who 
comes at 10 a.m.) the next morning. 

■ ; 

Service NPCs' responses on fhe phone fell you 
when fhey'll come buf, for NPCs wifh limifed 
hours, you can presume fhaf calls made lafe in 
fhe day will be answered immediafely, buf fhe 
service person won'f come unfil fhe nexf morning. 
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Some Service NPCs are hired once to come on a 
regular basis (Maids, Gardeners) while other are 
hired for a single visit (Repairmen, Exterminators, 
Bartenders). The Nanny can be hired for either 
kind of work. 

seruice interactions 

In addition to the usual Social NPC interactions, 
service NPCs have several other basic interactions 
related to their work: 

Tip is also available on Autonomous Social NPCs 
(see following page). 


Services are 
summoned 
by telephone. 


The particular Sim that arrives at the house will 
be one of six randomly selected and could be either 
male or female. If the calling Sim has previously 
interacted with any service Sims of that kind, the one 
with whom she has the highest Lifetime Relationship 
score will come. 

' vJMl) ^ 

Nannies are always female and elder. 


NPC Fees 

All Service NPCs charge a base fee per visit (§5-§io) 
plus an hourly rate (§^-§50 per hour). 

If they arrive and find nothing that needs to be 
done (if house is clean for Maid or contains no 
broken items for Repairman), they charge the base 
fee and leave. 

Household Sims are not charged for time spent 
socializing after work is done. 

If, when an NPC is finished and ready to be paid, 
the household funds are insufficient to pay the bill, 
the Service NPC will remove objects with depreciated 
value collectively egual to the amount of the bill. He 
also terminates any recurring service and can’t be 
rehired for two days. 

Hours 

Each Service NPC has hours in which she can work. 
Some leave at a specific time and some only stay 


for a maximum number of hours regardless of the 
time of day. 

NPCs with a specific start time can come the same 
day only if their work hours allow it; if not, they 
promise to come first thing the next day. See the list- 
ings below for each kind of NPC’s hours and work 
restrictions. 

If his guitting time arrives and he hasn’t 
completed his Job, he leaves the work unfinished. 

Some Service NPCs (e.g.. Bartenders, Nannies) 
can come any time of day, as needed, and have no 
specific guitting time. 

Recurring us. one-Time seruices 


Nannies Work when- 
ever the Sitn who 
called them is away 
from the house, or 
on a one-shot basis. 
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A tip is a fast 
but costly Way to 
build a relationship 
with an NPC. 


^ Tip: Gives NPC extra money (§i, §5, §10, §25, §100) 
in exchange for a proportional amount of Daily 
Relationship and Social Need. May only be done 
by teen, adult, and elder Sims. 

^ End Services/Fire: Ends a recurring service. 

Appears as “End Services” if relationship with NPC 
is positive, “Fire” if it’s negative. End Services 
adds to Daily Relationship, Fire deducts from it. 

^ Shoo: Commands NPC to leave current room or 
move out of Sim’s path. 

^ Dismiss: Sends the NPC away for the day only. 



NPCs can be interrupted from their work any time 
with these interactions but they're still "on the 
clock." Excessive on-the-job interactions extend 
their work times and thus increase the expense of 
the visit and possibly force them to leave the Job 
unfinished. Therefore, wait for them to finish 
before socializing. 



A Service NPC can’t do any other interactions until 
his Job is done. When he finishes his job, what he 
does next depends on the relationship. If Lifetime 
Relationship is low, he announces that the work is 
complete and waits around to give you a chance to 
engage him socially. If Lifetime Relationship is high, he 
offers to hang out; accept and he becomes a visitor. 
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Interaction must be initiated before the NPC 
charges for his service. Once the charge is made, he’s 
unavailable for interaction. 


Bartender 



A Bartender 


^ Call Hours: Any time 
^ Shift; 6 hours (can be 
dismissed sooner) 

^ Fee: §10 per visit, §15 
per hour 

^ Service; One Time 
The Bartender can be 
called to make and serve 
drinks from a bar object. 
She also works the crowd 
with a tray of six drinks. 



You can hire the Bartender without a bar on your lot, 
but she'll refuse to work and charge you §10 for the call. 

^ J> 


Because parties can be held any time. Bartenders 
can be summoned any time of the night or day, and 
they stay on the lot for six hours after their arrival. 
This helps party guests feed their Fun and Hunger 
Needs, though it might create a line to the bathroom. 


EMierminalor 



^ Call Hours: 9 a.m. 
to 5 p.m. 

^ Shift: Unlimited, until 
all roaches are killed 
^ Fee: §10 per visit plus 
§50 per hour 
^ Service; One Time 
The Exterminator comes 
when called whether there 
are roaches in the house- 
hold or not; if not, he’ll 
charge §10 and depart. 
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Sims can spray roaches ihemselves, but H's not 
nearly as efficieni as hiring ihe Exierminaior. 


The Exterminator wanders around the house, 
spraying any roaches until they’re dead, but he won’t 
dean up the piles of roach carcasses. He stays as many 
hours as necessary to completely eradicate the bugs. 

After the Exterminator departs, Sims must clean 
up the dead roaches to fully restore the damage done 
to Environment score. 


Gardener 



A Gardener 


^ Call Hours: 9 a.m. 
to 6 p.m. 

^ Shift: Until finished 
or up to eight hours 
^ Eee: §5 per visit, 

§10 per hour 
^ Service: Recurring, 
three days per week 


The Gardener comes when called, waters flowers, 
pulls weeds, and trims shrubs. She works until there’s 
nothing left to do, or calls it a day after eight hours. 

^ Call Hours: 10 a.m. 
to 5 p.m. 

^ Shift: Until finished or 
no later than 5 p.m. 

^ Eee: §5 per visit and 
§10 per hour 

^ Service: Recurring, daily 


The Maid is summoned by phone and comes every 
day to clean all messes in the house. 


maid 



A Maid 


Consider carefully fhe cosf of having a house 
full of Sloppy Sims. Even a small house fakes af 
leasf a few hours fo clean, so you're looking af 
a minimum of §220 per week for a Maid (probably 
much more). Consider also fhaf you have fo work 
around myriad messes in befween fhe Maid's 
visifs. You mighf wanf fo reconsider fhe fried-and- 
frue The Sims sfrafegy of making everyone Sloppy 
and hiring someone fo clean up. A Neaf Sim wifh 
10 Cleaning is more effecfive and cosfs nofhing, 
plus he builds skill as he cleans. 

He or she arrives at 10 a.m. and departs when 
everything’s clean. If any uncleaned messes remain at 
5 p.m., the Maid leaves them uncleaned. On the first 
day of service and during call hours, the Maid comes 
30 minutes after the call and stays until 5. 

If there’s nothing on the lot to clean, the Maid 
charges §10 and departs. 




♦ 

♦ 

♦ 

♦ 


Call Hours: Anytime 
Shift: Eight hours or 
as long as needed 
Eee: §10 per visit and 
§15 per hour 
Service: One Time or 
Recurring (anytime all 
teen, adult, elder Sims 
are at work) 


nanny 


A Nanny 


Nannies are summoned by phone and come to take 
care of babies, toddlers, and children. She feeds and 
changes babies and toddlers, plays with them, and 
makes food as needed (she’s a very good cook). 

In baby/toddler care, she autonomously uses the 
changing table, crib, and high chair. She cleans up 
after the children and herself, and will clean in 
general if there’s nothing else to do. 
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Unlike other Service NPCs, Sims have a choice of 
what kind of Nanny service they require. 

They can choose a one-time service in which the 
Nanny arrives 30 minutes later and stays for an eight 
hour shift; if no teen, adult, or elder is home at the 
end of her shift, she stays until someone arrives. 

^ rials ^ 

If a family confains only child-age kids, the 
Nanny won't stay while they're at school. Thus, 
if parent works 9 a.m. to 6 p.m. and school 
goes from 9 a.m. to 3 p.m., Nanny comes from 
3 p.m. to 6 p.m. 


Alternately, the Nanny can be hired indefinitely to 
come whenever the caller must be off the lot for work 
or school and any babies, toddlers, and children are 
at home. She automatically tracks the caller’s work 
schedule (even if his hours change) and arrives in 
advance of the caller’s departure. 



Whoever calls the Nanny dictates when the care- 
taker will come. If parents work differing hours, 
consider having the earlier-departing adult call the 
Nanny. Thus, the later-starting adult can work on 
Skills or Wants or socialize rather than taking care 
of the minors. 


Even if an adult, elder, or teen Sim is home but 
the calling Sim is not, the Nanny stays until the 
calling Sim returns or eight hours has passed, unless 
the Dismiss interaction is done. 
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Repairman (ar Repairuiaman) 

Call Hours: 9 a.m. 
to 5 p.m. 

^ Shift; As long as it takes 
to complete all repairs 
^ Fee: §10 per visit and 
§50 per hour 
^ Service: One Time 

A Repairman 

The Repairman (or -woman) is summoned by phone 
and arrives about 30 minutes later. He or she 
repairs all broken objects on the lot, staying until 
everything is fixed. 

• V flaley 5 

The Repairman has very high Mechanical skill buf 
sfill can be elecfrocu+ed. This singes but doesn't 
kill the Repairman and can start a fire. 


If the Repairman arrives and there’s nothing to fix 
on the lot, he charges §10 and leaves. 



Given the massive expense of the repairman, it 
pays to have a household Sim highly trained in 
Mechanical skill if career, essential skill building, 
and Wants/Fears time permits. 


Autonomous NPCs 

Autonomous NPCs are like service NPCs but their 
visits are triggered more by events than by a service 
they provide. When they do provide services, they’re 
not paid hourly like Service NPCs. 

As with Service NPCs, many Autonomous NPCs 
can be interacted with and tipped to establish a 
relationship. 
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You can't really 
control when 
these NPCs visit a 
household, but take 
the opportunity 
when they do. 


Autonomous Social NPCs include; 

^ Burglar ^ Mail Carrier 

^ Community Lot Salespeople ^ Paper Delivery 
^ Delivery People ^ Police 

^ Firefighters 

Burglar 

The Burglar comes to Sims 
homes on random nights 
and tries to pilfer some 
of the family’s most valu- 
able objects. 

The Burglar may not 
seem like marriage or 
friendship material, but 
you never know. The only 
way to begin a relationship 
with him or her, however, 
is to engage in a bit of skullduggery and lawlessness. 

After a Burglar is apprehended, he’s put in the 
back of the police car. Then, the cop comes inside to 
talk to your Sims and make herself available for social 
interaction. Click on the police car door to find the 
“Open Rear Door” interaction, and release the Burglar. 
You may then interact with him before he runs off the 
lot, adding him to the Relationship panel. In the future, 
the Burglar is Just like any other acguaintance who 
can be invited, visit, befriended, and even married. 




If a Burglar is brought into the family, he leaves 
most of his life of crime behind him; as with all 
Social NPCs, he enters the household unemployed. 


communiig Lot salespeople 



A Salesperson 


When on a Community 
Lot, all stores are manned 
by NPC Salespeople; their 
Job is to ring up the sale. 
You can perform basic 
social interactions with 
Salespeople, but only 
when no interaction is 
in progress. 


Community Lot Salespeople have one guirk 
compared to other Social NPCs; you can’t flirt with 
them on the Community Lot. Invite them to a Sim’s 
home, however, and anything goes. 


Delluprp People 

^ Hours; Anytime 
^ Fee; Pizza (§40), 
Groceries (§50 plus 
cost of groceries) 

Pizza and groceries are 
brought by Delivery People. 
If household funds are 
insufficient to pay the 
Delivery Person, she takes 
the eguivalent value in 
household objects. 

Firefighters 

Firefighters come when called either via the phone 
or automatically by a ringing smoke detector object. 



L u 


A Delivery Person 
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When they arrive, they 
busy themselves putting 
out all fires and briefly 
wait to be spoken to or 
tipped. They can’t be inter- 
rupted while extinguishing 
the blaze. 


A Firefighter .. 

jiDte J — j 

Unless you want to pay the §500 fine for false fire 
alarms, you have to wait until a fire occurs natu- 
rally to become acquainted with a Firefighter. 

) 

Mall Carrier 

The Mail Carrier comes 
Tuesday and Thursday 
mornings (at lo a.m.) to 
deliver bills to the house- 
hold mailbox. He also 
comes the following day 
after the bill payment goes 
into the mailbox (except 
for Sunday). 



A Mail Carrier 


newspaper Delluerp 


The Newspaper Carrier 
comes every day at 7 a.m. 
to bring the day’s paper. 


A Newspaper Carrier 
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On the first day on the lot, the newspaper arrives 
at 9 a.m. 


If there isn’t a free tile near the mailbox, the 
Newspaper Carrier will complain, refuse to make the 
delivery, and leave the lot. He’ll also refuse to deliver 
if there are already three unrecycled papers on the lot. 

Police 

Police come when called 
either via the phone or 
automatically by a ringing 
burglar alarm object. They 
may also come to break up 
parties or if they need to 
bring home a teen who’s 
snuck out. 

When the cop arrives, 
he’ll busy himself appre- 
hending the Burglar. If he 
wins the fight, he’ll take the Burglar to the squad car 
and return to the house to reassure the household and 
present compensation for lost objects or a reward if 
nothing was stolen. If he loses the fight with the Burglar, 
he’ll stand around dejected for a time and then leave. 

He can’t be interrupted while apprehending 
the Burglar. 

Unless you wanf fo pay fhe §500 fine for false 
alarms, you have fo waif unfil a robbery occurs 
nafurally, a feen is refurned, or a parfy gefs ouf of 
hand fo become acquainfed wifh a Police Officer. 

i 

Interacting Ullth social NPCs 

When a Social NPC is on a Sim’s lot or your Sim is 
on a Community Lot, unfamiliar Service and 
Autonomous NPCs have several basic interactions: 

^ Talk > Chat 
^ Talk > Brag 




A Police Officer 


-r" 
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^ Tip (except Community Lot Salespeople) 

As Relationship scores toward the NPC grow, 
other basic interactions arise: 

^ Talk > Gossip 

^ Flirt (rising in intensity as relationship climbs) 

Service NPCs linger 
for a while. This 
is your chance to 
engage them in 
social interaction. 



If the relationship with a NPC is low or nonex- 
istent, she offers the opportunity for interaction by 
hovering wordlessly for 10-20 minutes (basic service 
interactions only). Once engaged, she stays as long 
as interaction goes on. Unlike visitors, however, if 
you leave her alone, she’ll depart. 

If an NPC has a high enough Daily and Lifetime 
Relationship (Daily 30, Lifetime 20) with your Sim and 
vice versa, NPCs ask to hang around. If you accept, 
they become standard visitors (see “Visitor Behavior,” 
Chapter 11). 

When they're 
finished, Service 
NPCs inform you of 
the charge. Once 
that happens, the 
opportunity for 
interaction ends. 


Once the NPC is a visitor, she behaves just like 
any other, staying as long as her Needs are being 
fulfilled, and departing no later than 2 a.m. 



Marrying/Joining or 
Gohabitating with llPGs 

Relationships with NPCs can reach the pinnacle of 
socializing: marriage/joining. It’s true: one day a 
simple Maid and the next, husband to the most 
powerful politician in SimCity. 

These rags-to-riches tales are yours to make, but 
only if you cultivate relationships with NPCs Just as 
intensely as with any other Sim. In this way, NPC 
Sims are really Just like any other non-household Sim 
with a few small exceptions: 

^ Career: When an NPC moves in or marries/joins 
into a household, his former career is over. He 
enters the home unemployed with no skills. 

^ Aspiration: When an NPC moves or marries/joins 
into a household, she gets a randomly generated 
Aspiration. There’s no way to know what this 
will be until the Sim comes under your control. 
Townie Sims, by contrast, have Wants/Fears and 
Aspirations even before they move in. 

NPCs who Join a household bring with them 
random wealth of §i,ooo-§io,ooo. 

Non-sociai npcs 

Some Sims you Just can’t engage no matter how much 
you want to. These Non-Social NPCs are vital parts of 
life, but are unable to interact beyond their duties: 

^ Reaper ^ Drivers 

^ Repo Man ^ Sim Shrink 

^ Social Worker 

Grim Reaper 

Death itself isn’t much of a social butterfly: he’s 
all about the Job. When a Sim dies, the Reaper 
appears, stands near the dead Sim, ushers him off 
the mortal coil, and replaces his lifeless body with 
a tombstone or urn. 
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If no living Sims are on fhe lot when fhe Reaper 
comes fo claim someone, there's a random chance 
he'll use the bathroom, make himself a drink at the 
bar, or watch a little TV before departing. 

, ) 



The Grim Reaper 


Repo Man 



The Repo Man 


The only interaction the 
living may have with the 
Reaper is to plead with him 
to spare the dead Sim’s 
life. The better the chal- 
lenger’s relationship with 
the deceased, the better 
his or her chances in this 
random contest. 

Find full details about 
death and the Reaper in 
Chapter i6. 

Almost as dreaded as 
Reaper, the Repo Man is 
one of the most unwelcome 
figures in SimCity. He 
doesn’t talk much, but 
happily goes about his 
business of sgueezing 
blood from the turnips 
of Sims who haven’t paid 
their bills on time. 


If a bill remains unpaid three days after delivery, 
you receive a warning that it’s past due. If no 
payment is made in the next 24 hours, the bills 
explode and the Repo Man is dispatched, arriving 
sometime on the fourth day. 

When the Repo Man arrives. Buy mode gets 
disabled. He goes through the house (even into inac- 
cessible places if need be) choosing objects by their 
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depreciated value to pay the debt. Once he’s sucked 
up the eguivalent value of the unpaid bills, he departs. 



Sims mourn the loss of fheir objects to the Repo 
Man in the same way as loss by burglary. 

) 


The Social Worker isn’t 
always a bearer of bad 
tidings, but she isn’t one 
of the more welcome 
guests. Generally, she only 
appears to remove babies, 
toddlers, and children from 
the lot when some kind 
of neglect has occurred: 

^ She takes all the family’s babies, toddlers, and 
children if Hunger of any fails. 

^ She takes all the family’s babies, toddlers, and 
children if the Social of any fails. 

^ She takes any babies, toddlers, and children left 
on lot without a teen, adult, elder, or Nanny. 

^ She takes any child whose grades fall to F. 

Removal warnings are issued when a baby, 
toddler, or child’s Hunger or Social drops below -50. 

The Social Worker can reach removable offspring 
even if they’re inaccessible. 

vjaH) ’ 

Removed babies, toddlers, and children go into 
a random collection of adoptable kids. 

Sims can’t be directed to interact with the 
Social Worker. 

The Social Worker has one positive function: 
delivering adopted children. See Chapter 12 for details. 


Social UJorhor 



The Social Vl/orker 
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Driuers 


Toumies 


The Community 
Lots are lousy with 
Townies, each quite 
befriendable and 
marriage-worthy. 


The Sim Shrink arrives 
automatically as the 
last resort of a Sim in 
Aspiration failure. Such a 
Sim collapses into a frantic, 
disturbed, and uncontrol- 
lable state when his 


Aspiration meter 


reaches rock bottom 


Townies are Sims that don’t live in any house in the 
neighborhood and can’t be player-controlled until 
they’re either married/joined or invited to move 
into a family. 


nole 


where's Bella Go+h? Pleasanfview's mosf famous 
missing person is acfuallu a Townie in Sfrangeiown. 


The Sim Shrink 


The Sim Shrink drops from the 
sky and performs a lengthy therapy 
on the desperate Sim. At the end, 
the Sim returns to normal func 
tionality but still with danger 
ously low Aspiration score; 
he’ll need some Wants satis 
fied to avoid another visit 
from the Shrink. 

Sims may not be 
directed to interact with 
the Shrink. In fact, no 
Sim other than the 
Shrink’s patient can 
see the good doctor. 


varied gene pool. 


are all single 


(half male and half female) 


^ 17 Adults 


^ 8 Teens 


^ 5 Children 
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Townies don’t age, per se, but they are replaced 
whenever the Townie pool dips below 25 randomly 
generated Townies. If adult or elder Townies 
move into a household, however, they begin to 
age normally. 

As with Social NPCs, Townies can be married/ 
joined or invited to move in. They bring with them 
a random amount of simoleans between §1,000 and 
§10,000. Unlike Social NPCs, however, they have a 
defined career track and level and pick up their work 
schedule as soon as they arrive. 


Social Bunny 


The Social Bunny is a very special NPC that comes 
when the Social Need of a teen, adult, or elder fails. 
It drops from the sky to provide companionship to 
lonely Sim, and stays until her Social Need is 
positive. When a Sim leaves the lot, the Social 
Bunny goes too, but it returns with the Sim if 
Social is still at failure level when she returns. 

The Social 
Bunny is the 
last refuge 
of the lonely 
Sitn. Try to 
get more than 
one on the lot 
and Watch the 
fireworks. 


The Social Bunny follows the Sim for whom it 
came from room to room. Its mere presence on the 
lot feeds the particular Sim’s Social motive, but it 
also can be the recipient of any non-romantic social 
interaction. 

The Bunny is visible only to the Sim for whom it 
arrived; switch control to another Sim and the Bunny 
disappears. When a Sim interacts with the Bunny, 
nearby Sims react as if the Sim is crazy. 

Every Sim in Social failure get his own Social 

Bunny in one of three randomly selected 
colors; blue, yellow, and pink. Color 
dictates how the Bunnies interact 
with each other when not engaged 
with their Sim; 

^ Bunnies of the same color 
do Fight, Irritate, and Play 
interactions. 

^ Bunnies of different 
colors do Entertain, 
Appreciate, and Play 
interactions. 

Blue and Pink Bunnies inter- 
acting with each other do 
Romantic interactions. 
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Community Lots are nonresidential destinations in 
Sims’ neighborhoods where Sims can do a little 
shopping and interact with copious other Sims. 

But that’s not all. You can construct your 
own Community Lots and make destinations your 
neighborhood Sims will be clamoring to visit. 

This chapter introduces you to the draw of 
Community Lots, how to best utilize them, and some 
tips on setting up your own. 

Getting to a 
Community Lot 

To get to a Community Lot, pick up the phone and 
use the Call.. .menu to select “Transportation.” 

The transportation 
option on the phone 
brings the taxi to 
Community Lots. 


You may choose to call the taxi (to get a ride solely 
for the calling Sim and any others in the household) 
or invite another Sim first. 

Invitations may be extended only to one Sim 
acguainted with the caller. As with invitations to visit, 
invited Sims are more likely to accept the higher their 
relationship is with the caller. The calling Sim then 
hangs up and places a second call to the taxi. 

Invite a Sim's lover to 
a Community Lot with a 
clothing store and the 
shop's booths can be 
a venue for a bit of 
romantic audacity. 





The invited 9im will be at the chosen destination when 
you arrive. Inviting a 9im to a Community Lot is a good 
way to make sure you get some social time with a 
specific 9im while having lots of other 9ims around for 
new connections. 

Invitations to Community Lots are essential, in fact, 
if your goal is to have a little romantic fun in public 
(wink, wink) with a non-household 9im. For public 
WooHoo (a major Want for Romance 9ims), invite a 9im 
with whom your 9im has a strong romantic relationship 
and meet at a lot with a clothing store. Have one 9im 
enter a booth to try on clothes and have the other 9im 
click use the WooHoo (or Try for Baby) interaction on 
the booth itself. Nearby 9ims will cheer your cheekiness. 


In either case, when the Sim calls for the taxi, she 
must choose who in the household will go. If only the 
caller, choose the caller’s name. If all other present 
members of the household will be going too, choose 
“Multiple Sims.” 

Shortly after you call for a taxi, the vehicle pulls up 
to the house. Depending on your choice, the entire 
household or just the calling Sim will pile into the cab. 

(ninBl = 

Going to and from the Community Lot is free. In fact, 
it's a cheaper way to buy groceries than ordering via 
phone or computer. 



In this special community lot 
view, all community lots are 
highlighted for easy location. 
They are the only lots that 
can be entered. 


The final step is to chose which Community Lot 
from the Neighborhood view. Community Lots are 
highlighted with a blue outline. 
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Who'S At the 
Community Lot 

The Community Lots can be populated by; 

^ The Sims who rode in the taxi to the lot 
^ Random Sims from the neighborhood 
^ Random Townies 

^ Sims invited to meet your Sims at the lot 
♦ Salespeople 

' — n o i g ) ^ 

The actual number of Dims on a Community Lot 
beyond the accompanying members of the caller's 
household and the salespeople is dictated by your 
computer's performance. The slower the processor 
and lower the RAM, the fewer Dims will appear. 

3 


Community lots 
are busiest in the 
middle of the day. 


There can be up to seven Townies wandering the lot 
at any given time, though there’ll be more in the 
middle of the day than during the night. 

— ^ 

If only one Gim from a lot goes to the Community 
Lot, it's possible one or more of the randomly 
selected, computer-controlled neighborhood Gims will be 
members of their household. These Gims won't, however, 
spend any household money while on the Community 
Lot: only Gims under your control may do that. 



Satisfying needs 
at Cemmunity Lots 

Community Lots should always have facilities for 
satisfying Sims’ Needs. The only Need they can’t 
fulfill is Energy, thus forcing even the most gregar- 
ious Sim to go home for some rest. 

Always know where the 
public toilet is. It can be 
a long run on a big lot. 


Needs can be fed at; 

^ Energy; No facilities 
^ Comfort; Benches, chairs, etc. 

^ Bladder; Public bathrooms 
^ Social; Other Sims 

^ Eun; Pinball machines, dartboards, chess boards, 
televisions, etc. 

^ Hygiene; Sinks, showers, tubs, changing tables 
^ Environment; Everywhere 

< jti3ie > 

Keep in mind that Neat Sims with low Mood may 
have a Fear of using public toilets. Taking them to 
Community Lots, therefore, can pose challenges. 


High Cooking skill Sitns 
should be the ones to man 
the community grills. 
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The Community grills are self-service but 
they’re free. They can produce both hot dogs and 
hamburgers and the satisfaction derived from them 
depends a bit on the Cooking skill of the Sim making 
the meal. 

uihat to DO at 
Communitu Lots 

There are several uses for Community Lots. Primary 
among them, however, are shopping and socializing. 

■ ^ fiPle y 

Two skills can be built while on Community Lots. Cooking 
on the grills grants a bit of Cooking skill. More signifi- 
cantly, swimming in pools grants Body skill. Because 
Gims return to their home lot two hours after departing, 
no matter how long they spend on the Community 
Lot (see "Time and Community Lots," belowj, building 
Body in public is extremely time efficient. 


Shopping 



Stores provide alternatives 
to shopping at home or 
goods Sims can't get 
anywhere else. 


Depending on the design of the Community Lot, there 
are many possible places to shop. Sims can purchase; 
^ Clothing ^ Video/Computer Games 

^ Magazines ♦ Groceries 

Clothing 

Clothing stores consist of various racks of clothes 
from which Sims may buy new outfits in any of their 
six clothing categories. 


Sims may try on outfits to see how they look if 
there’s a clothing booth in the store, and they may 
purchase any outfits they fancy. 

Clothing purchased at a cash register becomes 
available in any dresser back at your Sim’s home lot. 
Any Sim in the household may don the outfit (every 
dresser contains infinite copies). If the lot lacks a 
dresser, however, purchased clothes can’t be worn 
until you buy one. 



Clothing purchases are 
available to any Sim in 
the household of the 
correct age and gender. 



As mentioned previously, clothing booths have an 
alternative function: a venue for public WooHoo. 




Sims may buy clothing for other ages and 
genders, though they may try on clothes only for 
their own. 

Clothing prices depend on the class of clothing: 
^ Everyday: §200 ^ Swimwear: §150 
^ Formal: §400 ^ Undies: §50 

^ PJs: §75 ^ Gym Clothes: §100 

Magazines 


Sims may purchase magazines to influence their Interest 
level in various topics (see “Interest” in Chapter 5). 



Magazines are used to 
change your Sims' inter- 
ests. Buy a few and keep 
them around the house. 
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Magazines are exclusively bought from magazine 
rack objects on Community Lots. When the Sims 
arrive home, they place any purchased magazines 
on an available surface where any household Sim 
may interact with them. 

All magazines cost §15. 

uideo/compuier Games 

Any computer or the Maxis Game Simulator object 
can share video games purchased from video game 
racks on Community Lots. Buying these objects 
provides greater variety in the games Sims may 
choose from. 

When the Sim returns home from the Community 
Lot, any computer or the Maxis Game Simulator will 
have a selection of all games the Sim has purchased. 
There are no functional differences between the 
games; it Just gives life some variety. 

This kind of variety costs §95 per game. 

Groceries 

Groceries can be purchased from any grocery stand 
on a Community Lot. The buying process is identical 
to purchasing over the phone or by computer, but 
there is no §50 delivery fee when buying directly 
from the store. 

Groceries from the store 
are the same as delivered 
food but without the hefty 
delivery fee. 


When the Sim returns home, he carries his bag 
of groceries to the refrigerator and restocks it. 
Groceries cost §2 per unit of food. 
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Things Sims can't Do 
on Community Lots 

Sims on Community Lots can’t: 

^ Satisfy Energy Need 
^ Age transition 
^ Get married 

^ Go to a Community Lot if pregnant 
^ Die 

Loauing community Lots 

When it’s time to go to another Community Lot or go 
home, or when your Sims’ Energy Need is about to 
bottom out, call a taxi with the public phone (every 
Community Lot has them). 


When it's time to go, 
locate the public phone 
on the community lot. 


When the cab comes, elect to go home or to 
another lot. 

Time and 
Cummunity Luts 

Time passes a bit unusually when Sims are on a 
Community Lot. No matter how much time the Sim 
spends at the Community Lot, he always returns 
about two hours from the time he departed. 

Due to this time anomaly, spending time social- 
izing on the Community Lots is actually far more time 
efficient than doing it at home. The same is true for 
fulfilling Wants and building Body skill (if there’s a 
pool). Who says you can’t cheat time? 



Protected by copyright. Unauthorized or uniawfui copying or downioading expressiy prohibited. 




EKisting 

Communitv Lots 

Each of the three original neighborhoods (Pleasantview, 
Strangetown, and Veronaville) has a varietg of 
Community Lots to explore. Each has its own 
character and selection of services: 

Pleasantuleui 

^ Woodland Park: Lovely suburban park with 
central lake, chess boards, swingsets, grills, lots 
of benches 

^ 250 Main Street (Pleasantview Community Center): 
Swimming pool, hot tub, groceries, chess boards, 
grills, swingsets 

^ 290 Main Street: Groceries, magazines, video 
games, grill, pinball 

^ 330 Main Street: Clothing boutigue, swingsets 

strangetouin 

^ 88 Road to Nowhere: Groceries, clothing, 
magazines, video games, grill 
^ 94 Road to Nowhere (Strangetown Spa): 

Swimming pool, hot tub, groceries, grill 

ueronaullle 

^ 5 Pentameter Parkway: Groceries and magazines 
^ 431 Globe Street: Video games, pinball, magazines 
^ Veronaville Market: Bar, groceries, 
chessboards, grill 

Building vour Own 
Cnmmunitv Lnt 

If the Gommunity Lots provided with The Sims 2 
aren’t guite to your liking, or you just yearn to build 
your own commercial or recreational paradise, the 


tools are at your disposal. You can construct your 
own Gommunity Lot. 

X Lifile 

Gef details on setting up lots and using Build 
mode in your game's manual and in this book in 
Chapter 18. 

Start by laying down an empty lot (a big one) 
and choosing “Gommunity” as the lot type. Name the 
lot and begin building. 

A big lot is best for 
community lots so there's 
room for expansion. 


■ ^ llflie') 5 

Don't forget to input a description of your 
Community Lot into the lot's information box. 

J 

Study the objects and facilities available for 
Gommunity Lots and see where the imagination 
wanders. Regardless of your lot’s function, however, 
all lots should have few things. 

^ Public toilets 
^ Community grills 

^ Several objects that provide Pun, especially 
if they offer group interaction 
^ Sinks, showers, tubs 
^ High Comfort seating for at least 10 Sims 
^ A hot tub (it’s so powerful, it should be 
everywhere) 
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^ Lots of lighting and decorations for high 
Environment score 

^ Swingsets and changing tables for the little ones 
Remember, there are no budgetary constraints on 
a Community Lot, because no one needs to purchase 
it. When it comes to decor and Motive satisfaction, 
spare no expense if you want Sims to stay until their 
Energy Need sends them home. 

Community 
Lot-Only ODiects 

Several objects can be bought only for use on a 
Community Lot. Eor full details on these objects, 
see “Community Lot Objects” in Chapter 15. 

^ ClothesHorse Display Rack 
^ CounterRevolution Commercial Counter 
^ Countertop Game Display from Group 
Interaction LTD 
^ Deluxe Magazine Rack 
^ Empress’s New Glothes Rack 
^ Enterprise Office freestanding Game Rack 
^ Exceptionally Expensive Glothing Collator 
^ food Shrine Commercial Display freezer 
^ food Temple Commercial Display freezer 
^ GazeEase “Stow ‘N’ Show” Produce Bin 
^ Imperial Plumbing Pole-Air freezer Bin 
^ Llamark Electronic Cash Register 
^ Neukum Systems “Art of Darkness” 

Heavy Metal Wall Speaker 
^ Neukum Systems “Bubblegum Sugar” 

Pop Wall Speaker 

^ Neukum Systems “En Euego” Salsa 
Wall Speaker 


^ Neukum Systems “Glo Stik” Techno 
Wall Speaker 

^ Neukum Systems “The Badunkadunk” 
Hip Hop Wall Speaker 
^ Neukum Systems “The Cold Train” 
R&B Wall Speaker 

^ Old Boys Club Commercial Counter 
^ Old fashioned Change Room 
^ Produce Market Shingle 
^ ‘Right Away’ Community Trash-Can 
^ SCTC Universal Public Phone 
^ Sewage Brothers Resteze Urinal 
^ SimCity SynapseSnapper 
Industrial Sign 

^ SimSentry Clothing Booth 
^ The Great Dress Rack 
^ VeggiStuf Produce Bin 
^ Wear’s the Sale? Shop Sign 

Pachaging the Lot 



Package a lot from 
its information box 
to share it with 
friends, back it up 
for safekeeping, 
or upload to 
TheSims2.com. 


Community Lots can be packaged like any other lot 
(see Chapter 22). A packaged lot can be shared 
among The Sims 2 players or uploaded to 
TheSims2.com. 
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Despite their higher Aspirations, Sims are still material 
creatures; they do love their objects. 

This chapter describes the use, abuse, disuse, 
and refuse of objects in The Sims 2. We discuss the 
economics of objects, how and why they break and 
get dirty, what happens after you buy them, and how 
much they’ll cost you down the road. As the final 
treat, behold the most detailed object catalog ever 
published for a The Sims game, 
detailing every household, commu- 
nity lot, aspiration reward, and 
career reward objects. 

Buv Mode 

Buy mode is where most (but not all) 
objects are acguired. Entering Buy 
mode pauses the simulation and 
enables movement, rotation, addition, 
duplication, redesign, and removal 
of objects. 

nDtSy > 

Build mode has several objec+s foo. 
Those are discussed in Chapfer 18. 


Purchasing and Return 

When an object is dropped into a lot, it is purchased 
and the price is deducted from household funds. 
Once it’s in the lot, the object can be moved (with 
the Hand tool) to any legal location. 



Try to place 
an object in an 
illegal position 
and the error 
message should 
tell you precisely 
where the object 
should be put. 


If you reconsider a purchase before leaving Buy 
mode, you can nullify it by pressing Undo ((^ by 
default) or simply selling it (for full value). 

■ . Items dragged onto 

^ the Buy mode panel 
^ are resold for their 
current depreciated 
- (or, if art, appreci- 
j ated) value. 

Objects are “returned” or “sold” by dragging 
them with the Hand tool onto the Buy mode panel 
at the bottom of the screen. The panel displays the 
object’s current value (see “Depreciation/Appreciation,” 
below); if you’ve Just purchased it, the value will still 
be the purchase price. To complete the return, left- 
click again or press | Delete | . 
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Objects take a huge hit of depreciation at midnight 
on the day they're purchased. Thus, until then, 
they can be returned for full value. Need a hot tub 
for that big party? Buy it, use it, and return it by 
midnight and get every simolean back. 

This is also an excellent trick when Job searching. 
Buy a computer, search Job listings, get a Job, and 
return the computer. It don't cost NOTHIN'! 


Design Alternatlues 

Many items have design variations that provide 
greater customization and personalization. 
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Many objects have substantial variation in the object's 
appearance. Design changes are free at the time of purchase. 
Click on a variation to see how it'll look. 

Left-dick on an object in the catalog to see its 
description and all design variations; left-click on a 
variation to change the model. When you find a look 
you like, the object with the chosen design will be 
ready to place. There is no extra cost for design 
alternatives when buying from the catalog. 

Once an object is on the lot, it can be redesigned 
to any of these variations by using the Design tool 
(see following page), but it’ll cost §15. 
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Drop commonly 
batch purchased 
items like chairs, 
and another 
identical version 
pops onto the 
Hand tool. 


Some objects are commonly bought in bunches (e.g., 
chairs, lights, etc.). Such objects automatically replicate 
themselves for easy purchasing; buy one and a new 
one appears on the Hand tool, ready to purchase with 
a single click. To exit multiple purchasing, press | Esc | . 

The Bug Mode Pauel 

The Buy mode panel has many useful tools for your 
shopping pleasure. 

The Hand Tool 

Use the Hand tool to pick up, move, and rotate 
objects in the lot and drag them out to be 
sold/returned. 

The Eyedropper 

The Eyedropper offers easy duplication and identifica- 
tion of objects already on the lot. 

The Eyedropper 
tool duplicates any 
object, switches 
the catalog to the 
object's listing and 
displays the name of 
the chosen object. 
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Point at an object to reveal its name and click on 
it to create a duplicate, ready for purchase. The Buy 
mode panel Jumps directly to the object’s function 
sort page. 



The Design tool can change any purchased object into 
any of its available design variations. Unlike choosing 
a design before purchase, however, using the Design 
tool costs §15 per change. 

Dav/Highi Toggle 

Day and night can be switched in Buy mode with the 
Day/Night toggle. Time of day in Live mode is 
unchanged by this control. 


Design Tool 


Existing objects 
can be redesigned 
for a mere §15. 




Use the Day/Night toggle to see how lights look in their 
intended conditions. 

This is very helpful when placing lights around 
the lot. Returning to Live mode switches day and 
night back to normal. 


undo/Rodo 

The Undo button undoes the last action taken in Buy 
(and Build) mode. The last 100 actions are stored in 
the memory, so you can go pretty far back. 

Redo reverses the process, restoring an 
undone action. Doing something new after undoing, 
however, erases any of the subseguent actions and 
disables redo. 

Redo memory is preserved when switching 
between Buy and Build mode but is cleared when 
you enter Live mode. 



TOP Down Ulow 


Top down view 
is perfect for 
designing the 
perfect arrangement 
of a room. 


Seeing the scene directly from top down can be 
helpful in laying out objects. This button toggles 
between the top down and normal views. 

sorts 

Objects are sorted in multiple ways for easy location. 



Objects are sorted by function or by room. 

In residential lots, the object catalog is sorted by 
either function or room. The object directory below 
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follows the function sort but the object table displays 
alphabetically and lists all sorts in which an object 
can be found. 

In Community Lots, objects are sorted by special 
Community Lot function sorts; one object may appear 
in several sorts. Use the object table if you need help 
locating these items. 



Objects available in both the residential and 
Community Lot catalogs are listed under the 
residential directory in this chapter. Community 
Lot-only items are detailed later in the chapter. 


collections 

Collections are groupings of Buy and Build mode 
objects and Build mode elements (e.g., floor or wall 
coverings) built around a theme. They act, effectively, 
as customizable object sorts. 



Collections are customizable object sorts based around any 
organizing principle. 


Several Collections ship with your game but you 
can make your own or import Collections assembled 
by another player. See “Collections,” Chapter 22 for 
full details. 
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Oblect Exit conditions 

Sims intelligently refuse to use or stop using objects 
that no longer serve their purposes, but only if 
certain Need levels are reached. These conditions 

Sims' willingness 
to skill build, have 
Fun, and remain in 
certain interactions 
depends on either 
Mood or several 
specific Need levels. 


SKIM Objects 

A Sim will exit or refuse to use a skill object when 
any of the following drop below the listed value: 

^ Mood; 0 ^ Energy: -80 

^ Fun: -80 ^ Comfort: -70 

^ Bladder; -75 

Fun Objects 

Different conditions apply whether the Sim is 
currently above an object’s maximum Fun amount. 

If the Sim has not yet reached the object’s 
maximum Fun, he’ll be kicked out when any of the 
following drop below the listed value; 

^ Hunger: -80 ^ Energy: -80 

^ Bladder; -85 ^ Comfort; -90 

^ 

ExH condHions for Fun also depend on whefher fhe 
Sim is a visifor. Because you can'd condrol visidors, 
suffice do say dhad dheir exid condidions are sdricder 
dhan for residends, and dhey exid sooner if dheir 
Needs drop. Take good care of your visidors. 

) 


depend on what kind of object it is. 
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If the Sim has surpassed the Fun maximum for 
the object, the rules depend on how she began 
using the object. If you directed her to use it, she’ll 
be kicked out when any of the following drop below 
the listed value: 

^ Hunger: o ^ Social: o 

^ Bladder: o ^ Hygiene: o 

^ Energy: -70 ^ Comfort: 0 

If she chose to do the action autonomously, she’ll 
be kicked out when any of the following drop below 
the listed value: 

^ Hunger: 35 ^ Social: 35 

^ Bladder: 35 ^ Hygiene: 35 

^ Energy: -70 ^ Comfort: 20 


comfort ODiects 

A Sim will exit it any Comfort-giving object (except 
chairs) under certain conditions. 



None of fhe Comforf exit condHions kick a Sim oui 
if the Need is below fhe kick-ouf point but rising due 
to the Comfort object itself or some other object 
nearby. For instance, if the Sim is sitting on a sofa 
watching TV, he won't be kicked out for below- 
minimum Fun as long as the Fun level is rising. 

If maximum Comfort hasn’t yet been reached, the 
Sim will exit when any of the following drop below 
the listed value: 

^ Hunger: -80 ^ Energy: -80 

^ Bladder: -85 

If maximum Comfort has been surpassed, the 
rules depend on how she began using the object. If 
you directed her to use it, she’ll be kicked out when 
any of the following drop below the listed value: 


^ Hunger: -60 ^ Social: -50 

^ Bladder: -80 ^ Hygiene: -70 

^ Energy: -90 ^ Fun: -50 

If she chose to do the action autonomously, she’ll 
be kicked out when any of the following drop below 
the listed value: 

^ Hunger: 35 ^ Social: 35 

^ Bladder: 35 ^ Hygiene: 35 

^ Energy: -70 ^ Fun: 35 

Need Failure 

Sims exit any object if Hunger, Energy, or Bladder 
fail (-100). 

Appreciation/ 

Depreciation 

Objects either drop (depreciate) or rise (appreciate) 
in value over time. Which direction an object’s value 
goes depends on what it is. 

The longer objects 
reside in a lot, 
the less resale 
value they'll have. 
This TV originally 
cost §400. 


When an object is sold/returned, its current value 
(minus depreciation and plus appreciation, if any) is 
the sale price. 

Buy nude Depreciation 

Most objects depreciate in value starting at midnight 
on the day they’re purchased. Each item features 
three depreciation factors: 
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^ Initial Depreciation; Depreciation taken after 
midnight on the day of purchase. This is the 
largest depreciation drop, usually 15 percent. 

^ Daily Depreciation: Depreciation taken at midnight 
each subseguent day. Usually 10 percent. 

^ Depreciation Limit; Minimum value for an object 
after depreciation. Once an object depreciates to 
this level, no further depreciation occurs. Usually 
40 percent. 

-====™Ql0j8_) > 

The only Buy mode objecfs fhaf don't depreciate 
in this manner are the grandfather clock, paintings, 
and sculptures. 

^ ■_ ■■■■ . ^ 

Depreciation factors are shown in the Object table 
later in this chapter. 

Art ODiect Depreciation/ 
Appreciation 

Art objects (paintings and sculptures) don’t depre- 
ciate in the same manner. They, instead, randomly 
appreciate and depreciate each day; there’s a 
50-50 chance that the painting will either appreciate 
or depreciate by an amount dictated by the object’s 
current value; 

^ If less than §100, depreciates/appreciates §2. 

^ If more than §100 but less than §1,000, depreciates/ 
appreciates §15. 

^ If more than §1,000, depreciates/appreciates §50. 

In general, art should gradually increase in value. 

sim-creaied Art 

Easel created paintings don’t depreciate. Rather, they 
appreciate every two days for Sims with Creativity 
8 or higher. 



Hang onto that; 
it could be Worth 
a lot some day. 


Once a Sim with Creativity 8 or higher dies, his 
paintings become much more valuable. Upon death, 
all paintings the Sim created while alive double in 
value and the rate of appreciation accelerates to 
every day. 

An easel painting still on the easel can be depre- 
cated or increased in value if a Sim does the Ruin 
Painting interaction. If the ruining Sim has high 
Creativity, her attempt to ruin the painting will 
actually increase its value. 


BINS 

Every three days, the property tax bill arrives at 
a Sim’s home via the mailbox. The amount of bills 
is calculated as: 

^ §6 for every §1,000 worth of Buy mode objects 
^ §4 for every §1,000 Build mode objects 
(e.g., fireplaces, columns, fences, etc.) 
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Thus, a small house will have bills of around 
§i50-§200 per cycle, a moderate house should have 
around §200-§350 per cycle, and a large house will 
have about §500 or more. 

Bills arrive at the mailbox. Paying them reguires 
two interactions. First, an interaction on the mailbox 
removes the bills and places them on a surface on 
the lot (or on the ground). Second, an interaction on 
the bill deducts its amount from household funds and 
deposits the payment in the mailbox. The mail carrier 
picks them up the next day (except Sunday). 



Puf a cheap end fable righf near fhe mailbox and 
make sure H stays clear. Sims will autonomously 
deposit bills on it rather than leaving them on the 
ground or bringing them all the way inside. It's 
easier, thus to get the bills and pay them at once 
and you can always find them. 

When bills exceed the amount of family funds, Sims 
can’t pay the bill; no partial payments are allowed. 


Past due bills begin 
to change color over 
time. Red means 
you better see to 
them soon. 



You needn’t pay bills the day they arrive (though 
doing so may aid the forgetful), but they must be paid 
within four days. Bills are color-coded based on age: 

^ 1 day after delivery: Bills turn yellow 
^ 2 days after delivery: Bills turn orange 
^ 3 days after delivery: Bills turn red 
^ 4 days after delivery; Bills explode. 

Repo Man’s cornin’! 


When bills are four days past due, they explode 
(making it too late to pay them) and the Repo Man 
is sent to the household. 


Keep in mind that bills keep coming every three 
days, so where there's a seriously past due bill, 
there's another bill festering somewhere on the lot. 

The Repo Man (as described in Chapter 13) will 
take objects the depreciated value of which is 
roughly egual to the past due bill. 

Clean and mrtu States 

Many objects reguire cleaning. How often they must 
be cleaned depends on the Neat/Sloppy personalities 
of the Sims using them. 




nde')- 


In most cases, being Neat/Sloppy 10 versus Neat/ 
Sloppy 0 means things stay clean about two days 
longer. Moderate Neat/Sloppy makes 
about one day's difference. 

Objects that need regular 
cleaning include: 


^ Toilets 
^ Sinks 
^ Showers 
4 Tubs 


♦ 

♦ 

♦ 

♦ 


Stoves 
Countertops 
Aguariums 
High Chairs 


An object can be a 
little dirty without affecting 
Environment score, but 
it begins to take a toll once 
it becomes visibly dirty. 

Before this happens, however, the 
Clean interaction becomes available 
and advertises itself to Neat Sims. 


Protected by copyright. Unauthorized or uniawfui copying or downioading expressiy prohibited 





V 


PRIMA OFFICIAL GAME GUIDE 



Thus, if there’s a Neat Sim in the house with time to 
do cleaning, objects shouldn’t become visibly dirty. 

IVatch a Sloppy 
Sitn cook or shower 
and you'll see why 
things get dirty 
faster when he 
uses them. 


— noie ) — - - 

Cleaning an object restores it to its fully clean 
state, effectively resetting the clock on its 
dirtiness. Cleaning also builds Cleaning skill. 

Objects cleaned by 
very Neat Sims take 
longer to get dirty. 


If a Sim is Neat (Neat/Sloppy 8 or higher), 
she'll actually clean the object beyond its fully 
clean state, making it take longer to get dirty. 
The higher the Neat/Sloppy, the further clean the 
object will be. 






Time required to clean an object depends on the 
degree of dirtiness and the Cleaning skill of the Sim 
doing the cleaning. 


BreaKabilitv and Repair 

After the first 24 hours after purchase, many objects 
have a random chance of breaking after an interaction 
is complete. 

-V nme ^ 

Breakahility increases as the object ages. 

Generally, however, a breakable object can be 
expected to break three times over a Sim's 
adult/elder life. 

The value of an object, however, has no effect 
on its breakahility, but it can affect how long 
the object takes (and, thus, how much it costs) 
to repair. 

) 


If an object sits unused for a long time, it has 
a higher chance of breaking when a Sim uses it. 


Repairing 

What happens when an object breaks depends on 
what kind of object it is. 



Broken objects can be sold in Buy mode. For 
very old objects, this might make more sense than 
paying for a repair since breakage probability rises 
with age. A broken object sells for one-half its 
original sale price. 




Most objects are repairable. When these break, 
they display some kind of broken visual state (e.g., 
sparking or leaking). If the broken object is unusable 
when broken, the only available interaction will 
be Repair. 



primagames.com 
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Repairs can be done by any teen/adult/elder 
household Sim or by a hired Repairman. The 
Repairman costs money but he/she is very skilled, 
completing repairs quickly and safely. Do-it-yourself 
Sims can repair for free, but their speed, success, 
and risk of electrocution depend on their Mechanical 
skill level. 

In general, the length of time a repair takes is 
governed by the Sim’s Mechanical skill, the kind of 
object it is, and the price of the object. Electronics 
take the most time while plumbing objects take the 
least; the more expensive the object, the longer 
time to repair. 



This IA/AS a dollhouse. Now it's 
garbage. Throw it out; it's pulling 
down Environment score. 


Some breakable objects, however, cannot 
be repaired. They instead crumble into a 
debris pile that brings down Environment 
score and should be cleaned up. Such 
objects include; 

^ Soma “Wall- Eye” Large Screen 
Elat-Panel Television 
^ Will Lloyd Wright Dollhouse 
^ Urns and Tombstones 


Plumhing 

Plumbing objects, unlike most others, are usable 
when broken but cause puddles and floods. Broken 
toilets, showers, and tubs leak on each use, and sinks 
spray water continuously whether used or not. Leaked 
water, in turn, reduces Environment score. 

Repairing and Mechanical SMii 

Repairing an object increases a Sim’s Mechanical 
skill, turning any broken object into a Mechanical 
skill object. 

Note, however, that the progress bar above the 
Sim’s head is the status of the repair, not the devel- 
opment of skill. Skill progress is visible only when 
studying Mechanical from books. 

Elaciranics 

Electronic objects (e.g., TVs, computers, 
etc.) are unusable when broken and carry 
a significant risk of electrocution and 
fire during repair. 

A Sim with low Mechanical skill or 
a Sim of any Mechanical skill standing 
in a puddle will likely be electro- 
cuted (possibly to death) when 
repairing an electronic object. 

The higher the Mechanical 
skill, the less likely the chance 
of electrocution (though no 
one’s completely safe). Even the 
Repairman can be electrocuted, 
though he usually survives. 
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SimVac 

Biotech Station 
SimSentry Clothing Booth 

Simple Tub from 
Krampft Industries 

Simply Spindle CofiBe Table 
SimSafety V Burglar Alarm 
Simsanto Inc. 

SimLine Wall Phone 

Simple Sink from 
Krampft Industries 

Simple Sit Chair 
Simple Structure End Table 

SimLine Table Phone 

SimCity SynapseSnapper 
Industrial Sign 

SimCity at Night 

Shoji Table Lantern 
Sill-Length Tieback 
Curtains 

Shocking Pink Flamingo 

Sewage Brothers 
Resteze Urinal 
Shiny Things Inc. 
Whisp-Aire Dishwasher 

Shiny Things. Inc. 
Grandiose Grill 

Serenity Sitter 
Sewage Brothers 
Resteze Toilet 

SCTC Universal 
Public Phone 

Searing Indifference 
Wall Poster 

Seatris by Ima Hack 
Secure Sentinel Post Lamp 

SensoTwitch Lie Finder 
Rewards 

Scraps Ranch “CafeMate” 
Coffee Table 

ScienStone ' Dramatic" 
Coffee Table 
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Objects can satisfy Needs in two ways: continu- 
ously or with a fixed amount of satisfaction 
(one-time). One-time interactions can be repeated 
until the Sim's Need reaches the interaction's Need 
max (if any). 

:> 

The Need effects numbers in this directory go into 
more detail than the figures in the in-game catalog, 
breaking down Need effects (where possible) by 
interaction. For example, the catalog Comfort rating 
for loveseats and sofas is actually for the Lounge 
interaction, not the Sit interaction (which has a lower 
rating than posted). The number in the in-game 
catalog is always whatever is the highest scoring 
interaction for the object and Need regardless of 
whether it’s the most common use. 

These ratings are a somewhat subjective reflection 
of an object’s rate of Need satisfaction or amount of 
one-time satisfaction. 

Also, many objects have Need maximums. These 
numbers are the point at which the Need simply stops 
fulfilling. Often, the Sim will be booted from the inter- 
action when the Need reaches the object’s max. Fun 
and Comfort objects allow a Sim to continue past these 
maximums but only under conditions described above 
(see “Exit Conditions,” above). If no maximum is 
listed, the interaction can satisfy it all the way to loo. 

comlort 

Comfort objects offer Sims places to sit but also 
provide Comfort, Energy, and a venue for socializing. 

Dining Chairs 

Dining chairs can be placed anywhere but are prima- 
rily intended for dining tables and desks. 






If a place af fhe fable is faken up by a dirfy plafe, 
fhe Sim may sfill sif and eaf in fhe adjacent chair: 
he'll sif scooted away from fhe fable, eating out 
of his laps. 



patiopiastics Dining cnair 

^ Price: §80 
^ Need Effects: Cemfort 2 



Tea Partg in lean 

^ Price: §100 
^ Need Effects: Cemfort 8 




Simple sit Chair 

♦ Price: §200 
^ Need Effects: Comfort 2 
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oaKTouine East side Dining Chair 

^ Price: §25D 
^ Need Effects: Comfort 3 



GnntemptD Penn station 
side Chair 

^ Price: §310 
^ Need Effects: Comfort 4 



zecutime social Chair 

^ Price: §335 
^ Need Effects: Comfort 4 



poigchromed seating Surtace 
luitn Cushion 

♦ Price: §375 
^ Need Effects: Comfort 5 



Goulhog’s Ganoose Chair 

^ Price: §385 
^ Need Effects: Comfort 5 



Dgnastg Dining Chair 

♦ Price: §415 
^ Need Effects: Comfort 5 



Piasticitg nodePod hg 
voHo Dnasis 

^ Price: §500 
^ Need Effects: Comfort G 


f 






-if 



>> 

r 
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DahTouine Dining Chair 

^ Price: §GI5 
^ Need Effects: Comfort G 



Modorniste Dining Chair 

♦ Price: §720 

^ Need Effects: Comfort G, Eoviroomeot 2 


starh inspiration Chair 

^ Price: §800 

^ Need Effects: Comfort 7, Eoviroomeot 2 
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Cheap Eazzzzze Puffp Reciiner 

^ Price: §515 

^ Need Effects: Comfort 7, Energy 2 (Nep) 
^ Need Mex: Energy up to 50 (Nep) 


The Old-Timer Reciiner 

^ Price: §650 

^ Need Effects: Comfort 7, Energy 2 (Nep) 
^ Need Mex: Energy up to 70 (Nep) 


uierKDunnst/Shuttiecraft 

Reciiner 

♦ Price: §730 

^ Need Effects: Comfort 7, Energy 2 (Nep), 
Environment 2 

^ Need Mex: Energy up to 67 (Nap) 

Chez Chaise 

^ Price: §300 

^ Need Effects: Comfort 8, Energy 2 (Nap), 
Environment 2 

^ Need Max: Enargy up to 80 (Nap) 


sofas s Loueseais 

Sofas can give Comfort, Energy, or 
Fun. They’re also a venue for group 
talk and have several object-assisted 
Sim-to-Sim interactions (e.g.. Cuddle, 
Make Out, etc.) 

Sofas seat three Sims and 
loveseats seat two. / 


#>1 




Objecf-assis+ed inferac+ions are ones fhaf Two 
Sims can do if They're bofh engaged wifh The 
same of objecf of a parficular kind. For example, 
To cuddle, bofh Sims musf be using The same 
sofa or bed. 

All sofas have the following interactions: 

^ Sit: Satisfies Comfort 

^ Lounge: Satisfies Comfort faster, but can’t do 
other things (talk, watch TV, etc.) 

^ Nap: Satisfies Energy 
^ Play: Satisfies Fun 
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satinistics Loueseat 

^ Price: §153 

^ Need Effects: Cnmfurt 4 (Sit), Cnmfurt 5 
(Luunge), Energy 2 (Nap), Eun 4 (Play) 

^ Need Max: Energy up tn 20 (Nap) 

Futonesque Fantasii sofa 

^ Price: §180 

^ Need Effects: Camfurt 4 (Sit), Camfurt 5 
(Luunge), Energy 2 (Nap), Eun 4 (Play) 

^ Need Max: Energy up tn 20 (Nap) 

Coming up Roses Loueseat 
bu oahTouine 

♦ Price: §220 

^ Need Effects: Camfurt 5 (Sit), Cumfart 6 
(Luunge), Energy 2 (Nap), Eun 4 (Play) 

^ Need Max: Energy up tn 20 (Nap) 

Durable uaiue sofa 

♦ Price: §250 

^ Need Effects: Camfurt 5 (Sit), Cumfart 6 
(Luunge), Energy 2 (Nap), Eun 4 (Play) 

^ Need Max: Energy up tn 20 (Nap) 

Floral Fantasu sofa hu oaKTouine 

^ Price: §360 

^ Need Effects: Camfurt 5 (Sit), Cumfart 6 
(Luunge), Energy 2 (Nap), Eun 4 (Play) 

^ Need Max: Energy up tn 20 (Nap) 
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Lap of Luxurp sofa 

♦ Price: §I.7DD 

^ Need Effects: Comfort 9 (Sit/Nap), 

Comfort ID (Loooge), Energy 2 (Nap), Eon 
4 (Play), Environment 2 
^ Need Max: Enargy up to 90 (Nap) 

Beds 

Though Sims can sleep in other places, beds are the 
primary vehicle for efficient, restful sleep. Sleeping 
on beds provides simultaneous Energy and Comfort. 
Other interactions allow satisfaction of just Comfort, 
increasing of Environment (making bed), and as 
a conduit for several very important object-assisted 
Sim-to-Sim interactions (e.g., WooHoo, Try for Baby). 

' " v fiole^ ^ 

Sims remember in which bed and on which side of 
a double bed they sleep on after a few repe+Hions 
of fhe same bed/side. Be consis+enf and your Sim 
will be loo. 


Bed interactions include: 

^ Sleep in Pajamas/Sleep in Underwear: Satisfies 
both Comfort and Energy 
^ Relax: Satisfies Comfort; initial interaction for 
object-assisted interactions 
^ Make Bed: Reduces messiness and, thus, increases 
Environment 

^ Jump: Satisfies Eun (Autonomous immaturity only) 

Graftoieister’s Pine Bed 

^ Price: §9DD 

^ Need Effects: Comfort I, Energy 2, 

Eun 2 (Jump) 

^ Need Mex: Eun up tn CD (Jump) 
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Cheap Eazzzzze Morrisse!; 
Douhie Bed 

♦ Price: §45D 

^ Need Effects: Comfort I, Energy 2, 

Eun 2 (Jump) 

^ Need Mex: Eun up to 70 (Jump) 

Caress ef TeaK Bed 

♦ Price: §45D 

^ Need Effects: Comfort 9, Energy 9, 

Eun 2 (Jump) 

^ Need Mex: Eun up to 70 (Jump) 

Geurtio Sleeper nap oreamer 

♦ Price: §700 

^ Need Effects: Comfort 9, Energy 9, 

Eun 2 (Jump), Environment 2 
^ Need Mex: Eun up to 70 (Jump) 

zenu Meditatien Sleeper 

^ Price: §950 

^ Need Effects: Comfort 4, Energy 4, 

Eun 2 (Jump), Environment 2 
^ Need Mex: Eun up to 80 (Jump) 

The Slim Spstem, hp Jim siimpep 

♦ Price: §1,050 

^ Need Effects: Comfort 4, Energy 4, 

Eun 2 (Jump), Environment 2 
^ Need Mex: Eun up to 80 (Jump) 

Bed Dp St. Aieque Repreductiens 

♦ Price: §1,200 

^ Need Effects: Comfort 5, Energy 0, 

Eun 2 (Jump), Environment 2 
^ Need Mex: Eun up to 80 (Jump) 
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Touch of Toah Bed 

♦ Price: §I.8DD 

^ Need Effects: Comfort 4, Energy 4, 
Eun 1 (Jump), Environment 3 
^ Need Mex: Eun up tu 8D (Jump) 



#4230 h!f G. LOO Funhoosnooz 

♦ Price: §2.2DD 

^ Need Effects: Comfort 5, Energy 8, 

Eun 2 (Jump), Environment 4 
^ Need Mex: Eun up to 8D (Jump) 



The soma “Sleep uieii” 

♦ Price: §2,GDD 

^ Need Effects: Comfort G, Energy G, 
Eun 2 (Jump), Environment 5 
^ Need Mex: Eun up to 8D (Jump) 



colonial ironuiood Bed 

^ Price: §8,DDD 

^ Need Effects: Comfort 7, Energy G, 
Eun 2 (Jump), Environment 5 
^ Need Mex: Eun up to 8D (Jump) 


Miscellaneous 

Miscellaneous Comfort items include barstools (for 
use at kitchen islands or bars) and outdoor seating 
furniture (can be used indoors too). 

All have the following interactions: 

^ Sit: Satisfies Comfort 
^ Nap: Park Bench only; satisfies Energy 
^ Lounge: Park Bench only; satisfies more Comfort 
than Sit but no object-assisted interactions. 

^ Play; Park Bench only; satisfies Fun 



Keister Kempanien Barsteei 

^ Price; §185 
^ Need Effects: Cumfort 8 


Ad-a-Quaint Barsteei 

♦ Price: §285 
^ Need Effects: Cumfort 8 


Gutdeer Erge Ergenemic Chair 
hg Giidteer-Ehadi Furnishings 

♦ Price; §82D 
^ Need Effects: Cumfort 5 


Piece et Quiet Parh Bench 

^ Price: §5DD 

^ Need Effects: Comfort 7 (Sit), Comfort 8 
(Lounge), Energy 2, Eun 4 
^ Need Max: Energy up to 5D (Nap) 

Regulars Qnig Barsteei 

^ Price: §G5D 
^ Need Effects: Camfort G 


Qrganic material’s Barsteei 

♦ Price: §7DD 

^ Need Effects: Camfort 7, Environment 2 
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surfaces 

Surfaces encompass all kinds of tables, counters, 
and desks. 



Stiff D!i Superfluous seating 

♦ Price: §75D 

^ Need Effects: Comfort 7, Environment 1 


counters 

Counters are the only surfaces on which food can 
be prepared. If there isn’t at least one available 
countertop without something on it, cooking will 
be impossible until an obstructing object is cleaned 

tiofe ^ ' I 

Coun+erfops have no Hunger safisfacfion rating 
because they don't directly impact the satisfaction 
of Hunger. For that figure, see Chapter 7. 


Counters automatically Join adjacent countertops 
to make a continuous-looking object. 

Some objects must be placed inside countertops: 
dishwashers, trash compactors, and insert sinks. 
Functionally, the counter’s prep surface is unchanged 
by the presence of an under-counter appliance 
but a sink (which goes on top) prevents the prepara- 
tion of food. 

jioie ; 

Unlike in fhe original THE 8IM8, under-counfer 
appliances MUST be inside a counter. They can't 
stand alone and act as a prep surface. 




Kitchen islands can act as either prep or dining 
surfaces if barstools are placed on the side with the 
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overhanging counter. Make sure this overhang is 
facing out of the kitchen if you want Sims to use this 
object properly. 

Interactions include: 

^ Clean: Increases Environment and builds Cleaning 
skill. Only available when drops below fixed level 
of dirtiness. 

KjmJ * 

Many counters have two seemingly identical 
listings in the Buy mode catalog. One is for a 
four-drawer unit and the other is for a drawer 
plus cabinet unit. There's no functional difference, 
but these add variety. 

> 



Krampft industries 
uaiue counter 

♦ PricE: §I4D 



Counter Culture 
“Surtace” 

♦ PricE: §2DD 


Catamaran 
Kitchen island 

♦ PricE: §2ID 


EpiHouros “SieoH 
Cuisine” counter 

♦ PricE: §325 
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EpiKouros “Sieeh Cuisine” island 

^ Price: §335 


cniciettina “Fiord” mtcnen 
counter 

♦ Price: §430 




cniciettina “Arcnipeiago” 
Kitchen island 

^ Price: §500 



ciuh Room countertop 

^ Price: §600 


ciuD Distress Butcher’s bioch 

^ Price: §610 




cniciettina “Sardinia” 
Kitchen counter 

♦ Price: §780 
^ Need Effect: Environment 2 



cniciettina “Sardinia” Kitchen 
island 

♦ Price: §790 
^ Need Effect: Environment 2 


Chez Moi French countrp 
counters 

^ Price: §800 
^ Need Effect: Environment 2 


Counter cooning conundrum 

^ Price: §810 

^ Need Effect: Environment 2 


Tables 

Tables include all manner of dining surfaces. To sit at 
a table, there must be dining chairs around it; without 
chairs, Sims will use a table solely to dump dirty 
dishes and unread books. 

Tables provide a place to sit and eat (the better 
the chairs, the more Comfort Sims get while dining), 
and can act as a venue for group talk. They can also 
double as a desk, hold a computer, or act as a 
serving table for special party foods (e.g., wedding 
or birthday cake). 

Seating capacity varies from four to eight. 

There are no interactions with dining tables. 

KuiYiica Aiiinaii card Tame 

♦ Price: §95 
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cnaDadii “vet Another” 
coffee Tame 

^ Price: §29D 

scienstone “Dramatic” 
coffee Tame 

♦ Price: §34D 

Centerpieces coffee Tame 

♦ Price: §370 


cozp colonial End Tame 

♦ Price: §400 


Queen Anne coffee Tame 

♦ Price: §470 


DesKS 

Desks function as host to various tabletop objects 
including, but not limited to, computers. They can 
house table lamps, some small electronics, and small 
to medium statues as well as dirty plates, news- 
papers, books, and other messy objects. 

Desks have no interactions. 



Retratech “Office Pal” 
Economp oesH 

♦ Price: §80 


Home Office oesK op 
Quaint Design 

♦ Price: §220 



Tioetan DesK 

♦ Price: §070 


Counter Productiue 
uiom Surface 

♦ Price: §750 

^ Need Effects: Environment 2 

cmciettina EKOCudrone 

^ Price: §1,000 
^ Need Effects: Environment 2 


Miscellaneous 

This four-top dining table can be used inside too, but 
it’s aesthetically designed to go outside. 



. > 

K 

> 


Pam Plates mini outdoor 
Dining Tame 

♦ Price: §115 


Decoratiue 

Decorative items are Just that: decorative. The only 
Need they impact is Environment, though their effect 
can be profound (if you spend enough money). 

Depending on their design, decorative objects 
can go in several places: on the floor, a countertop, 
a dining, coffee, or end table, a desk, the outdoor 
ground, the wall, or suspended from the ceiling. 

All sculptures and paintings can appreciate in 
value over time. See "Art Object Depreciation/ 
Appreciation," earlier in this chapter. 


,260 ) primagames.com 

— I— I Protected by copyright. Unauthorized or unlawful copying or downloading expressly prohibited. 


































■■ 



PRIMA OFFICIAL GAME GUIDE 



Sculptures 

Most sculptures only serve to be visually interesting 
and enhance Environment score. Some, however, 
have some very interesting hidden interactions. 
Placement of sculptures vary by kind and size. 
All sculptures have at least one interaction; 

♦ View: Satisfies Fun 


ShocHing PinH Flamingo 

♦ Price: §12 

^ Need Effects: Fun 4 (Kick), Fun 2 (View) 
Need Mex: Fun up tn GD (View) 

Must be placed outdonrs. 


Interactinns: 

^ Kick: Satisfies Fun, may cause Flamingu tu fall ever. Autununnuus If 
Maud is lew. Sims also kick it aver whan viewing it if they dnn't like it. 
^ Stand up: Resets Flamingn upright. 


Kozg Kitsch Gnome 

^ Price: §G8 

^ Need Effects: Fun 4 (Kick), Fun 2 (View), 
Fun I (Play With), Fun 5 (Steal), 

Fun 2 (Steal Back), Envirnnment I 
^ Need Max: Fun up tn GD (View) 


Must be placed outdonrs, 

Interactinns: 

# Kick: Satisfies Fun, may cause Gnome tn fall nvar, Autnnnmnus if Mnud 
is law, Sims kick it over autunnmuusly whan viewing if they don't like 
the gnume, 

^ Stand up: Resets gnome upright, 

^ Play With: Satisfies Fun, Playful unly, 

^ Gnuma Buddy: Dutguing Sims may autunnmuusly talk tn the gnome, 

^ Steal: Grouchy Neighbors (not Townies) walking by the house may 
autonomuusly steal a gnome. If they leave the sidewalk and head toward 
the gnome, they're goiog to try to steal it. If a membar of tha household 
is near the gnome, the Neighbor will give up or, if they're really Groochy, 
they'll steal it anyway, Tha thiaf gats Fun for a successful pilfering, 

^ Steal Back: If a member of a household whose gnome has baen stolen 
appears on another lot as a walk by Neighbor and is Playful and Grouchy, 
she'll autunomously steal back the gnome. Rescuer gets Fun, 
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The Measure ef a Sim 
uieeden Medei 

^ Price: §IDD 

^ Need Effects: Eun B (View), Environment I 
^ Need Max: Eun up to 95 (View) 

Musee PuDiic “Geiiectien 
sculpture” 

♦ Price: §2DD 

^ Need Effects: Euo B (View), Environment 2 
^ Need Max: Eun up to 95 (View) 


Fiignt-Auiag Medei Plane 

♦ Price: §250 

^ Need Effects: Euo B (View), Environment 2 
^ Need Max: Eun up to 95 (View) 

Apple ef the Ege 

♦ Price: §4DD 

^ Need Effects: Euo B (View), Environment B 
^ Need Max: Eun up to 95 (View) 

Ancient iranspert urn sculpture 

^ Price: §500 

^ Need Effects: Euo B (View), Environment 4 
^ Need Max: Eun up to 95 (View) 


immePiie Chimes Mehiie in steel 

♦ Price: §1,500 

^ Need Effects: Euo B (View), Environment ID 
^ Need Max: Eun up to 95 (View) 


The Mp-cni sculpture Ferm 

♦ Price: §2,500 

^ Need Effects: Euo B (View), Environment ID 
^ Need Max: Eun up to 95 (View) 
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Practice Speech/Practice Romance: Builds Ch. 
skill. Teen/adult/elder only. 

Gussy Up: Satisfies Hygiene. Neat will do thi 
autonomously. 

Change Appearance: Opens interface that pe 
a Sim to change his hair color or style, mak< 
glasses, costume makeup, color and shape o 
eyebrows, and color and shape of stubble ai 
beards. See “Changing Appearance” in Chapi 
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miscellaneous 

Anytime Gandies 

^ Price: §IDD 

^ Need Effects: Fun 3 (View), Environment I 
^ Need Mex: Eun up to 95 (View) 

Bouii Of Plastic Fruit 

^ Price: §I5D 

^ Need Effects: Fun 3 (View), Environment I 
^ Need Mex: Eun up to 95 (View) 

AquaBox Flue-Gallon Aquarium 

^ Price: §3DD 
^ Skill: Cleening (Cleen Tank) 

^ Need Effects: Fun 19 (Watch), Fun 5 
(Feed), Fun 4 (Ifestacking), Environment I 
^ Need Max: Eun up to 79 (Watch) or 
59 (Eeed) 

Interactions: 

^ Restock: Teens/ adults/ elders unly. Satisfies Eun and puts fish in tank. 

Duly available when tank is empty or when fish have died (removes dead 
fish and puts in new). 

^ Watch: Satisfies Eun 

^ Eeed Eish: Satisfies Eun and adds food to tank, fish must be fed once every 
48 hours or they'll die. feeding more often makes the tank dirtier. 

^ Clean: Teens/ adults/ elders only. Increases Environment score if tank is in 
visibly dirty state. Sloppy Sims make puddles when cleaning. The Maid will 
clean the tank if it's dirty. Builds Cleaning skill. 

The aquarium is a very complicated and powerful object but it requires some 
care. When bought, it doesn't contain any fish: someone must do the Restock 
interaction that adds fish and costs §35. If no fish are put in, the tank is 
merely a lovely Environment enhancing object with no interactions. 

Aquaria also emit light, further enhancing Environment score in their 
immediate area. 

The tank becomes steadily dirty over time, coating tbe glass with green 
algae and progressively decreasing Environment score, feeding adds extra 
dirtiness to the tank. If tank gets very dirty, fish will die. 

If fish die, they independently reduce Environment score until removed. 
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Exotic (non)Screen from 
simports, Ltd. 

^ Price: §99D 

^ Need Effects: Eun 3 (View), Environment G 
^ Need Max: Eun up to 95 (View) 


or Grandtatner gioch 

^ Price: §3,5DD 
^ Need Effects: Environment 3 
^ Skill: Mechanical (Maintain) 


Interactions: 

^ Wind: Clock must be wound by a teen, adult, or elder every 72 hours or it 
will stop. If wound every 72 hours, the clock will chime every six hours. 

^ Maintain: Increases clock's value. Can only be done once every ID days. 
Every time the Maintain interaction is done, the clock increases in value. 
Maintenance is not, however, required. While maintaining, Sims build 
Mechanical skill but risk breaking the clock. The lower Mechanical skill, 
the greater the chance the clock will break beyond repair. 



Don't let a Sim with less than 5 Mechanical 
maintain the clock. 


PlumDing 

Plumbing objects provide many essential interactions: 
if porcelain is involved, Plumbing is where you look. 

Toilets 

All toilets are created egual; some Just have cushier 
seats. In other words, they all replenish Bladder at 
the same rate, but public and high-end models boast 
gaudy amounts of Comfort while a Sim is parked 
on the seat. 

Toilets have the following interactions: 

^ Use: Satisfies Bladder. Also dirties toilet. 

^ Flush: Available only if toilet is “filled.” Clears 
toilet of use thus upping Environment. Also lowers 
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chance of toilet clogging because full toilets 
are more likely to break. Neat Sims flush 
autonomously. 

^ Clean: Available only if toilet is dirty and resets 
toilet to fully clean state. Increases Cleaning skill. 

^ Play: Immature Toddlers with low Fun autonomous 
only. Satisfies Fun but depletes Hygiene and 
makes puddles that lower Environment. 

^ Unclog: Fixes clogged toilet and builds Mechanical 
skill. The longer toilet goes without a flush, the 
greater the probability it will clog. Clogged toilets 
are usable. 

Elders take twice as long to fulfill their Bladder 

Need than any other group. 

Sewage Bretners 
Resteze Tenet 

^ Price: §3DD 

^ Skill: Cleaning (Clean), Mechanical 
(Unclog) 

^ Need Effects: Bladder ID (Use), Fun 2 
(Play), Hygiene -2 (Play), Hygiene -I 
(Use, Clean, Unclag) 

^ Need Max: Fun up to SD 

Resistaii Astra Diuider 7 

♦ Price: §7DD 

^ Skill: Cleaning (Clean), Mechanical (Unclog) 
^ Need Effects: Bladder ID (Use), Comfort ID 
(Use), Fun 2 (Play), Hygiene -2 (Play), 
Hygiene -I (Use, Clean, Unclog) 

^ Need Max: Fun up to SD 

MentianaDie Parceiain Tenet 

^ Price: §DSD 

^ Skill: Cleaning (Clean), Mechanical (Unclog) 
^ Need Effects: Bladder ID (Use), Comfort ID 
(Use), Fun 2 (Play), Hygiene -2 (Play), 
Hygiene -I (Use, Clean, Unclog) 

^ Need Max: Fun up to SD 





Showers 8 nibs 

Showers, bathtubs, and shower tubs are the primary 
mechanisms for replenishing Hygiene. Up the line 
from cheapest to most expensive, several things vary: 
the time reguired to satisfy Hygiene, how much if any 
Comfort Sims receive, and impact on Environment. 

Generally, showering is the fastest way to get 
clean. Bathing is slower but also offers Comfort. 

Age also comes into play in the comparison of 
showers vs. tubs. Toddlers can only bathe in a bath. 



Toddlers can't, themselves, interact with bathtubs 
or shower tubs: they must be bathed by a teen, 
adult, or elder. 




Showers, tubs, and shower tubs can have the 
following interactions: 

^ Take Bath: Satisfies Hygiene and Comfort. 

^ Take Shower: Satisfies Hygiene. If Sim is Sloppy 
and in shower stall only, also satisfies Bladder 
(yes, that means what you think it means). 

^ Take Bubble Bath: Fills Hygiene and Comfort. 
Compared to regular bath, fills Hygiene slower 
and Comfort faster. 

^ Clean: Available only if shower or bath is dirty 
and resets it to fully clean state. Increases 
Cleaning skill. 

^ Repair: Fixes broken showers/bathtubs and builds 
Mechanical skill. 

^ Bathe Toddler: Satisfies toddler’s Hygiene. 

^ Play: Autonomous Fun. 

Glean water snewer Svstem 

^ Price: §G5D 

^ Skill: Cleaning (Clean), Mechanical (Ifepair) 
^ Need Effects: Hygiene B (Take a Shower), 
Bladder I (Take a Shuwer, SInppy nnly) 
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Krampft industries 
“HuimaTuiiiia” Economi; Batntun 

♦ Price: §7DD 

^ Skill: Cleaning (Clean), Mechanical (Repair) 
^ Need Effects: Hygiene G (Take a Bath), 
Comfnrt 4 (Take a Bath), Hygiene 5 
(Take a BuhhIe Bath), Comfnrt G (Take a 
BuhhIe Bath), Hygiene G (Bathe Toddler), 
Fun S (Play), Environment 2 



The BiacH and unite “Bare” Bath 

^ Price: §9DD 

^ Skill: Cleaning (Clean), Mechanical (Repair) 
^ Need Effects: Hygiene 7 (Take a Bath), 
Comfort G (Take a Bath), Hygiene G 
(Take a BuhhIe Bath), Comfort ID (Take a 
BuhhIe Bath), Hygiene 7 (Bathe Toddler), 
Fun S (Play), Environment 2 



AduaPius snauier Stan 

^ Price: §I,DDD 

^ Skill: Cleaning (Clean), Mechanical (Repair) 
^ Need Effects: Hygiene 7 (Take a Shower), 
Hygiene G (Take a Bath), Comfort 4 (Take 
a Bath), Hygiene S (Take a Bubble Bath), 
Comfort G (Take a Bubble Bath), Hygiene 
G (Bathe Toddler), Environment 2 



Simple TUP trnm Kramptt 
industries 

♦ Price: §I,5DD 

# Skill: Cleaning (Clean), Mechanical (Repair) 
^ Need Effects: Hygiene 8 (Take a Bath), 

Comfort B (Take a Bath), Hygiene 7 
(Take a Bubble Bath), Comfort ID (Take a 
Bubble Bath), Hygiene B (Bathe Toddler), 
Fun 8 (Play), Environment 8 



Geieratura up cnreme Gencepts 

♦ Price: §I,5DD 

^ Skill: Cleaning (Clean), Mechanical (Repair) 
^ Need Effects: Hygiene ID (Take a Shower), 
Bladder 2 (Take a Shower, Sloppy only). 
Environment 8 
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Gninniai Bathtun Dp imperial 
PiumDing unms 

♦ Price: §I,8DD 

^ Skill: Cleaning (Clean), Mechanical (Repair) 
^ Need Effects: Hygiene 8 (Take a 8ath), 
Comfort 8 (Take a Bath), Hygiene 7 
(Take a Bubble Bath), Comfort ID (Take a 
Bubble Bath), Hygiene 8 (8athe Toddler), 
Fun 8 (Play), Environment 8 



Gninniai GnmonGieen Dp 
imperial PiumDing ueriis 

♦ Price: §2,2DD 

^ Skill: Cleaning (Clean), Mechanical (Repair) 
^ Need Effects: Hygiene ID (Take a Shower), 
Hygiene 8 (Take a Bath), Comfort 8 
(Take a Bath), Hygiene 7 (Take a Bubble 
Bath), Comfort ID (Take a Bubble Bath), 
Hygiene G (Bathe Toddler), Fun 8 (Play), 
Environment 4 


sinus 


Sinks are a minor tool for satisfying Hygiene, the 
only way to bathe a baby, a means of washing 
dishes, and way to get small doses of Hunger 
satisfaction. 

There are two kinds of sinks: 

^ Pedestal: Freestanding, must be placed 
against wall 

^ Countertop: Inset in countertop object 
Sinks include the following interactions: 

^ Get a Drink: Satisfies Hunger, depletes Bladder 
^ Wash Hands: Satisfies Hygiene 
^ Bathe Baby: Increases baby Hygiene 
^ Sponge Bath: Autonomous Only. If Sim’s 
Neat/Sloppy is below 6 and Hygiene is less 
than -50, Sim may strip and take a sponge bath. 
^ Clean: Available only if sink is dirty. Resets it 
to fully clean state. Increases Cleaning skill. 

^ Repair: Fixes broken sinks and builds 
Mechanical skill. 
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^ note V 5 

There's no funciional difference between sinks in 
bathrooms, kitchens, or anywhere else. 

) 




Superiatiue sinH Dp 
“The Greatest Designer Aiiue ” 

# Price: §25D 
^ Type: Countertop 

^ Skill: Cleening (Cleen), Mechenical (Repair) 
Need Effects: Hygiene 5 (Wash), Hygiene G (Sponge Bath), Hunger I (Drink) 
Need Max: Hygiene up to 9D (Wash), Hygiene up to 25 (Sponge Bath), 
Hygiene up to 7D (Bathe Baby) 

Simple SIPH trem 
Kramptt industries 

Price: §275 
Type: Pedestal 

Skill: Cleaning (Clean), Mechanical (Repair) 
Need Effects: Hygiene 5 (Wash), Hygiene G 
(Sponge Bath), Hanger I (Drink) 

^ Need Max: Hygiene up to 9D (Wash), Hygiene up to 25 (Sponge Bath), 
Hygiene up to 7D (Bathe Baby) 

Fiprai Sinn 

Price: §S3D 
Type: Countertop 

Skill: Cleaning (Clean), Mechanical (Repair) 
Need Effects: Hygiene 5 (Wash), Hygiene 7 
(Sponge Bath), Hanger I (Drink) 

^ Need Max: Hygiene up to 9D (Wash), Hygiene up to 25 (Sponge Bath), 
Hygiene up to 7D (Bathe Baby) 

GardPR Fresh Pedestal siph 

Price: §355 
Type: Pedestal 

Skill: Cleaning (Clean), Mechanical (Repair) 
Need Effects: Hygiene 5 (Wash), Hygiene 7 
(Sponge Bath), Hanger I (Drink) 

# Need Max: Hygiene up tn 9D (Wash), Hygiene up to 25 (Sponge Bath), 
Hygiene up to 7D (Bathe Baby) 




HpdrpRpmic GieepSheep Basin 

♦ Price: §4ID 
^ Type: Countertnp 

^ Skill: Cleaning (Clean), Mechanical (Repair) 
^ Need Effects: Hygiene G (Wash), Hygiene 7 (Sponge Bath), Hunger I (Drink) 
^ Need Max: Hygiene up to 9D (Wash), Hygiene up to 25 (Sponge Bath), 
Hygiene up to 9D (Bathe Baby) 

imperial Plumbing uiurns 
Tiunii Basin 

^ Price: §5GD 
^ Type: Countertop 
^ Skill: Cleaning (Clean), Mechanical (Repair) 

^ Need Effects: Hygiene G (Wash), Hygiene 7 (Sponge Bath), Hunger I (Drink) 
^ Need Max: Hygiene up to 9D (Wash), Hygiene up to 25 (Sponge Bath), 
Hygiene up to 9D (Bathe Baby) 

Filigree Faceneuii ng imperial 
Plumbing uierns 

^ Price: §GID 
^ Type: Countertop 
^ Skill: Cleaning (Clean), Mechanical (Repair) 

^ Need Effects: Hygiene G (Wash), Hygiene 7 (Sponge Bath), Hunger I (Drink) 
^ Need Max: Hygiene up to 9D (Wash), Hygiene up to 25 (Sponge Bath), 
Hygiene up to 7D (Bathe Baby) 

imperial Lgnn Basin 

♦ Price: §G4D 
^ Type: Pedestal 

^ Skill: Cleaning (Clean), Mechanical (Repair) 
^ Need Effects: Hygiene G (Wash), Hygiene 7 
(Sponge Bath), Hunger I (Drink) 

^ Need Max: Hygiene up to 9D (Wash), Hygiene up to 25 (Sponge Bath), 
Hygiene up to 7D (Bathe Baby) 







Ulctnr uictnrian Pedestal Sinn 

♦ Price: §7DD 
^ Type: Pedestal 

^ Skill: Cleaning (Clean), Mechanical (Repair) 
^ Need Effects: Hygiene G (Wash), Hygiene 7 
(Sponge Bath), Hunger I (Drink), 
Environment 2 


^ Need Max: Hygiene up to 9D (Wash), Hygiene up to 25 
(Sponge Bath), Hygiene up to 7D (Bathe Baby) 



Protected by copyright. Unauthorized or unlawful copying or downloading expressly prohibited. 






















■■ 


PRIMA OFFICIAL GAME GUIDE 


Hot Tubs 

The hot tubs are extremely powerful objects, espe- 
cially when it comes to socializing. They simultane- 
ously provide Hygiene, Comfort, and Fun. If there’s 
more than one Sim in the tub, group talk and, thus. 
Social satisfaction, ensues. 

Only teens, adults, and elders may use a hot tub, 
though any pregnant Sims are barred until after 
delivery. The tubs hold up to four Sims at once. 

, rmifil = 

Exfremely Ouigoing Sims will gef in The Tub 
naked and will influence Those entering after 
To do The same. 

^ 

Sims may stay in the tub until all affected 
Needs are fulfilled or Hunger, Energy or Bladder 
get too low. 

Hot tubs are also one of the three places in which 
adult or elder Sims can do WooHoo or Try for Baby 
(they must be cuddling first). 

Interactions include; 

^ Get In: Enter empty hot tub. 

^ Join; Enter hot tub with at least one (but no more 
than three) Sims. 

^ Move: Moves Sim from one seat to another. 

^ Talk: Talk to a specific Sim. 

^ Repair: Fixes broken hot tubs and builds 
Mechanical skill. 


nulB 


All "objecT-assisTed" inTeracTions require boTh Sims 
To be in The Tub in adjacenT seaTs. WooHoo and 
Try for Baby work only if There are no more Than 
Two Sims in The Tub. WooHoo or Try for Baby in 
a hoT Tub can yield a special cinemaTic. 
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BuDDie-up “Soahing zone” Hot m 

^ Price: §G,5DD 
^ Skill: Mechanical (Repair) 

^ Need Effects: Hygiene 5, Fun 7, Camfnrt G, 
Environment 9 

^ Need Max: Fun up to 8D, Hygiene up tn 5D 

uaporufare SuDmergence spa 

^ Price: §8,5DD 
^ Skill: Mechanical (Repair) 

^ Need Effects: Hygiene 5, Fun 7, Camfnrt G, 
Environment ID 
^ Need Max: Fun up to 8D, Hygiene up tn 5D 

ytjats] ; > 

There's a Third hoT Tub ("The Love Tub") buT iT 
can be acquired only as an AspiraTion reward. After 
iTs special powers have expired, iT reverTs To being 
a regular hoT Tub. See "AspiraTion Rewards," 

ChapTer 8. 

T 

Appiiancos 

Appliances include everything your Sims need to cook 
food and dispose of a variety of messes. Some even 
provide a little pick-me-up for sagging Sims. 

The functionality of most of these objects is 
discussed in the food preparation guide in Chapter 7. 

CooKing 

Cooking appliances are where cooked food gets, well, 
cooked. Cooking is the crucial final step in the prepa- 
ration of extremely satisfying food. 

Interactions include: 

^ Have Meal: Satisfies Hunger. Prepares one serving 
of specified food. 

^ Serve Meal; Satisfies Hunger. Prepares six servings 
of specified food. 

^ Grill; Grill only. Satisfies Hunger. Prepares six 
servings of a specified grill food. 

^ Clean: Satisfies Fun for Neat. Increases Cleaning 
skill and Environment score. 


Protected by copyright. Unauthorized or unlawful copying or downloading expressly prohibited. 







The Griiiinator “BigBQ” 

^ Price: §2ID 
^ Need Effects: Hunger I 



Brand name metainettie 

♦ Price: §233 
^ Need Effects: Hunger I 



Biaiectric neadifPrep Range 

♦ Price: §433 
^ Skill: Cleening (Cleen) 

^ Need Effects: Hunger I 



Giae Time “Mende Fuege” 
Gas steue 

^ Price: §G5D 
^ Skill: Cleening (Cleen) 

^ Need Effects: Hunger 4 



Elegant cnef FiameBag 
Gas Range 

^ Price: §3DD 
^ Skill: Cleening (Cleen) 

^ Need Effects: Hunger ID 



Shing Things, me. 
Grandinse Grin 

♦ Price: §1.133 
^ Need Effects: Hunger ID 


Refrigerators 

Refrigerators are tine starting point of the Sim food 
chain. The better the fridge, the higher guality the 
food that comes out of it, the greater its capacity, 
and the more it contributes to Environment. 

Refrigerators have two different Fun interactions 
that can provide guick amusement for members of 
the household. 

Interactions include: 

^ Have a Snack: Satisfies Hunger. 

^ Have Meal: Satisfies Hunger. A single serving of 
specified food. 

^ Serve Meal: Satisfies Hunger. Six servings of a 
specified food. 

^ Serve Dessert: Satisfies Hunger and Fun. 

^ Grill: Satisfies Hunger. Six servings of a specified 
grilled food. Reguires grill on lot. 

^ Juggle Bottles: Satisfies Fun. 

^ Check Food Supplies: Not available when fridge is 
fully stocked. 

^ Play: Satisfies Fun. Autonomous only. Immature 
Sims swing on the refrigerator doors. 

Brand name “EconoGoor' 
Refrigerator 

.|. ^ Price: §333 

I I ^ Eaud Capacity: 2DD 

I ^ Need Effects: Eun 3 (Juggle Buttles or 

Hunger 

^ Need Max: Eun up to 5D (Juggle Bottles 
ur Play) 

Giao Time Bouinia Refrigerator 
model BRRR 

♦ Price: §I.5DD 
^ Eood Capacity: 333 
^ Need Effects: Eun 3 (Juggle Buttles nr 
Play), Envirunment 2, Hunger ID 
^ Need Max: Eun up to 5D (Juggle Bottles 
or Play) 
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Small Appliances 

Small appliances fit on countertops. 



Extra pep Goffeemaher 

♦ Price: §85 

^ Need Effects: Hunger I, Bledder -I, 
Energy 8, Eun I (Juggle Mugs) 

^ Need Mex: Eun up tu 7D (Juggle Mugs) 


nole 





Sims who drink too much coffee or espresso 
sfarf fo visibly shake. 


Interactions: 

^ Make Coffee: Prepares eight servings. Instantanenus. 

^ Drink Coffee: Take and consume one cup. Satisfies Energy and Hunger and 
depletes Bladder. Must be made first. Each cup takes about thirty to forty 
minutes to consume. 


^ Juggle Mugs: Satisfies Eun. 


When a Sim is juggling eifher coffee mugs or 
espresso cups, ofher Sims can click on The 
Juggling Sim and choose Join Juggling. 



TecnTonic Touch Toaster ouen 

^ Price: §IDD 
^ Need Effects: Hunger I 
Interactions: 

^ Have Meal: Satisfies Hunger. Makes one 
serving of specified food. 



HLR8R2 Food Procossor 

♦ Price: §22D 
^ Need Effects: Hunger 2 
No ioteractions. Speeds preparation of food. 
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Brand name zip zap microuiaue 

♦ Price: §250 
^ Skill: Mechanical (Repair) 

^ Need Effects: Hunger 2 
Interactions: 

^ Have Dinner: Dinner hours only. Satisfies 
Hunger. Makes one serving of TV Dinner. 
No other meals available. 


Giao Time Espresso machine 

♦ Price: §45D 

^ Need Effects: Hunger I, Bladder -I, 

Energy 4, Eun S (Juggle Mugs), Eun I 
(Serve or Have) 

^ Need Max: Eun up to 5D (Serve, Have, or 
Juggle Cups) 

Interactions: 

^ Make Espresso: Satisfies Eun. Makes one serving. Sim takes a cup auto- 
matically when done. Preparation process takes slightly longer than coffee. 

^ Serve Espresso: Satisfies Eun. Makes two servings. Sim takes a cup auto- 
matically when done. Preparation process takes slightly longer than coffee. 

^ Take a Cup: Satisfies Energy and Hunger but accelerates Bladder 
depletion. Decors automatically for first cup but can 
select interaction if a cup is waiting on tbe maebine. 

^ Juggle Cups: Satisfies Eun. 


IJD18 


Serving espresso and coffee are very 
imporfanf when you have visHors 


because There are no oTher ways 


for visiTors To replenish Energy. 


They can Take prepared servings 
buT can'T work The machine, so 
household Sims musT acTually 
prepare The beverages. 


Large appliances 


Large appliances make many of life’s 
more tedious chores bearable or 
at least quicker. 
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Gagmia simore “Refuseimr 
Trash compactor 

♦ Price: §375 
^ Skill: Mechanical (Repair) 

Cnmpactnr is a larga capacity trash 
can that tucks out of the way insida 
a countertop object. 

Sims fill the unit autnnomously or when directed to claan up a piece 
of trash. 

Interactions: 

# Empty: Available only if compactor contains trash. Sim takas a trash bag 
from tha compactor and deposits it in the curbside trashcan. Can be done 
before compactor is full. If compactor is full, drawer sticks open lowering 
Environment. After eight hours, open drawer begins to stink, further 
lowering Environment. 

# Repair: Eixes broken trash compactor and builds Mecbanical skill. 


Entertainment 

Entertainment objects serve up fun to Sims who use 
them and anyone who watches. 

uroommaster aooo 

♦ Price: §149 

♦ Need Effects: Eon 5 (Play), Eon 3 (Watch) 
^ Need Max: Eun up to 90 (Play) and 

85 (Watch) 

Tha VroomMaster toy can be used by one Sim, but others may autonomously 
watch the car as it zooms around the room (getting Eun as wall). The car 
goes wherever it wants: it can't ba diracted (not by you at least). 

Can be placed on any tabla or countar or on the floor. 

Interactions: 

^ Play With: Satisfies Eun. 

^ Watch: Satisfies Eun. Autonomous only. 




wishg-Ufasner from 
Brandname lx 

^ Price: §559 
^ Skill: Mechanical (Repair) 

Dishwashers are much faster than washing 
dishas in the sink, increasing time efficiency. 
Household members. Maids, and visitors can 
put dishes in the dishwasher any tima (even 
if it's running) and there's no need to unload (they magically return to their 
proper place). Must be installed inside a countartop object but not an island 
or counter with a sink. 

This inexpansive dishwasher is noisy and will awaken Sims sleeping 
in the room. 

Interactions: 

# Repair: Eixas broken disbwasber and builds Mechanical skill. 

smng Things me. umiso-Aire 
Dishuiasner 

^ Price: §959 
^ Skill: Mechanical (Repair) 

Sae above. 

This expensive dishwasher is quiet and 
won't awaken Sims sleeping in the room. 

Electronics 

Electronic items are primarily used for entertainment 
but many serve vital household functions too. 





maxis™ Game simulator 

^ Price: §599 

^ Need Effects: Eun 9 (Play), Eun 9 (Watch) 
^ Need Max: Eun up to 9D (Play, adult) or 
89 (Play, alder) and 99 (Watch) 

^ Oroup Activity 
Actual Eun satisfaction is based on age: 

^ Child: II (extra, extra Eon) ^ Adult: 9 
♦ Tean: ID ♦ Elder: 8 

Eun maximums are also age dependent: Elders top out at 8D Eun while 
adults last until 9D. Teans and children have no max. 

Winner is determined based on each Sim's Logic, Mood, and age; teens 
are usually the best players but usually it's the Sim with the highest Logic 
who prevails. 

Additional gamas can ba purchased from video game racks in Community 
Lots. All gamas, however, offer the same Fun to each age. 

When a game is done. Neat Sims put the game away properly and others 
leave controllers where they sit. 

Can be placed on a coffee table or the floor and must be near a TV. 
Interactions: 

^ Play Dame: Satisfies Eun. 

^ Join Play: Satisfies Eun and Social. 

^ Watch: Satisfies Eun and Social. 

^ Put Away Controllars: Incraases Environment. 

Dniy available if controllers are not put away. 
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Suieet Tooth Suruiuor Pinhaii 

♦ Price: §I.75D 

^ Need Effects: Fun ID (Play), Fun 3 (Watch), 
Envirnnment 2 

At end uf game, Sim either wins or loses 
based, in part, un Sim's Mechanical and 
Bndy skills. 

If player Jains, Sims take turns, Bnth get Social, Winner is randum but 
usually the Sim with highest Budy and/nr Mechanical wins, 

Interactinns: 

# Play: Satisfies fun 
^ Jain: Satisfies Eun and Sucial 

Election Dav Retro Space-Age 
Action Pinball 

♦ Price: §I,75D 

^ Need Effects: Fun ID (Play), Fun 3 (Watch), 
Envirnnment 2 
See abnve. 





F 


TUs and computers 

TVs and computers are extremely important objects, 
providing hours of group Fun, myriad Social outlets, 
and several essential services. 

Trottco 27 " MUlt7IUId lU 
Toieuision 

^ Price: §500 

^ Skill: Conking (Watch Yummy Channel), 
Budy (Wnrk Out), Mechanical (Repair) 

^ Need Effects: Fun G (varied by Sim's 
reactinn tn the channel). Energy -3, 
Cnmfnrt -3, Hygiene -7, (Wnrk Out) 

^ Need Max: Depends nn Sim's reactinn tn channel 
TVs have several channels, changeable with the Change interactinn un the TV, 
Ages prefer different channels as reflected in each age's Eun satisfaction speed 
and Eun maximum when watching the channel. The mure they like a channel, 
the Innger they'll watch. If they hate a channel, they'll exit snnner, Sims 
turning nn a TV nr jnining it when nn ether Sims are watching will change tn 
their age's preferred channel. There are four levels nf reactinn: Lnve, Like, 
Dislike, and Hate, 
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TV Channel Reactions By Age 


AGE 

SBN 

SIMSTATIDN 

DANCE 

KIDZTUBE 

Yummy 

Channel 

ToddlEP 

HatE 

DislikE 

LavE 

LikE 

Child 

DislikE 

LikE 

LavE 

HatE 

Teeh 

LikE 

Love 

HatE 

DislikE 

Adult 

Love 

HatE 

DislikE 

LikE 

EldEP 

LikE 

HatE 

DislikE 

LavE 



If mixed groups are wafching TV, find a s+a+ion 
They all feel reasonably favorable Toward. There is 
no sfaiion, however, fhaf every group likes, so 
compromises are essenfial. 


TVs impart skills but at a lower rate than dedi- 
cated skill objects. Cooking skill is learned from the 
Yummy Channel and Body is gained by using the 
Work Out interaction on the TV itself. 

Interactions: 

^ Turn On: Sim turns on TV to 
age-favored channel. 

^ Watch: Satisfies Fun. Watching can 
be done sitting in a seat, on the 
floor or standing. 

^ Turn Off: Sim turns off TV. 

Neat Sims will do this 
autonomously when 
done watching. 

^ Change Channel: See above. 

^ Join: Toddlers, children, 
teens, adults, and elders will 
Join a Sim already watching 
TV. Social interaction ensues. 

^ Work Out: Sim dons workout 
clothes and does floor 
exercises to get Body skill. 

^ Repair: Builds Mechanical skill. 



Protected by copyright. Unauthorized or unlawful copying or downloading expressly prohi 









Monevuieii computer 

^ Price: §I,DDD 
^ Skill: Creativity (Write Novel), 

Mechanical (Repair) 

^ Need Effects: Fun 7 (Play, Watch, Chat), 
Social (Send/Receive e-mail. Chat) 

^ Naed Max: Fun up to 75 (Chat), 9D (Play), 
8D (Watch Play) 

Must ha placed on a dask or table with a dining chair in front. 

Interactions: 

^ Play Game: Satisfies Fon. Playing games works identically to the Maxis"' 
Game Simulator aod buying games from Community Fots makes them 
available on all computers too. 

^ Write Novel: Sim writes a novel, the quality and monetary value of which 
depends on Sim's Creativity. Writing novels builds Creativity skill and takas 
about 5D hours. Value of novel ranges from §2,D00 for lousy novel to 
§3,5DD for excellent novel. 

^ Send E-mail: Satisfias Fon. Sims can e-mail non-household Sims who they 
know and who have a computer. Gain Relationship score for sent e-mail. 

^ Receiva E-mail: Satisfias Fon and Social (multiplied by number of 
e-mails received). 

^ Chat With: Satisfies Social. Chat with Sims who Sims may not know and 
who could be an NPC. Sometimes, other Sim ask to be invited over. 
Children may Chat only with other children. 

# Find Job: Several job listings (many mora than nawspapar) appear on the 
computer, changing daily. 

# Restock Groceries: Order groceries online just as ovar the telephone. 

# Find Own Place: Initiates move out procedure (see Chapter 12). 

# Repair: Builds Mechanical skill. 


Little sister, lUDis 

♦ Price: §2.8DD 
^ Skill: Creativity (Writa Noval), 
Mechanical (Repair) 

^ Naed Effects: Fun 7 (Play, Watch, Chat), 
Social (Send/Receive E-mail, Chat), 
Environment B 

♦ Need Max: Fon up tu 75 (Chat). 90 (Play). 80 (Watch Play) 

Sae Moneywell Computar, abuve. The only difference is Environment score. 





Seme aa" PancaHeTeK Teieuisien 

^ Price: §S,5DD 

^ Skill: Cooking (Watch Yummy Channel), 
Body (Work Out), Mechanical (Rapair) 

^ Need Effects: Fun 8 (varied by Sim's 
reaction to the channel). Energy -3, 
Comfort -3, Hygiene -7, (Work Out), 
Environment 3 


^ Need Max: Dapends on Sim's reaction to channel 
See Trottco 27" MultiVid IV Television, above. 


Soma “Uiaii-Eiie” Large screen 
Flat-Panel Teieuision 

^ Price: §8,000 

^ Skill: Cooking (Watch Yummy Channel), 
Body (Work Out) 

^ Need Effects: Fun 10 (varied by Sim's reaction to the channel). Energy -3, 
Comfort -3, Hygiene -7, (Work Out), Environment 7 
^ Need Max: Dapends on Sim's reaction to channel 
See Trottco 27" MultiVid IV Television, above. 

Can't be repaired. 

Audio 

Audio objects enable two primary activities: dancing 
and working out. 

The amount of Fun (satisfaction speed and 
maximum) derived from dancing increases with the 
guality of stereo. The high-end stereo also increases 
Environment. 

Interactions: 

^ Turn On: Activates stereo. 

^ Switch To: Changes music channel. Channels 
include: Techno, Salsa, Pop, Metal, Hip Hop. 
Channels have no effect on Fun or the way 
Sims dance. 

^ Dance Solo: Satisfies Fun. Sim dances by herself. 
Multiple Sims can dance solo to stereo but no 
Social motive is gained. To dance together, Sims 
must do a Dance Together interaction on one 
another; high relationship Sims switch from Dance 
Solo to Dance Together autonomously. Alternately, 
high relationship Sims who are both dancing 
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compact stereo op lo-fi Audio 

♦ Price: §S3 

♦ Skill: Body (Work Out) 

^ Need Effects: Fun 7 (Dance tugether). 

Fun 5 (Dance Snin), Fun S (Listen to 
Music — in Bed), Energy -3, Cnmfnrt -3, 
Hygiene -7, (Work Out) 

^ Need Max: Fon up to 55 (Daoce Solo) or E5 (Dance together) or ED 
(Listen to Music). 
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Solo will face and look at each other. Dance Solo 
does not build Dancing skill (see Chapter g) and 
does not satisfy Social. 

^ Join: Satisfies Fun. Available on the stereo or a 
solo dancing Sim. Directs Sim to dance solo 
alongside others. 

^ Next Song: Changes to next song on music station. 

^ Work Out: Sim dons workout clothes and does 
floor exercises to get Body skill. 

^ Turn Off: Switches Stereo off. 

^ Listen to Music: Satisfies Fun. Available only when 
Sim is relaxing in bed and only when stereo is in 
same room as bed (no remote speakers). 

^ Repair: Builds Mechanical skill. 

flDle > 5 

To dance fogefher, click on 
intended dance partner and 
choose "Dance Together" 
(available only if music is 
playing nearby). If relation- 
ship is high enough, other 
Sim will accept. Increases 
Relationship scores and 
Social and can increase 
Dancing skill. For full 
details on dancing, see 
Chapter 11. 


Fun-Kaueiic Frequencp stereo 
Spstem from KauHer me. 

♦ PricE: §375 
4 Skill: Budy (Work Out). 

Mechanical (Repair) 

^ Need Effects: Fun S (Dance Tugether), 

Fun 8 (Dance Sulu), Fun 3 (Listen tu 
Music — in Bed), Energy -3, Cnmfnrt -3, 
Hygiene -7, (Wurk Out) 

^ Need Max: Fun up tu 75 (Dance Sulo) ur 85 (Dance tngether) ur 
GD (Listen to Music) 


HouHum Spstems wan speahor 

♦ Price: §4DD 

These speakers extend music produced hy the 
closest stereo on the same floor. Normally, 
music is limited to the room with the stereo. 
With speakers arrayed around the lot, Sims 
can dance anywhere there's a speaker. 

To dance tn music from a remote speaker, click on the stereo itself 
and choose Dance Solo or click on another Sim near the speaker and pick 
Dance Together. 

Working out can he done only near the stereo itself. 

To operate the stereo itself (torn on, switch station, etc.), the Sim 
must walk to it. 


spma AudiPGeeH TKa2i 
Tpuier Spstem 

♦ Price: §2.55D 

♦ Skill: Body (Work Out). 

Mechanical (Repair) 

^ Need Effects: Fun ID (Dance Together), 

Fun ID (Dance Solo), Fun 3 (Listen to 
Music — in Bed), Energy -3, Cnmfnrt -3, , 
Hygiene -7, (Work Out), Environment 1 
^ Need Max: GD (Listen to Music) 










small Electronics 

Get Got Alarm ciocR 

♦ Price: §3D 

Can be placed on tall and tables and 
dining tables. 



The smoke alarm is essential if low Cooking skill 
Sims are using fhe kHchen, as fires fend fo break 
ouf frequently. 

Put one in any room fhaf has a stove or 
a fireplace. 



Interactions: 

# Set Alarm: Set clock to ring every work or scboel day ona hour before 
carpool arrivas. Alarm will not sound if the Sim does not have a job or 
isn't in school. Wakes all Sims in the room, not just the one for whom 
the bell tolls. 

^ Unset Alarm: Available only if alarm's been set. Deactivates alarm 
until reset. 

^ Turn Off Ringing Alarm: Any child, teen, adult, or eldar in the room will 
wake up and autonomously daactivate the alarm for the day. Does not 
"unset" alarm for the future. Cen also he user directed. If Sim is Lazy, 
there's a random chance he'll turn off the alarm and go back to sleep. 

If his Mood is lower than -25, the Sim will instead smash the alarm 
clock; there's a chance of breaking the clock if the Sim has Dody skill 
of fiva or more. 

^ Clean: If clock is smashed and brokan, cleans up dabris and throws 
in trasb. 

" V niile l =^ 

A ringing alarm clock in a room dramatically brings 

down Environment score. 


simune Tame Phone 

^ Price: §5D 

^ All telephone interactions arc covered 
throughout this hook. 

Must be placed on a table, counter, coffee 
table, or end table. 

If the phone is put down away from the base and phone rings, phone can 
be answered by clicking on either the base or the remote handset. 

smoHesentrif smohesnitter 3000 

^ Price: §5D 

Will sound and automatically (no interaction 
required) summon the fire department if a fire 
breaks out in the same room. Without this 
alarm, a Sim must he stopped from panicking 
and directed to call the fire department. 




GifherChronometer Alarm GiocH 

♦ Price: §GD 

No functional difference to cheaper version. 
See Get Up! Alarm Clock, ahove. 


Simune wall Phone 

♦ Price: §75 

Same as Sim Line Table Phone (ahove) 
but must be placed on a wall. 


simsafetii u Burglar Alarm 

♦ Price: §25D 

This wall-mounted alarm sounds and automati- 
cally summons the police if a burglar enters 
the room it's in. Puts burglar in panic mode, 
preventing him from taking any objects. 



Place The burglar alarm in any room wHh an exTe- 
rior enirance Thai's accessible from The ground. 



Lighting 

Lighting makes houses Look better inside and out 
during nighttime hours but is also a major factor in 
Environment score (see Chapter 7). 
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miscellaneous Lamps 

Giti; Duieiier ‘Dims’ 

♦ Price: §7D 

^ Need Effects: Environment I 


wooden Post n’ Lamp 

^ Price: §2DD 

^ Need Effects: Environment I 
Dutdnor only. 


preuenToH Luminiignt streetiamp 

♦ Price: §439 

^ Need Effects: Environment 2 
Dutdnor only. 


preuenToH Tfi-Luminiignt 
streetiamp 

^ Price: §GDD 

^ Need Effects: Environment 3 
Dutdnor only. 



HoDDles 

Hobbies include both Fun and Skill development 
objects. Many, happily, do both. 

creatiuitv 

These items build Creativity skill. 


independent Enpressions me. 

♦ Price: §350 

^ Skill: Creativity (Paint) 

♦ Need Effects: Eun 5 (Paint), Eon ID 
(Roin Painting) 

^ Need Max: Eun up to 70 (Paint) 

^ Practice Painting/Paint: Satisfies Eun and builds Creativity Skill (at 
75 percant of rata of other skill objects because the easel also produces 
income). "Practice Painting" becomes "Paint" when Sim reaches 
5 Creativity. Sim paints a random image, the quality of which increases 
with Creativity skill. 

^ Paint Still Life: Satisfies Eun, builds Creativity skill. Once Sim reaches 
Creativity 5, ha can paint a still lifa by salecting a locatinn to paint. Sim 
paints tha location axactly as framed and zoomed. 

^ Paint Pnrtraits: Satisfies Eun, builds Creativity skill. Once Sim reaches 
Creativity 5, she cao paint any Sim nn the lot. The chosen Sim apprnaches 
the easel and waits. Erama the Sim just as for a still life and painter 
paints that Sim axactly as posed. 

^ Continue: Satisfies Eun, builds Creativity skill. If painting was left 

unfinished, the Sim who began the painting can pick up where he left off. 
Sell: When a painting is finished, use this interaction to sail it. Sale price 
depends on Creativity of artist |§D-§5DD averaga). Once tha Sim raaches 
Creativity ID, avary painting produced adds hiddao points to the value of 
her art. Extremaly diligent painters can fetch up to the absolute maximum 
of §4,500 per paioting. The same price can be had by sailing the painting 
in Buy mode. A finished painting may also be hung on the wall by entaring 
Buy moda and placing it on any empty wall section. 

^ Scrap This Painting: Eliminates a partially finished painting. 

^ Ruin Painting: Satisfies Eun. If the Sim is in a low Mood (0-5), there's a 
random chanca that this ioteraction will be available. The Sim splatters 
paiot 00 the caovas, preventing any further painting. If the splatterer has 
high Creativity skill, this actually increasas tha sala prica of tha paioting. 

If splatterer's Creativa skill is low, tha paioting is reducad to its current 
value. An immature Sim (see "Immaturity and Desperation," Chapter B), 
can also autonomously splatter paiot on an easel picture. 

Gnimeuiaif & Daughters 
saloon Plano 

^ Price: §3,500 

^ Skill: Creativity (Play), Mechanical (Tune) 
^ Need Effects: Eun ID (Play), Eun 4 (Watch), 
Environment 3 
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Interactions: 

^ Play: Satisfies Fun and builds Creativity skill. Playing speed and quality 
increases with Creativity skill. 

^ Watch: Satisfies Fun. The more highly skilled the player, the faster 
watchers' Fun is satisfied. Observers will hoe a bad player and cheer 
a good one, especially if they're Grouchy or Nice, respectively. 

^ Tune: Builds Mechanical Skill. The higher the tuner's skill, the more quickly 
it's done. Tuning needs to be done after several hours of playing. 

Knowledge 

Knowledge includes objects that build Logic but 
also skills that can be learned from books (Cooking, 
Cleaning, and Mechanical) and some of the more 
solitary and cerebral Fun objects. 

All bookcases are identical in all but their appear- 
ance and effect on Environment. Interactions include: 
^ Read Book: Satisfies Fun. 

^ Read to...: Satisfies Fun for reader and child or 
toddler being read to. Available to teen, adult, and 
elder if there’s a toddler or child on the lot. Menu 
specifies who to read to. 

^ Ask to be Read To: Same as Read to except initi- 
ated by child or toddler (autonomously only). 

^ Study...: Builds Cooking, Cleaning, or 
Mechanical skill. 

^ Write in Diary: Satisfies Fun and Comfort. Initiated 
on bookcase but Sim has diary on his person. 

^ Put Away All Books: Sim will find and return all 
books on the lot. 

GinderBooHs Dv Retratech 

^ Price: §2DD 

^ Skill: Gouking (Study), Mechanical (Study), 
Gleaning (Study) 

^ Naed Effacts: Fun I (Read ur Read tu). Fun 
I (Be Read tn) Gumfurt 2 (Write in Diary), 
Fun I (Write in Diary) 

^ Naed Max: Fun up tu 75 (Read/Read 
tu/Be Read tu) 




Graftmeister BoohnooK 

♦ Price: §25D 

^ Skill: CnukIng (Study), Mechanical (Study), 
Cleaning (Study) 

^ Need Effects: Eun I (Read nr Read tu), Eun 
I (Be Read tu) Cnmfurt I (Write In Diary), 
Eun I (Write in Diary) 

^ Need Max: Eun up tn 75 (Read/Read 
tn/Be Read tu) 



BiDiioFiie BooHcase 

♦ Price: §4DD 

^ Skill: CnukIng (Study), Mechanical (Study), 
Gleaning (Study) 

^ Need Effects: Eun I (Read nr Read tu), Eun 
I (Be Read tu) Cnmfurt I (Write In Diary), 
Eun I (Write in Diary) 

^ Need Max: Eun up tn 75 (Read/Read 
tn/Be Read tu) 



Astrouionder Telescope 

^ Price: §55D 
^ Skill: Lugic (Stargaze) 

^ Need Effects: Eun 4 
(Lank Thrnugh/Stargaze) 

^ Need Max: Eun up tn 8D 
(Lank Thrnugh/Stargaze) 


^ Leak Thruugh: Satisfias Fun, Increases Lugic skill. During daylight hnurs 
unly and indnurs unly if telascupe is facing a winduw. Sim may peep an 
neighbnr Sims, especially if tha Sim is an tha Gruuchy end uf 
Gruuchy/Nice. The neighbnr may cnma uvar and lecture spying Sim. 

^ Stargaze: Satisfies Eun, Increases Lugic skill. Same as Lnuk Thrnugh but 
dnne at night. 



Bouoie-Heiix Besigner BooHsiieif 

^ Price: §G5D 

^ Skill: CnukIng (Study), Mechanical (Study), 
Cleaning (Study) 

^ Need Effects: Eun I (Read nr Read tu), 

Eun I (Be Read tn) Cnmfnrt I 
(Write in Diary), Eun I (Write in Diary) 

^ Need Max: Eun up tn 75 (Read/Read 
tn/Be Read tu) 
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Houeiias Houueau BooKcase 

^ Price: §SDD 

^ Skill: Coaking (Study), Mechanical (Study), 
Claaning (Study) 

^ Naed Effacts: Fun I (Read or Read to). Fun 
I (Be Read to) Comfort I 
(Write in Diary), Fun I (Writa in Diary) 

^ Naed Max: Fun up to 75 (Read/Read 
to/Be Read to) 



Renaissance BooHcase ni; 
Literari; Besigns 

^ Price: §95D 

^ Skill: Cooking (Study), Mechanical (Study), 
Claaning (Study) 

^ Naed Effects: Fun I (Read or Read to). Fun 
I (Be Read to) Comfort I 
(Write in Diary), Fun I (Writa in Diary), 
Environment 2 


^ Need Max: Eun up to 75 (Read/Read 
to/Be Read to) 



Farstar es Telescope 

♦ Price: §2,IDD 

^ Skill: Logic (Look Through/Stargaze) 

^ Naed Effects: Fun ID (Look 
Through/Stargaze) 

^ Naed Max: Fun up to ED (Look 
Through/Stargaze) 

All intaractions same as Astrewonder Telescopa, 

With this telascope only, there's a low random chance of alien abduction 
when stargazing. See Chapter IE for details on alien abduction. 


Exercise 

Exercise macfiines build Body skill. 

Exerto 5000 Multipress 
Exercise Machine 

♦ Price: §I,4DD 

^ Skill: Body (Work Dot), Mechanical 
(Rapair) 

^ Naed Effects: Fun 3 (Active only) 
^ Need Max: Fun up to DD 




Interactions: 

^ Work Dot: Satisfies Fun for Active Sims only. Builds Body Skill. Increases 
Fitness level. Sim works out faster with fewer rests with higher Body Skill. 
^ Repair: Incraases Mechanical skill. 


Recreation 



BuriBd wood Dannoard 

^ Price: §I8D 

^ Need Effects: Eun 4 (Play), Fun 2 
(Watch), Fun I (Cheat) 

^ Need Max: Fun up to 8D (Cheat 
and Watch) 




) 

Interactions: 

^ Play: Satisfies Fun. If Sims are watching, players receive Social too. 

^ Join: Satisfies Fun and Social. Joins Sim already playing. 

^ Watch: Satisfies Fun and Social. Watchers react basad on Erouchy/Nica. 

^ Cheat: Satisfies Fun. If cheater caught. Daily relationship reduced. 

King tor a nag Outdoor 
Chess Taoie 

♦ Price: §399 
^ Skill: Logic (Practice) 

♦ Need Effects: Eun 7 (Play), Eun 3 (Watch). 
Eun I (Cheat), Eun I (Ruin) 

^ Need Max: Eun up to 8D, Social up to 85 
There must be at laast one dining chair on a playing side of the board, for 
two Sims to play each other, there must he two chairs. 

The "outdour" chess table can be used anywhere. 

Interactions: 

^ Practice: Satisfies Eun. Builds Logic skill. 

^ Ask to Join: Satisfies Eun and Social. Builds Logic skill. Available if one 
Sim is already practicing. 

^ Watch: Satisfies Eun. 

^ Cheat: Satisfies Eun. If cheater caught. Daily relationship reduced. 

Ruin: Satisfies Eun, autonomous only (Immature). 



^ Jiolg y 

Success af dar+s is based on a Sim's 
Mechanical skill. 



primagames.com 


Protected by copyright. Unauthorized or unlawful copying or downloading expressly prohibited. 












Grand Parlour Chess lame 

^ Price: §5DD 
^ Skill: Logic (Practice) 

^ Need Effects: Fun 7 (Play), Fun 3 (Watch), 
Fun I (Cheat), Fun I (Ruin) 

^ Need Max: Fun up tn 8D, Social up to 85 

Identical to King for a Day Outdoor Chess Table. 




It’S MVSHunoi (The FaDuiousiii 
zanv Partii Game) 

♦ Price: §87D 

^ Need Effects: Fun ID (depends on age and 
number of players), Social (by number of 
players) 

^ Need Max: Fun up to 8D 
^ Group Activity 

Interactions: 

^ Call: Satisfies Fun and Social. First player waits for others to join. If no 
one joins in 15 minutes, it becomes a practice game (see "Practice," 
below). If players are already waiting for a caller when Sim chooses Call, 
game starts. Elders get more Fun than other ages. 

^ Play: Satisfies Fun and Social. If first player, waits for others to join. If no 
one joins, Sim quits. If game starts. Caller calls out numbers and winner 
is first Sim with three matches. Elders get more Fun than other ages. 

^ Practice: Satisfies Fun (much less than real game). Sim plays alone. Elders 
get more Fun than other ages. 

Miscellaneous 

Objects that fit nowhere else: Dressers, children’s 

stuff, and party objects. 

Dressers 

All dressers are functionally identical but vary in the 

amount of Environment they supply. 

Interactions: 

^ Change Into: Changes into any outfits owned by 
any members of the house of the same age and 
gender. Choose by outfit type (e.g.. Everyday, 
Eormal, etc.) as defined in “Plan Outfit.” 


^ Plan Outfit: Select which clothing items will be the 
default outfit for each outfit type. Once defined, 
Sim always changes into the planned outfit for 
each situation. 

^ Dress for Work: Changes into Sims uniform for 
their specific career and Job level. 



Auti-Guaint-Ed Ltd. Ed. Armoire 

♦ Price: §25D 



uiemiiunnst stoneuiood oresser 

^ Price: §5ID 

^ Need Effects: Environment 2 


oecoratiue House Armoire 

^ Price: §55D 

^ Need Effects: Environment 2 


ounasti; Armoire 

^ Price: §5GD 

^ Need Effects: Environment 2 
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Di/nastv Dresser 2 

^ Price: §9DD 

^ Need Effects: Environment 3 


ReD R. Darren “neuueau” 
UfardreDe 

^ Price: §I,DDD 
^ Need Effects: Environment 3 


Su-Teue Armeire 

♦ Price: §I.2DD 
^ Need Effects: 
Environment 3 


Teuch ef Teah } 
Tansu Dresser 

♦ Price: §I.52D . 

^ Need Effects: 
Environment 4 


cnestersticH 
cnerrif Dresser 

♦ Price: §2.125 
^ Need Effects: 
Environment G 


Children 

Kids (children and toddlers, to be exact) require 
special objects for Fun and Skill building. It’s not that 
they can’t use any adult objects (though they are 
limited), but some are Just more suited to their 
age. This menu also contains some extremely handy 
baby helpers. 



Magical Mgsterg’s “Shape, 
Rattle & Reii” 

♦ Price: §3D 
^ Skill: Logic (Play) 

^ Need Effects: Eon G (Playl, 

Euo 2 (Play With), Social 
^ Need Max: Eon tn 3D (Toddler) or 75 (Dthers) 
loteractions: 

^ Play: Toddler only. Satisfies Eon, builds Logic. 

^ Play With: Child/teeo/adult/elder. Satisfies Eon and Social. 

RIP Ge. uipphig uiaPDit Read 

^ Price: 

4 I ^ Skill: 

♦ Need Effects: Eun ID (Play. Play With). 

. (Play 

^ ♦ Need Max: Eun up to 75 

loteractions: 

^ Play: Toddler only. Satisfies Eun and builds Charisma. 

^ Play With: Child/teen/adult/elder. Satisfies Eun and Social. 

RIP Ge. Hgiepnene 

♦ Price: §4D 
^ Skill: Creativity 

^ Need Effects: Eun 4 (Play. Play With. 

Watch). Sucial (Play With. Watch) 

^ Need Max: Eun up to 70 

loteractions: 

^ Play: Toddler only. Satisfies Eun and builds Creativity. Music impruves 
with Creativity. 

^ Play With: Child/teen/adult/elder. Satisfies Eun and Social. 

^ Watch: Child/teen/adult/elder. Satisfies Euo and Social. 







^ 4 . 

V 
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DuraDii; Plush Teddi; Bear 

♦ Price: §43 

♦ Need Effects: Comfort 3 (Cerry, Pley — 
child), Fun ID (Play — child), Fun 8 
(Play — toddler). Fun 3 (Talk Through), 
Social (Talk Through) 

^ Need Max: Fun up to 85 (toddler) or 
3D (others) 

Interactions: 

^ Carry: Children. Satisfies Fun and Comfort. 

^ Play: Children and toddlers. Satisfies Fun and Comfort. 

^ Talk Through To: Teen/adult/elder to any other Sim. Satisfies Fun 
and Social. 




The Kinder Keddier 

^ Price: §5D 
^ Skill: Cleaning (Clean) 

^ Need Effects: Comfort 2, 
Hygiene -I (if dirty) 

^ Need Max: Comfort up to 7D 



If any of a foddler's Needs drop foo low while in 
fhe chair, she'll cry, whine, or fan+rum. If left 
in The chair foo long and her Hunger or Social fails, 
fhe Social Worker comes and removes foddler 
from household. 


Interactions: 

^ Place Toddler in Chair: Teen/adult/elder puts toddler in high chair. 
Toddlers can't do this themselves and can't get out. If high chair is dirty, 
it depletes Hygiene. 

^ Serve Toddler fund: Bring toddler a bowl of toddler mush from refriger- 
ator. Autonomous if a meal is being served. 

# Give Bottle to Toddler: Bring toddler a bottle from refrigerator. 

^ Clean Up Bowl/Bottle: Removes and disposes item from tray. 

^ Let Toddler Dot: Removes toddler from chair and places him on ground. 
If remover is Neat, she'll clean the chair. 

# Hold Toddler: Removes toddler from chair. 

^ Clean: Cleans dirty chair. Improves Environment and builds Cleaning skill. 


RIP GO. TOP Bln 

♦ Price: §55 
^ Need Effects: Eun 7 
^ Need Max: Eun up to 85 


Interactions: 

^ Get Toys Out: Child/toddler/adult/elder. Take toy out of box and place 
on floor to make toy available to toddler. 

^ Join/Ask to Join: Child only. Click on other child playing with toys from 
box to join in play and group talk. Satisfies Eun and Social. 

^ Play With Toys: Child or walking toddler pulls toy from box and plays with 
it. Satisfies Eon. 

^ Play With: Toddler or child plays with toy already on the floor. 

Satisfies Eon. 

^ Put Away: Put individual toy away. Autonomous for Neat. 

^ Put Toys Away: Puts away all toys on lot. Autonomous for Neat. 

TioHie Trainer 6000 Pottp Chair 

♦ Price: §7D 
^ Skill: Potty Training 
^ Need Effects: Bladder ID 
Interactions: 

^ Potty Train Toddler: Teen/adult/elder. 
Teaches toddler to use putty. Gradual 
process, see Chapter 3. Depletes Energy 
and satisfies Social. 

^ Take to Potty: Teen/adult/elder. Available after complete potty training. 
Toddler always accepts. Depletes Energy and satisfies Social. Useful when 
toddler can't get to potty (i.e. up stairs). 

^ Use: Satisfies Bladder. Once potty trained, toddler can use potty 
without help. 

^ Empty: Increases Environment and makes potty useable (if full). 

Rip Go. Little BaHer Buen 

^ Price: §IDD 
^ Skill: Cuoking 
^ Need Effects: Eun I 
^ Need Max: Eon up to 75 


Interactions: 

^ Bake: Children only. Satisfies Eun and builds Cooking skill. 

Muffin burning and quality depends on Cooking skill. 

^ Get food: Children only. Removes muffin from oven. 

Muffin can be eaten. 
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WIN Liovd Wright Dollhouse 

^ Price: §I8D 

♦ Need Effects: Fun ID (Play — 
Teddler/chlld), Fun 4 (Play, 
teen/adult/elder), Fun 4 (Watch), Sncial 
^ Grnup Activity 

Interactions: 

# Play: Tuddler/child nnly. Satisfies Fun. 

^ Join: Tuddler/child/teen/adult/elder can juin playing with child/tnddler 
already playing. Satisfies Fun and Sncial. 

^ Watch: Teen/adult/elder can watch tnddler/children playing. Satisfies 
Fun and Sncial. 

# Smash: Destrnys dnilhnuse, must be disposed uf. Immature child or 
teen may dn autanumcusly. 




The Kinder Kontainer 

♦ Price: §275 

^ Need Effects: Energy 12, Sncial (Tuck In) 


Interactions: 

^ Put Baby/Tuddler in Crib: Teen/adult/elder puts baby/tnddler 
in crib. If baby/tnddler Energy is very lew, he will autumatically gn 
tn sleep. If tuddler Energy is high, she'll cry. If Energy lew but abnve 
automatic sleeping level but other motives are low, he will cry and shake 
bars (toddler). 

^ Tuck In Baby/Tuddler: Teen/adult/elder only when baby/tnddler is 
sleeping. Satisfies Social. 

^ Hold Baby/Toddler: Teen/adult/elder picks up baby/tnddler. 

# Let Baby/Tuddler But: Teen/adult/elder picks up baby/tnddler and places 
her on the floor. 

# Sneak But: Walking toddlers shaking the crib may autonomously sneak out 
of the crib by themselves. 


Sanitation station 
Bang Changing Tame 

♦ Price: §4DD 
^ Need Effects: Hygiene ID 
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Interactions: 

^ Dress Baby/Tuddler in Everyday/PJs: Teen/adult/ elder changes 
baby/tnddler into other outfit. 

^ Change Diaper: Teen/adult/elder changes baby/toddler's diaper. 
Baby/tnddler gets Hygiene (more than changing without changing table) 

Party 

Parties are better with objects. Some objects are 
absolutely crucial to certain events. 

London’s Famous Birtnoag cane 

^ Price: §SD 


Interactions: 

^ Blow But: Available only to Sim with age transition within two days. 
Sim grows up. If there's a party too, cinematic runs. 

^ Help Baby/Toddler Blow But: Available to teen/ elder/adult to help 
baby/tnddler with age transition within two days. Btherwise identical 
to Blow But. 

^ Grab a Plate: Bnce cake's been used for age transition, it becomes 
a food item. 

^ Clean Bp: After cake's been used for age transition or after it spoils, 
it can be thrown away like any food. 


popoin’ Partg Balloon 
centerpiece 

^ Price: §5D 


wnatag Buffet 

^ Price: §SDD 
^ Need Effects: Hunger B 
^ Need Max: 


Interactions: 

^ Serve Food: Stocks buffet's three stations (Turkey, Gelatin, Salad). 
Each station costs money to stock (§I5D for Turkey and §75 for Salad 
and Gelatin). 

^ Grab a Plate: Satisfies Hunger. Choose which food to select. 

^ Clean Bp: Removes all uneaten food. Buffet is ready for restocking. 
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BiacH Lacquer Bar counter 

^ Price: §I,DDD 
^ Need Effects: Fun 3 
^ Need Mex: Fun up tn SD (Juggle) nr 8D 
(Meke Drinks) or 5D (cnnsume drinks) nr 
7D-9D (Drink frnm Bnttle, depends nn 
Pleyful/Serinus). 


See Bechman Busbar, abave. 

Miscellaneous Miscellaneous 



Paace af Barbaga Gaa 

♦ Price: §3D 

^ Need Effects: Hunger 3 (Eat fram Trasb), 
Hygiene -2 (Eat frum Trash), Hygiene -I 
(Salvage) 

Law capacity trash can. Must be emptied 
frequently. 


Interactinns: 

# Salvage: Available ta Sluppy Sims nnly. Adds simnleans but 
decreases Hygiene. 

^ Eat fram Trash: Available tn Sluppy Sims aniy (autunnmnus unly). 

Satisfies Hunger but depletes Hygiene. Carries risk af illness. 

^ Empty: Take trash tn nutdnnr can. Hygiene reduced when carrying 
trash bag. 



narcisco ruodisu Bin 

♦ Price: §45 

^ Need Effects: Hunger 3 (Eat fram 
Trash), Hygiene -2 (Eat frnm Trash), 
Hygiene -I (Salvage) 

Dnuble the capacity nf the cheap trash can. 
See Peace uf Garbage Can, abnve. 


Suling Kidz Beiuxe Suiing set 

♦ Price: §45D 

^ Need Effects: Fun 7 (Swing), Fun 4 (Push), 
Fun 5 (Chill), Sncial 
^ Need Max: Fun up tn 7D (Push) nr 




Swing Sets connecf when placed next io each 
ofher in The same orienfaiion. 


Interactinns: 

^ Swing: Satisfies Fun. Satisfies Sncial if nthers are an swings ar snmeane 
is pushing (grnup talk). 

^ Push: Only available if snmeane is swinging. Satisfies Fun and Sncial. 

^ Chill: Teens unly. Satisfies Fun and, if ethers are Chilling, Sncial 
(grnup talk). 


Community Lot-Only ODiects 


Many of the objects cataloged above are also 
available for designing your Community Lots. 

Some, however, are exclusive to these non-residential 
destinations. 


Surfaces 


Old Boys Giud 
commercial counter 

♦ Price: §7ID 

# Need Effects: Envirnnment 2 



GounterReuolution 
commercial counter 


♦ Price: § 75D 
^ Need Effects: Envirnnment 2 
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HeuHutn systems 
wall speahers 

♦ Price: §4DD 
^ Need Effects: Fun 1 


These commerclel grade speakers prnduce one kind of music and don't have to 
he connected to a stereo. They are culor-coded to the precise musical genre: 
^ Black: "Art of Darkness" Heavy Metal Wall Speaker 
^ Blue: "Bubblegum Sugar" Pop Wall Speaker 
^ Green: "En Fuego" Salsa Wall Speakar 
^ Red: "Glu Stik" Techno Wall Speaker 
# Yellow: "The Badunkadunk" Hip Nop Wall Speaker 
^ Brown: “The Cold Train" RGB Wall Speaker 


SGTG uniuersai Public Phone 

^ Price: §5SD 

Every lot comes with a public phone, the 
sole purpose of which is summoning taxis. 
Additional phones may be added for 
aesthetics or to redoce walking. 




miscellaneous 


f 





J 


‘Right Auiag’ Gommunitg 
Trash-Gan 

♦ Price: §75 

^ Need Effects: Hunger S (Eat from Trash), 
Hygiene -2 (Eat from Trash), Nygieoe -I 
(Salvage) 

Ideotical to ootdoor trash cao on residantial 
lots. Bottomlass. 

Interactions: 

^ Eat from Trash: Available to Sloppy Sims only (autonomous only). Satisfies 
Hunger but depletes Hygiene. Garries risk of illness. 


cl simsentrg Giothing Booth 

♦ Price: §370 
^ Need Effects: Fun 4 
^ Need Max: 

When Try Dn is chosen from a clothing rack, 
the Sim will go inside the nearest clothing 
booth to change. 

Clothing booths have no ioteractions, par se, uolass a Sim is inside 
trying on clothes: 

^ WooHoo/fry for Baby: Satisfias Fun and Social, depletes Hunger and 
Energy. See "Object Assisted Sim-to-Sim Interactions," Chapter II. 


Old Fashioned Change Room 

^ Price: §G9D 

^ Need Effects: Fun 4 

See SimSentry Clothing Booth, above. 


DoiuKO Magazine Rach 

♦ Price: §2.5DD 

^ Need Effects: Fun 4, Environment 7 
^ Need Max: Fun up to 8D 
Interactioos: 

^ Boy: Satisfies Fuo. Choose which magazine 
to buy based on the interests it alters. 


f GiothosHorse Dispiag Rach 

! ♦ Price: §3.DDD 

^ Need Effects: Fun 4, Environment 8 
All clothes are available at all clothing racks. 



m 


iiflie 


In "Try On" and "Buy," an ouffif already owned by 
a member of The Sim's household has a "dresser" 
icon on H. 
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sensoTUiitcn Lie Finder 




V,- 

^ Career (Level): Criminal (4) 


■ 



^ Skill: Creativity, Mechanical (Repair) 


I I 



Interactions: 


I -K. J 



^ Practice Lying: Increases Creativity 



f 

' ^ 

skill. Occasionally, Sim is caught lying 





and receivES a campletely harmless 
electrical shock. 

AQuaGreen Hvdroponic Garden 

^ Career (Level): Slacker (5) 

^ Skill: Creativity 
^ Need Effects: Fun 4 (Tend) 

Interactions: 

^ Plant: Plants seeds in pots. No interaction 
is possible for several hours until the 
plants have sprouted. 

Tend: Satisfies Fun and builds Creativity. Once plants sprout, the must be 
teoded regularly to reach their full bloomed growth stage. If not tended 
enough, they'll wilt instead of growing into the next stage. 

Harvest: Plants, if properly tended will grow into tall, leafy plants that can 
be used as houseplants or sold in Buy mode. Harvesting empties the pots 
for a new planting. 




■V 


DD’le 


A 


Enterprise Gtfice Gencepts 
Gusnmaster Teie-prempter 

^ Career (Level): Politics (5) 

^ Skill: Charisma 
^ Need Effects: Fun 5 (Play), Fun 3 
(Practice) 

^ Need Max: Fun up to 75 (Play), 90 

I , (Listen), or GO (Practice), 

loteractions: 

^ Practice Speech: Satisfies Fuo and increases Charisma skill, 

# Play: Satisfies Fun, Child only, 

^ Listen: Satisfies Fun, 

Execuputter 

^ Career (Level): Business (5) 

^ Skill: Charisma 
^ Need Effects: Fun 4 
^ Need Max: Fun up to 70 
loteractions: 

^ Putt: Satisfies Fun, builds Charisma, 
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Exerto Punching oag 

^ Career (Level): Athletic (5) 

♦ Skill: Body 
^ Need Effects: Euo G 
^ Need Max: fun up to BO (Ponch) or 70 
(Teaching Sim) 



Interactions: 

^ Punch: Satisfies fun and increases Body skill. Proficiency with the bag tied 
to Body Skill: at level 5, begins kicking bag too. Increases fitness. 

Exerto seining Ohstacie course 

^ Career (Level): Military (4) 

♦ Skill: Body 
^ Need Effects: Euo 4 


Interactioos: 

^ Run Course: Increase Body skill. Two Sims cao run at once. Successful 
run satisfies Eun. Proficiency at running course tied tu Body skill. 
Increases fitness. 


Prints cnarming 
Fingerprinting scanner 

^ Career (Level): Law Enforcement (G) 
^ Skill: Cleaning 

^ Need Effects: Eun 4 (Scan for Prints) 
^ Need Max: Eun up to 70 



If no Sim has used The scanned objecf, a random 
neighbor will be idenfified. 

Interactioos: 

^ Scan for Prints: Satisfies Eun and increases Cleaning skill. Sim chooses 
random object to scan and, if soccessful, detects the last Sim that osed 
the object. Success depends on Cleaning skill. 










Interactions: 


schoHoiade 890 Chocolate 
Manufacturing Faciiitg 

^ Career (Level): Culinary (G| 

^ Skill: Cooking 
^ Need Effects: 

Fun I (Make 
Candies) 

^ Need Max: Fun up to 7D 



Make Candies: Satisfies Fun and increases Cooking skill. As Sim builds 
Cooking skill, lie will be able to successfully produce candy that can 
be sold. If the Sim using it is low skill, the machine leaves brown 
chocolate puddles on the floor. 

Steal Candy: Satisfies Hunger and Energy. Ilnmopped candy puddles can be 
tasted by toddlers, making them very hyper for a time. Autonomous only. 


simsanto me. Biotech station 

^ Career (Level): Science (G) 

^ Skill: Logic 

^ Need Effects: Fun 4 (Make Medicine) 
^ Need Max: Fun up to 7D 


Interactions: 

^ Make Medicine: Satisfies Fun and increases Logic skill. Teen/adult/elder 
only: children cannot make medicine but can be taught or ask to be 
taught. When medicine's finished, vials are removed and placed on the 
machine (to be sold, used, or disposed of (see below). Factors in the 
quality of medicine are: Logic, Hygiene, Nice/Grouchy, and Mood. The 
higher they are, the stronger and more effective the medicine and the 
higher the price it'll fetch. The darker the color of the medicine (or virus) 
the stronger it is. 

^ Get Medicine: Removes medicine once it's been made. 

^ Dispose: Throw away failed medicine or virus. 

^ Sell Medicine: Sell finished medicine. Price based on quality. 

Virus cannot be sold. 

^ Take Medicine: If teen/adult/elder Sim is sick, she can 
consume finished medicine. 

^ Give Medicine To: If toddler/child Sim is 
sick, an teen/adult/elder can get medicine 
from the machine and give it to the 
toddler/child. 



If Sim is bad af making medicine (low Logic, low 
Hygiene, a Grouchy personalHy, and a barely posi- 
five Mood), H's possible medicine will fail and be 
eHher simply unusable or insfead yield a dangerous 
virus. Virus vials are green insfead of blue. 

Occasionally, if a Sim is very bad a+ making 
medicine, he'll mishandle The vials of virus and gef 
very ill. See Chapfer 16 for defails on disease. 


TraumaTime “incision Precision" 
Surgical Training station 

^ Career (Level): Medicine (4) 

^ Skill: Mechanical 
^ Need Effects: Fun 4 

Interactions: 

^ Practice: Teen/adult/elder only. Satisfies 
Fun and increases Mechanical skill. 
Dccasionally, a Sim pull out something 
^ A she shouldn't; alarm will sound and Sim 
must "resuscitate" dummy. It's 
random whether the dummy will live, 
but Sim may continue regardless. 
Children can't use object alone. 



a 




?i 
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Fire spreads randomly to adjacent objects or 
floor and burns out on its own only if it has nowhere 
to spread. 

All Sims in the house run to the fire and panic. 

If a toddler approaches the fire, someone usually 
moves the toddler to a safe location before returning 
to resume panicking. 

• ^ nple 

Even if fhe foddler isn't moved, no harm will come 
to her. Toddlers and babies are completely fire- 
proof, as are the crib and high chair. 



Often, you must cancel the Sim's autonomous 
panic reaction to get him to make the call. This is 
often the case with burglaries too. 

- ) 

Sims can extinguish fires themselves by canceling 
their panic reaction, clicking on the burning object, 
and choosing Extinguish. Any other fires are automat- 
ically put out as well. Sims extinguish slower than 
Firefighters, however, so there’s a greater chance that 
the fire will spread if a Sim does it herself. 



If a Sim gets too close to a fire, there’s a random 
chance he’ll catch fire and be killed. Other Sims can 
click on a burning Sim and attempt to Extinguish him. 

Preuenling Fires 

Avoid fires by controlling the risk factors: 

^ Inexperienced cooks shouldn’t cook in a stove or 
toaster oven until they get some Cooking skill. 

^ Smoke alarms in the same room as stoves and 
fireplaces should be mandatory. 

^ Sims with low Mechanical skill should not try 
to repair electronic objects. 

^ Keep all furniture away from fireplaces. 

^ Keep Free Will turned on and never direct 
a Sim to do anything when there’s something 
in the oven. 

in the Eueni ol Fire 

If a fire breaks out, summon the fire department. A 
smoke alarm in the same room as the fire does this 
automatically. Without a smoke alarm, however, a 
Sim must be directed to the phone to call the fire 
department. 



Burglaries 

Burglaries occur between lo p.m. and 4 a.m. approxi- 
mately once every 20 nights. 

The Burglar creeps into the house, cases the Joint, 
and finds and steals up to five of the most valuable 
objects on the lot. 

The Burglar's visit 
is unavoidable, but 
an alarm keeps 
him from stealing 
anything and auto- 
matically summons 
the law. 


The best defense against the Burglar is a burglar 
alarm. When the Burglar enters a room with a burglar 
alarm on any of its walls, the alarm sounds. The 
alarm sends the Burglar into a panic, preventing him 
from even attempting to steal anything. It also 
summons the Police, who arrive in a few moments. 
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As wHh fires, once fhe Burglar appears on fhe lof, 
Buy and Build mode are disabled, preventing move- 
ment or deletion of objects he might steal. 



While waiting for the Police, try to route Sims to 
block any exits. This prevents the Burglar from 
escaping before the law arrives. 


If there’s no burglar alarm, the Burglar will steal 
five objects and get away scot-free unless your Sims 
act. If they’re asleep, awaken one and direct her to 
call the Police. Only the Police can actually appre- 
hend the Burglar. 

No matter how the Police are summoned, the 
officer dashes into the house and confronts the 
Burglar. They tangle in an Attack interaction. 

If the Burglar wins, she escapes. If the cop wins 
(which they do go percent of the time), the Burglar 
is apprehended. 

Once the cop stows the Burglar in the sguad car, 
Sims get a §500 reward if no objects were taken. If 
any objects were stolen, they instead get insurance 
money for the objects’ depreciated value but not the 
objects themselves. 

After a burglary, Sims who were present get a 
negative Memory of the event. If any Sims have 
a Fear of having something stolen and an object was 
taken, their Aspiration score is reduced. Sims may 
periodically cry over the Memory or talk about it. 
They may also lament the loss of any objects, even 
if the Burglar was apprehended. 

There’s no way to avoid burglary, but the burglar 
alarm at least prevents any objects being taken and 
any Fear realizations from the theft. 
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Floods 

Though they pale in comparison to fire and theft, 
floods can cause serious problems. If leaky plumbing 
fixtures are left unrepaired, they create a flood that 
could spread over the entire level. If on the ground 
floor, the flood spills out to the street. 

Floods punish Environment score so fix broken 
plumbing fixtures, especially sinks (which leak contin- 
uously when broken) ASAP. 

Allen Abduction 

If an adult Sim uses the Farstar e3 Telescope between 
7 p.m. and 2 a.m. to Stargaze, there’s a five percent 
chance that he’ll be abducted by aliens. 

Spend too tnuch 
time obsessing 
about the heavens 
and they'll come 
take you for a ride. 


While the Sim is gone, his Need meters fluctuate 
wildly. When he’s returned three hours later, 
however, the Sim will be the same as when he left. 

Unless, of course, the Sim in guestion is an adult 
male. Any time an adult male Sim is abducted by 
aliens, he always returns pregnant. 

Disease 

Several diseases can infect Sims. Adult, teen or elder 
Sims can get sick, but toddlers and babies can never 
suffer disease. 
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^ Vomiting is a 
sure sign of either 
food poisoning 
or pregnancy. 



DISEASE 


Symptoms 


CONTAGIOUS? POTENTIALLY FATAL 


CDld 

Cnughing, Sneezing 

1% chance nf catching a cnid 
anytime Sim gees tn wnrk nr schnni 

Highly 

Nn, if untreated, 
beenmes pneumnnia 

FIj 

Cnughing, Diarrhea 

Up tn 5% chance if near reaches 

Highly 

Yes i 

PnEumcnia 

Cnughing. Fatigue 

Untreated cnid beenmes pneumnnia 

Slightly 

Yes i 

Faad Paiscning 

Vnmiting, Nausea 

5% chance anytime Sim eats spniled land 

Nn 

Yes I 

Naming Sickness 

Vnmiting, Nausea 

Pregnancy (day 1) 

Nn 

M 

Virus 

2 randnm symptams 

Mishandling nf virus created with Bintech Statinn 

Highly 

Yes m 


(Science career cbject], with severity determined by 
the Logic skill of the creating Sim and manifested 
by the darkness of the color of the viros's vial 


Contagiousness 

Many iffnesses can be spread from Sim to Sim. 
Anywhere a contagious Sim goes, she Leaves behind 
germs. The more contagious a disease is, the Longer 
the germs persist. If another Sim encounters a sick 
Sim’s germs, he has a five percent chance of catching 
the disease. 

If a Sim has any of the contagious iffnesses, the 
best course is to prevent other Sims from interacting 
with her until she’s recovered. 


Symptoms 


Every disease features two symptoms that help 
in identifying precisely what sickness has befallen 
the Sim. 


x. 


ITEJlB 


The only diseases wHh idenfical symp+oms are 
food poisoning and morning sickness. If fhe Sim 
showing bofh These sympfoms is male and hasn'f 
recently been abducted by aliens or is female and 
hasn't recently engaged in a Try for Baby interac- 
tion, you can rest assured they just got some 
spoiled grub. 

The only wild card is the Biotech Station virus 
that manifests two random symptoms. The earmark 
of this condition, however, is the symptoms. If the 
symptoms of a minor disease are extremely potent, 
the Sim probably has a virus. 
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The Biotech 
Station can be a 
cause of illness 
or a cure. Only 
households with an 
Sitn successfully 
navigating the 
Science track 
will have one. 


Symptoms are; 

^ Vomiting; Sim will attempt to vomit in a toilet 
but will, if necessary, vomit on the floor. 

Severity is determined from length of vomiting. 
Comfort decreases. 

^ Nausea: Sudden drop in Comfort, the degree of 
which indicates severity. 

^ Coughing: Sim coughs. Comfort drops; the bigger 
the drop, the more severe the symptom. 

^ Sneezing; Sim sneezes. Comfort drops; the bigger 
the drop, the more severe the symptom. 

^ Fatigue: Sudden drop in Energy. The bigger the 
drop, the more severe the symptom. 

^ Diarrhea; Sudden drop in Bladder. The bigger the 
drop, the more severe the symptom. 

With this information, it’s easy to play doctor and 
diagnose any ailing Sim. 

Recouery 

There are two cures to every disease; rest and 
medicine. 

Every disease can be cured with about 12 collective 
(not necessarily consecutive) hours of sleep, lounging, 
sitting, or relaxing. In other words, satisfying Comfort 
and/or Energy and keeping them high when the Sim 
must move about are the cure-all. However, most of 
the time, Sims get better on their own. 
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Rest and relax- 
ation are the only 
cure for Sitns 
lacking a Biotech 
Station object. 
iVhen a Sitn's 
high on Energy, 
have him relax 
on a bed. 


For a guicker cure, medicine made on the Biotech 
Station reward object can, depending on the disease’s 
severity and the medicine’s strength, instantly cure 
any disease. Teens/adults/elders can take finished 
medicine from the machine. Toddlers and children 
need a teen/adult/elder to administer the medicine. 



If a disease is severe or medicine was not strong 
enough (made by a low Logic Sim), it may take 
several doses to cure the disease. 


As a Sim recovers, symptoms become less severe 
though not less freguent. 

A text message announces when a Sim is cured. 

Death by Disease 

If any potentially fatal disease persists for 10 days 
(Sim not getting sufficient rest), the Sim will die 
of disease. Toddlers and babies, however, can’t 
die from disease, so they simply continue being 
severely sick. 

Death 

In The Sims 2, death is inevitable. Your Sim is going 
to pass on sometime, so make the most of the time 
she has. She can go after a long happy (or long 
miserable) life or her flame can be snuffed out 
prematurely by an act of fate or a sad conseguence 
of the life she leads. 
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No mailer how a Sim dies, his Aspiraiion Score 
ai ihe lime of death affects the amount of inheri- 
tance his survivors receive. Keep Aspiration score 
high: you never know when your Sim's last 
moment will be. 

) 

Ways to Die 

There are nine ways a Sim can die; 

Babies and toddlers cannot die. 

£ > 


Old Age (Elder) 

When a Sim reaches the end of his life (up to 20 days 
after becoming an Elder), he will die of old age. This 
is the one cause of death that completely precludes 
pleading with the Reaper. When it’s a Sim’s time, 
there’s nothing the living can do. 



Death by old age 
can be sad or 
beautiful (if you 
like hula dancers, 
that is). 


V . nii'le’) ^ 

Death by old age can be accelerated if the Sim 
unsuccessfully uses the Elixir of Life Aspiration 
reward object. If the Sim is within three days of 
her death date, drinking a failed Elixir causes her 
to die immediately. This is otherwise a normal old 
age death. 



How gracefully the Sim goes depends on his 
Aspiration Score at the time of death. 

Drouining (Chiid/Teen/Aduii/Eider) 

If a swimming Sim’s Energy or Hunger Needs reach 
rock bottom while she’s in the pool, she’ll drown. 

Drowning is one case in which surviving Sims may 
not be able to plead with the Reaper to spare the 
deceased’s life. No pleas can occur when the Reaper 
is over water, so a drowned Sim can be resurrected 
only if she drowned very near the edge of the pool. 

Electrocution 

(Teen/Aduit/Eider) 

Electrocution can occur any time a Sim repairs an 
electrical object. The probability of electrocution 
drops as the Sim rises in Mechanical skill, but the 
possibility is always there. 

Sims aren’t killed by the electrocution itself, but 
rather by the dramatic Need drop it causes. All Needs 
plummet by 50 points each upon electrocution; if 
three or more of them drop below -90 as a result, 
the Sim dies. 

Burning (Teen/Adult/Elder) 

Standing too close 
to tbe flames can 
get a Sim charred 
or killed. 


If a Sim is close to a fire when it spreads to the tile 
on which he stands, he’ll catch on fire. If he’s not 
extinguished before his three Needs bottom out, 
he’ll die and dissolve into a pile of ash. 


a 


7J 
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staruatlon 

naen/Aduit/Eider) 

Some time after a Sim’s Hunger Need reaches -loo 
(rock bottom), she collapses and dies of hunger. 

Babies, toddlers, and children can’t die of Hunger. 
Instead they get taken away by the Social Worker. 

satellite (Teen/Aduit/Eider) 

While doing the Watch Cloud (daytime) or Stargaze 
(nighttime, not with telescope) interaction outdoors, 
there is a very small random chance that a satellite 
will fall on and crush a Sim. Nothing is left of the 
dearly departed but a pile of ash. 

The satellite can be sold in Buy mode. 

Death by Files 
neen/Aduit/Eider) 

If a lot is so messy with so many fly-infested dirty 
objects, there is a chance all the lot’s flies could 
converge into one giant killer super swarm. 

It’s not enough, however, that a lot be messy, but 
the Sim must be so unconcerned about the mess that 
he steps over a fly-infested object. If there are 
enough such objects on a lot, there’s a random 
chance of a killer fly swarm any time a Sim steps 
over one. In this unlikely event, the flies amass 
around the Sim and consume him. 

Disease (cmid/Teen/Aduii/Eider) 

As described earlier, any potentially fatal disease 
that’s uncured after lo days will kill the Sim. 

scared ta Death neen/Aduii/Eider) 

If a ghost does the autonomous Scare interaction on a 
Sim, it simultaneously reduces all the Sim’s Needs. If, 
as a result, three Needs fall below -go, the Sim may 
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die of fright (low probability). The probability of 
death is higher for elders than other ages. If they 
don’t die, Sims may either Bladder fail and flee or 
simply flee. 

Children cannot be scared to death but will likely 
suffer a Bladder failure (regardless of actual Bladder 
Need level). 

Pleading uilth Death 

When a Sim dies of anything other than old age, 
surviving Sims may plead with the Reaper to return 
the deceased to life. 

Pleading with the 
Reaper can bring 
a prematurely 
dead Sim back 
to life, but only 
Sims with a high 
relationship to 
the deceased are 
likely to succeed. 



While the Reaper is making the arrangements to 
ship the dead Sim into the hereafter, any teen, adult, 
or elder Sim can interact with him to plead for the 
deceased. Death agrees to a game of chance. 

The game isn’t pure chance. The Daily and 
Lifetime Relationship scores of the pleader to the 
deceased drastically affect the results: 

^ For the plea to have any chance, the surviving 
Sim’s Daily and Lifetime Relationship scores added 
together must egual at least 25. 

^ If that total is greater than 90, the number is 
reduced to 90. This gives even the closest rela- 
tionship a 10 percent chance of failing in the plea. 
^ Reaper picks a random number. If the adjusted 
total Relationship score is higher than the random 
number, the Sim is returned to life. If not, fare 
thee well. 
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For Sims wHh Wan+s +o save someone from deaih 
or fo be saved from deafh, fhis weighfed game 
of chance is crucial fo fhe fulfillmeni of fhose 
Wanfs. Sfack fhe odds by having fhe pleader 
have very high relafionship wifh fhe soon-fo-be- 
hriefly deceased. 


Mourning, TomDstones, 
and Urns 

When a Sim dies, he leaves behind either a tomb- 
stone (if he dies outside) or an urn (if inside). 

Moving a death marker from outside to inside or vice 
versa changes it into the appropriate kind. Ghosts 
will, however, express their displeasure at having 
their marker moved. 



Urns and tomb- 
stones allow Sims 
to mourn for the 
departed, but 
they also allow 
ghosts to visit 
and Wreak havoc. 


The kind of tombstone/urn a Sim gets depends 
on how and with what Aspiration score she died. 
Elders with at least Gold Aspiration score at passing 
get a special fancy marker that displays their 
Aspirational moniker. 

Sims can use the tombstone/urn to mourn the 
dead Sim. Sims with high Lifetime Relationship scores 
toward the deceased mourn autonomously. The higher 
the Lifetime score, the more severely the Sim cries 
when mourning. Mourning is freguent the day after 
a death, but tails off after that. 


Ghild or teenage Sims with low Aspiration score 
may autonomously smash an urn or kick a tombstone 
This may also be directed for Sims who have low 
Lifetime score toward the deceased. The Sim gets 
some Fun for kicking but a lot for smashing. 

Smashed urns are destroyed but still house their 
ghost until the shards are cleaned up. 

Kicking or smashing death markers, however, 
has a price: ghosts who’ve had their markers so 
desecrated will be extremely disruptive (see 
“Ghosts,” below). 

Removing a tombstone or urn in Build mode or 
cleaning the remains of a smashed urn rids the house 
of the ghost tied to it. 

Ghosts 

The dearly departed are still with us as long as the 
markers of their death reside on a lot. Ghosts can be 
completely benign, but will intervene in the lives of 
the living for several reasons, not all of them good. 

Ghost Behaulor 


Ghosts like to 
scare living Sitns. 
Don't let Sitns 
have low Needs 
when ghosts are 
around or the 
fright could 
kill them. 


Ghosts appear only at night and disappear before 
sunrise, always near the location of their marker 
(urn or tombstone) or a marker’s former location 
if it’s been moved to another spot on the lot. 
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Ghos+s, even passive ones, wake sleeping Sims. 
Don't, therefore, keep urns in Sims' bedrooms or 
they'll never get a good night's sleep. 


Linosts appearance am 
ir manner of death: 
Burned: Red, smoking 
Drowned: Blue, leave p 
Electrocution: Yellow, s 
electrify occasionally 
Hunger: Normal but tra 
open fridge and removi 
food units 
Old age: White 
Disease: Green 
Scared to death: Pink 
Death by flies: Purple 
Death bu satellite: Orar 




Ghosts like to 
haunt household 


Ghosts haunt the lot on which 
they died until their death marker 
is removed via Buy mode. 

Ghosts cause various disruptions 
for living Sims. The higher the level 
of the haunting, the more often these 
disruptions occur. Such disruptions are: 
^ Making flowers wilt 
^ Turning on TVs and stereos 
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Ghost Anger 

A relatively happy ghost is annoying, but an angry 
ghost can be a very big problem. Ghosts get angry 
for three reasons: 

NO Food 

If a ghost died of Hunger and there are either no 
refrigerators on the lot or a fridge is empty, the 
ghost will be angry. This is displayed with a recurring 
refrigerator icon over the ghost’s head. 

To remedy this situation, buy or restock the fridge. 

spouse Remarries 

If a dead Sim’s spouse remarries, the dead Sim will 
not be very understanding. Such a ghost thinks often 
about her spouse and the new interloper (with a red 
“X” through his face). 

The only way to calm such a ghost is for the 
living spouse to get divorced. 

Familu lYioues out 

If the ghost’s family has moved out, the ghost 
will be angry at any new residents. 


Desecrating a Graue 

If a Sim’s tombstone is kicked or urn is smashed, 
a ghost that’s already angry will haunt at the 
highest level. 

If you wish +o keep ghos+s on a lot buf don't want 
Sims autonomously desecrating the graves, put a 
small fence around the markers to make them 
inaccessible. 



EKorcism 


note 


y 


Tombstones/urns stay behind when 
Sims vacate a lot. 


The only way to appease such a ghost is to 
move the new family out and move at least 
one member of the ghost’s family back in. 



i 


There’s no big ceremony to get 
rid of a ghost. Simply sell 
the urn/tombstone during 
the daytime. If the ghost 
is moving around the lot, 
the marker can’t be deleted. 
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So, there it is: everything you need to know to harness the staggering power of The Sims 2. With the 
information in the previous chapters, the Sims’ world is your oyster. 

There is a difference, however, between having all the info crammed into your cranium and really 
getting how it works in practice. To demonstrate how everything works “on the ground” would transform 
this little guide into a multivolume reference guide, so perhaps it’s better to see how things play out 
over a few days. 

Here, therefore, for your edification: we proudly present the Ex-Machina Family and their exploits 
both inspiring and sordid. 




Chapter 17 


Todd, meanwhile, 
does what comes 
naturally to him: 
he hops on the 
computer and 
looks for a job. He 
Wants to enter the 
Medicine career 
track. I give it to 
him and he heads 
off to Work almost 
immediately. 
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Join us and follow in the adventures of a household 
perilously perched on the edge of disaster. Can these 
three souls find happiness in their fragile domestic 
arrangement, and what will be the cost? 

Meet Davis Ex-Machina, his wife Sangita, and their 
lodger (also by some bizarre coincidence surnamed 
Ex-Machina), Todd. They live together in a rather 
nice one-level, two bedroom house in Pleasantview. 

Sounds nice, right? Where’s the problem? The 
problem, friends, is in this particular house- 
hold’s combinations of Aspirations: 

^ Todd is a Knowledge Sim, a 
bookish fellow whose main 
concerns are with the acguisition 
of knowledge and experience of 
the unknown. He has no over- 
riding Power Wants right now, 
but they’ll appear as he builds 
skills. Anything that distracts 
him from skill building (e.g., 
love) takes him away from 
achieving his Aspiration. 

^ Davis is a family Sim and 
desires nothing more than to 
interact with Sangita and 
have lots and lots of kids, 
teaching them everything 
he knows. He’ll work in a 
career now to pay the bills but will 
become master of the house once 
he gets his (for now) biggest 
Want: a baby. 


^ Sangita is a Romance Sim and, if you’ve been 
paying attention thus far, that is going to be 
trouble. Single Romance Sims must do a lot of 
juggling to make their lives work out and avoid 
Jealousy among the legions of lovers they reguire 
to meet their Wants. But they can do it fairly 
easily. Put them in a marriage, however, and the 
time bomb begins to tick. 

Let’s tune in and see what fate (in this case also 
known as “your humble author”) has in store for 
these three. 


Sangita gets right 
to Work and breaks 
in the new bedroom 
with hubby, Davis. 
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Meanwhile, the Welcome Wagon arrives with three friendly 
neighbors. One of them is an attractive redhead named 
Nina. After meeting all these new people, our Romantic has 
a Power iVant to iVooHoo with three different Sims. She 
already has one; she just needs to get the other two without 
Davis finding out. 



Just to be sure, lock Sangita's triple 
WooHoo Want. 



Todd, still at work, 
gets a lucky break 
on a chance card. 
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Todd returns from 
Work and Sangita 
makes a point of 
getting to know 
him better. In 
the interests of 
good roommate- 
hood, surely. 



IVhile the Welcome 
Wagon Warms the 
Ex-Machina's new 
home, Todd gets 
right to Work on 
his skills. 


Sangita, meanwhile, 
heads off to her 
first (very early) 
morning on the 
job in the Slacker 
career (the only 
one Romance Sims 
actively Want). 



l/l/hile at Work, 
Sangita too 
gets lucky on 
a chance card. 
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She returns later to 
a make out session 
with Davis and some 
very stinky dirty 
dishes. This lengthy 
series of iVants 
panel-driven inter- 
actions put Davis 
and her in Platinum 
Aspiration level. 


Todd's doing very 
Well with his skill 
building and heads 
off to Work with a 
Platinum Aspiration 
score and a perfect 
Mood that's sure to 
get him promoted 
from his first 
tier job. 


iVith her Platinum 
Mood, Sangita too 
has been promoted. 


Hoping to gain a bit of Logic skill, Todd spends his time with 
the new telescope he Wanted. His lens, however, strayed a bit 
low of the horizon and he Was caught peeping by storied 
neighbor, Mortimer Goth. 


Unsatisfied, she and 
Davis (with the help 
of his Aspiration 
Reward point- 
purchased Thinking 
Cap) get to Work on 
their skills. Davis, 
for his part, is 
Working on his 
domestic skills: 
Cooking, Mechanical, 
and Cleaning. 



Davis, trying a bit 
too hard to be a 
perfect cleaning 
machine the first 
Week in his new 
house, passes out 
from exhaustion, 
still Wearing his 
Thinking Cap. 


Sangita, still 
hubby-smooching 
her Way to a 
Platinum Aspiration 
score, nabs another 
promotion. 
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when ihere aren't many other potential paramours 
around, childless Romance/Family Sim combina- 
tions align rather nicely with all the affectionate 
and Romantic interactions. 


Sangita begins to 
make her move 
on the vivacious 
Nina Caliente, but 
is briefly interupted 
by some groping 
by Todd's work 
friend, Don. 


After the guests 
leave, Todd and 
Sangita converse 
innocently enough, 
clad in their 
unmentionables. 


Doing her best to 
stifle a giggle and 
cough convincingly, 
Sangita decides to 
take a day off and 
fraudulently calls 
in sick. Because 
her job performance 
is stellar, they 
believe her. 
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They call it a night 
abuzz with their 
new crush. 


IVithout so much as a change out of her underthings, she invites 
Nina over for a visit. The fiery-haired neighbor accepts and 
arrives forthwith. Their fast friendship of Thursday blossoms 
quickly into a best friendship (Sangita's a very good socializer). 


And then it happens. 
In the Wee hours 
Saturday with Davis 
fast asleep, the 
first flirt goes 
Nina's Way and 
she accepts. 
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is born. 


ying or downloading expressly prohibited 
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From now on, wHh two romances in 
+he same house, SangHa must be 
very careful. She musf keep all 
romanfic inferacfions wHh Nina ouf 
of bofh men's sighf and inferacf 
romanfically wHh her own 
husband only when Todd 
isn'f looking. 


Protected by copyright. 


Now Sangita's in the exciting but awkward position of 
being in love with (and loved by) two Sims. Either 
Sim may engage in autonomous romantic interactions 
at any time, so she can't let Nina and Davis see one 
another at all. She bids Nina goodnight. 


Our choice for Davis's career has been an unex- 
pectedly fortuitous one for Sangita. The Military 
career is excellent because it pays well in the low 
rungs and doesn't require any significant skills or 
many friends until the middle of the career. This 
makes it perfect for Family Sims just working until 
they become full-time homemakers. Because it's 
so physically draining, however, it also means 
the poor oblivious Davis sleeps a lot, giving his 
wandering bride plenty of room without having to 
leave the house. 


Later that day, 
with Davis again 
asleep, Sangita 
establishes a 
foothold with Todd 
too (who's looking 
not so much the 
innocent bookworm 
now). A crush 


Playing her hot 
streak, Sangita 
invites Nina again 
and, on the sidewalk 
out front, does some 
serious smooching 
out of sight of 
both the men. 


Davis? Still asleep. 
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Unbeknownst to 
Sangita, Davis is 
just getting up as 
she plants a little 
one on Todd to 
maintain their 
budding romance. 
This Won't be their 
first close call. 



Sangita ducks inside 
a clothing booth, 
ostensibly to try on 
a new outfit. When 
the coast is clear, 
Nina slips in too. 



On Sunday, knowing 
she can't have Nina 
visiting anymore, 
she arranges to 
meet her at a 
Community Lot. 



The other customers 
and the salesgirls 
seem to approve. 



There's a fortu- 
itously located 
clothing store 
on this lot, so 
Sangita nonchalantly 
browses for 
duds while Nina 
converses with 
a Townie near 
the stairs. 



And Nina seems 
curiously happy 
about Sangita's 
new outfit. Weird 
By the way, that 
makes TWO. 
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Back at home, Nina's Wants follow the course of the Romance 
Sim: success in romance breeds the hunger for more. Her 
most immediate Want is to meet someone new (which I 
oblige) and she immediately Wants to flirt with him (which 
I ignore. ..for now). 



Davis, on his day off but with a lot of tiring cleaning around 
the house, is asleep but due to Wake up soon. As for the illicit 
in-house lovers, they haven't achieved love and just aren't quite 
there yet for more intimate encounters. Unless, of course, 
Sangita's been so successful in her pursuit of Wants that she's 
amassed enough Reward points to buy the Love Tub. 



This object 
temporarily reduces 
the relationship 
requirements for all 
romantic interac- 
tions done inside it. 
Todd and Sangita 
climb in. Perfect! 


Davis awakes mere moments after this third and final WooHoo. 
Had he been awake, he'd have reacted no matter where he Was 
on the lot. Fortunately, he's blissfully oblivious and seems to be 
enjoying cleaning the counter as the sloppy Todd dirties it. 



Davis can hold back 
the pull of his 
paternal Wants no 
more and engages 
Sangita in a bit of 
hopeful procreation. 


Davis, sensing he'll 
be needed more (the 
cleaning has gotten 
away from him a 
bit and there could 
be a new family 
member coming) 
quits his very 
successful career. 




?J 
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Todd, meanwhile, is in The backyard 
maxing oui his Logic skill and, 

Thus, saiisfying his biggesi Want. 


Unless she ate a bad omelet, the mess Sangita 
just made in the toilet is a dead giveaway: Davis 
is about to be very happy. Fortunately, Sangita 
doesn't seem to fear this new event as many 
Romance Sims Would. 


And so, everyone gets one huge thing 
they desired. Happy ending? OK. 

Well, no, actually, but not because 
everyone’s unhappy (they are happy). 

It’s because there’s not an ending. There 
are no endings in The Sims 2 (unless 
a family dies out). Odds are, Sangita 
will shortly embark on a new series 
of even riskier romantic Wants (or 
else be rendered unable to keep 
her Aspiration score positive), 
Todd’s feelings toward Sangita 
will become harder to hide and 
increasingly distract him from 
his own Aspiration. Davis 
seems to get what he wants 
(a child) and will thrive Aspira- 
tionally the more offspring he 
has, but his happiness teeters 
on remaining ignorant of 
Sangita’s dalliances. Hers, in 
turn, depends on continuing 
them. They may both be happy 
only if the deception continues. 
But happy they can be. 
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Sangita, in a rare 
lone moment, 
ponders love. But 
which one? The 
observant may 
notice, Sangita has 
a new IVant: 
IVooHoo with FIVE 
different Sims. 


The next day, with 
a Wardrobe and 
body change, 
there’s no doubt. 

The Ex-Machinas are 
having a baby. And, 
with that, everyone’s 
gotten one of the 
things they desire 
most. Now what? 
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Now you know the ropes, and you’ve mastered the game itself. Are you ready to ascend to the next 
level of insight? 

The chapters in this part go beyond the simulation itself. No player needs to understand these parts 
of the game, but (as we’ve learned) there’s more to life than Needs: 

^ Build Mode 
^ Story Mode 

^ Understanding Sim Autonomy 




Build mode is the extraordinarily powerful mode in 
which houses are constructed and renovated. These 
tools are daunting at first, but with familiarity comes 
comfort, with comfort comes confidence. The heaven- 
sent talent for spatial design and architecture? Only 
nature (however you define it) and a very expensive 
education can give you that. 


Jioie 


0 


All general fools (Hand, Eyedropper, efc.) are 
explored in full in Chapfer 15. 

■ — ^ ? 


Build mode and monev 

When building on an unoccupied lot, construction 
seems to cost nothing. Everything you’re doing, 
however, is being added to the lot’s purchase price. 
The more you add and the most expensive the compo- 
nents, the less affordable the resulting lot will be. 


wall Tool 

(§70 Per segment) 

Walls serve two very important functions. First, 
they separate inside space from outside space and 
delineate rooms. Second, they support the next floor 
of a building. 

Structures may be up to 
five floors high if there's 
no foundation and four 
floors high with 
a foundation. 




Houses may actually have six floors. With or 
without a foundation, you can make an extra top 
floor by applying a tall roof. If the house's base is 
wide enough, there's enough head room for the 
area under the roof to be livable space. 

Add a sixth floor to a house with a foundation 
by creating a basement (see "Foundations," later 
in this chapter for step-by-step instructions on 
creating basements). 


The Wall tool panel contains two ways to build walls: 

The wall Tool 


The Wall tool builds straight segments of wall from 
a fixed point to wherever you drag. 



Holding I Shift I switches to the Wall tool to Room 
tool for as long as you hold | Shift] . Holding | Control | 
removes walls. 


Walls can be dragged straight or diagonally and 
intersect in both orientations. In fact, up to four walls 
may intersect at the same point. Diagonal walls can 
accommodate doors and windows but can’t take wall 
hangings or wall lamps of any kind. 

The Room Tool 

The Room tool makes 
simple room construction 
very efficient. 


Drag four walls at once in a rectangular shape to 
guickly form a room. 
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Floors of a house can iechnically be any size, buf 
you can't apply a roof if the area's too big. Try 
instead stacking smaller floors atop larger ones or 
building physically separate wall boxes on the same 
floor to break up the roof line. 


Doors and uiindouis 

Doors and arches provide access from the outside 
and between rooms. Windows let in light and can 
provide Sims a bit of autonomous Comfort. 

Doors, arches, and windows are Build mode objects, 
and they depreciate when added to a home and daily 
thereafter Just as Buy mode objects do. Delete them by 
dragging them to the Build mode pane to “sell” them. 

Doors 

You can place doors on both straight and diagonal 
walls. Set the swing and orientation of the door 
before releasing the door by moving the mouse from 
one side of the wall to the other in small motions: 
the knob changes positions on the door and a green 
triangle on the door’s drop shadow indicates the 
direction it will swing. 

For Environment score purposes 
(see Chapter 7), a door or arch 
is what separates two rooms. 

A Wall with a segment missing 
(even with lovely decorative 
pillars on either side) doesn't 
do the job; it's all one "room". 


Doors and arches also serve as a barrier to 
noise. When a Sim sleeps in a room with door, 
no noise beyond the door (stereo or TV blaring, 
baby crying, the cheap dishwasher, alarm clock 
ringing, etc.) will awaken him. 

Glass doors and ones with glass insets serve as 
a daytime light source exactly like a window. The 



amount of glass in the door dictates how much light 
passes through it and, thus, how much localized 
Environment score is increased. 

Two doors have a special limitation. The EZ Evac, 
Inc.’s “Brick House” Men’s and Women’s Restroom 
Doors allow only the specified gender to pass through. 

Single story Ulindouis 

Windows are decorative objects that admit light 
during daytime hours. As such, they improve 
Environment score within their area of illumination. 


IVindoWs, like doors, 
can be attached to 
diagonal Walls. 


Windows can be placed on either straight 
or most diagonal walls. 

Sims with low Comfort Need may autonomously 
Look Out windows to receive a bit of that Need. 

Neat Sims (8 or higher), may autonomously clean 
windows as a way to kill time. It doesn’t serve any 
Need satisfaction. 

Multistory Ulindouis 

These special purpose windows span two floors 
of a house. 

Multistory windows 
are best used in 
rooms with high 
ceilings that 
are two-stories 
high (actually 
two rooms with 
no floor installed 
on the second). 
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If the floor covering 
is installed on the 
second floor, tiles 
in front of the 
multistory window 
will he left perma- 
nently uncovered. 
You can leave these 
tiles as they are or 
put a railing around 
them for "safety." 

Multistory windows are desirable because they let 
in oodles of light. 

Arches 

Arches are functionally identical to doors but all 
permit light, for obvious reasons. They also don’t 
have a swing, so it doesn’t matter which way they 
face. Despite their lack of an actual door filling their 
frame, they effectively exclude noise and delineate 
a room for Environment score. 



See the table, "Build Mode Objects," 
starting on page 334 for prices. 
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Flooring 

(§a-§i9 per tile) 

There are seven different categories of floor covering: 
^ Stone ^ Carpet ^ Wood 

^ Linoleum ^ Tile ^ Poured 

^ Brick 

Though some coverings are intended to be used 
indoors or outdoors, there’s actually no limitation on 
where you may use them. 



Floor an entire room at once by holding | Shift | 
before clicking on the first tile. 


To be usable, a building level must have some 
kind of flooring applied to it. Without flooring, the 
upper levels are just open space (though you can 
suspend a ceiling light from or place a staircase to 
an unfloored level). 

nDie l 

You can preview floor coverings and wall coverings 
in a room. Click on the covering to choose it, 
point to the wall or floor of the room you want 
to decorate, and hold | Shift! without clicking on the 
ground. If you decide you want that covering, click 
on the surface. 


The purchase price of a floor covering determines 
how much it contributes to Environment score. 

Leaving any area unfloored sguanders a large chuck 
of the space’s Environment score, but leaving 
exposed the plywood floor of a foundation is a 
serious additional Environment score killer. 

Flooring also plays 
a major role in 
creating balconies. 
Every floor above 
ground level is 
surrounded by a 
ring of translucent 
floor tiles. If floor 
covering is laid on 
this row, a new row 
appears beyond it. 
Two rows of floor can 
be extended beyond 
a wall without any 


■ LiDfe 

Laying floor tiles on the ground automatically levels 
uneven terrain. 





I ) 
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Covering floors along diagonal walls (or fences) 
is no problem save in one situation. Clicking on a tile 
next to the wall covers only the half of the tile on the 
indicated side of the wall. Likewise, | Shift | clicking to 
fill the room automatically covers on the half of the 
tiles within the room. If, however, you click and drag 
to cover an area, tiles under the diagonal wall get 
covered on both sides of the wall. To fix the situa- 
tion, I Ctrl I click on the half of the tile outside the wall 
to delete only that half. If the walls (or fences) are 
built first, then the whole room is floored at once, the 
floor will not poke beyond the floor (or fence). 

uiaii couerings 
(§5-§i5 per wall piece) 

Use wall coverings to decorate walls both inside and 
out. You can even apply wall coverings to the outer 
and inner walls of foundations. You don’t have to 
stick with the default red brick appearance. 

^ Brick ^ Paint ^ Masonry 

^ Wallpaper ^ Siding ^ Poured 

^ Tile ^ Paneling 


As with floor coverings, wall coverings contribute 
to Environment score, and exposed drywall actually 
drags down Environment score all by itself. 



If a room has mixed variefy and value of wall and 
floor coverings, fhe average value of each is used 
for Environment score calculation. 


> 

Putting even the cheapest 
Wall covering on these 
unfinished Walls will 
dramatically improve 
Environment score. 



Staircases 

Staircases provide access between two floors. With 
the increased building power of The Sims 2, you have 
two choices: straight stairs and connecting stairs. 

Straight stairs 

Straight stairs must have space to be built on the 
lower floor and room for the upper floor opening. 

Stairs need to have open 
space on the floor above, 
even if flooring hasn't 
been laid yet. 



Railings are placed on straight stairs by default but 
can be removed with the Railing tools (see page 328). 



Straight stairs can't be used in basements 
because straight stairs are fixed height 
and basements aren't. 




V HO'tg ^ ' 

See the table, "Build Mode Objects," 
starting on page 334 for prices. 

) 


Connecting stairs 
(§40- §85 nor segment) 

Connecting stairs allow extremely flexible connections 
between two points. Connecting stairs Join when 
placed next to each other in the same orientation. 
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Click and you have the 
first segment dug into 
the terrain. 


Connect these two towers 
via a short flight of stairs 
from balcony to balcony. 


Using a combination of 
columns, raised decks, and 
connecting stairs, elaborately 
interconnected multifloor 
structures are possible. 


Still, connecting stairs have some limitations. 


Try clicking-and-dragging for If getting to point B isn't 
longer stretches over rough possible on a straight 
terrain or down into ground. stretch of stairs, try building 

it in parts. 

Use the connecting stairs on flat ground to 
excavate a submerged staircase. 


Point to where you 
Want the stairs 
to begin and the 
end point will be 
indicated in green. 
Click and the 
stairs are drawn. 


If the distance is longer or the target terrain is 
extremely rough, drawing a connecting stair is a bit 
more complicated. If it can’t draw the bottom landing 
for some reason, the stairs can’t be built. Still, they do 
try hard; stairs will alter terrain and extend as long as 
they can to find a suitable ending point. If the terrain 
is unsuitable for building a stair landing, then you can 
do some terrain work to make the area more suitable. 


The most basic use for connecting stairs is from 
decks or foundations to flat ground. Point to the 
foundation/deck where you want the steps to begin 
at the top (there must be a top landing) and the 
bottom will be drawn automatically unless some- 
thing’s in the way. 


You can link separated buildings and decks from 
upper floors with connecting stairs. 


Point to the first stair's 
bottom landing and another 
segment is drawn. Turn it to 
face the desired direction 
and click again. 


How else are you going to 
get to that submerged pool? 
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Modular stairs can't be drawn Draw a section of normal 
directly from diagonal foun- foundation or deck onto 
dations or decks. it first. 



Railing Tool 

Use the Railing tool to add or remove rails from 
connecting stairs and to remove the automatically 
placed railings from straight stairs. 

Railings finish 
the look of 
modular stairs. 


The kind of railing you get is dictated by the 
kind of stairs, so they can’t be mixed and matched. 

Railings automatically draw to the length of the 
stairs and can be placed on each side of a stair or in 
the middle of a joined wide stair. 




In conjunction with 
I Ctrl I , the Railing 
tool can remove 
rails from all 
staircases, even 
straight ones. 


Foundations 
(§2-§a per tile) 

Foundations aren’t reguired for buildings (they can 
still be built right on the ground) but they provide 
greater realism and can be carved out (as described 
below) to make a usable basement. 

Decks function almost identically to foundations 
but (not surprisingly) can’t make basements. They 
have several special features, however, that founda- 
tions don’t. 

Draw foundations and decks by clicking and drag- 
ging. They can be either standard or diagonal. Keep 
in mind that diagonal foundations and decks have 
several guirks (mentioned throughout this chapter) 
that make building on them difficult. 

Two foundations/ 
decks will join 
even if differently 
oriented. 


If a foundation or deck is drawn into uneven 
terrain, what it does depends on where you 
began dragging. 



?J 
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Start from high 
ground and it builds 
at that elevation 
and creates the 
necessary support. 
This is the case if 
it's drawn starting 
at an existing foun- 
dation or deck. 



If you start from 
low ground, the 
necessary terrain 
is leveled to the 
starting tile. 


jiDle 

Decks can be refloored just like foundations and 
can even have rooms built on them. 

'i 


If you're using a 
column to hold up a 
second floor balcony 
of a foundation 
building, the column 
must be on a 2 X 2 
section of founda- 
tion or deck too or 
it Won't reach. 



Decks and foundations can't be built adjacent to 
the sidewalk and must be two or more tiles from 
a lot's side and rear edges. 

, ) 



■ . ftPie 

Cover the foundation's exterior and interior walls 
with any wall covering. They can't, however, have 
doors or windows or any object attached to them. 



Foundations and decks can ...or drops in elevation, 
be built over or across 
bodies of Water... 
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Decks have a special ability to build at second 
floor level (no higher). 



Hold I Shift I and drag, and the deck will be elevated with either 
posts or lattice (depending on deck style) extending to the 
ground or down to a foundation or lower deck. 


Building a Basement 

One of the most interesting things you can do with 
foundations is make a basement. Though it’s not 
difficult, it’s far from obvious how to do it. The good 
news is you can learn it right here. 
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You can decora+e and wallpaper your basemen! 
walls. You can even install ceiling lights! 
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Bliird 


Midi 


Cover the floor in 
the basement too 
and, if you feel like 
it, cover the Walls. 


^ 7 * 




Apply flooring to 
the ground level and 
put a railing around 
the opening with the 
Fence tool. 


Switch to the Level Terrain tool. Then, click and hold on a tile 
that seems to be the right depth. This levels out any included 
tiles to the same level as the first square. Keep leveling until 
the basement floor is flat. 




Build a standard foundation. Still in the Foundations and 

Deck tool and holding | Ctrl | , 
drag to erase the center of 
the foundation. 


Going down to the lowest 
level ( [Page Down| ), it 
looks something like this. 


Return to the ground floor ( | Page Up| ) and select 
a connectingstair. Point to the floor adjacent to 
the hole. A staircase draws automatically down to the 
basement floor. Release the mouse button. 


Lower the terrain inside the 
inner Wall of the foundation 
using the Lower Terrain tool. 








Terrain 

Terrain tools enable you create differences in eleva- 
tion, change ground cover, and construct bodies of 
(unswimmable) water. 

Eleuatlon 

Use the Elevation tool for leveling, raising, and 
lowering the terrain. 

Leuel Terrain noi (§i) 

With the Level Terrain tool, choose a spot of the 
desired elevation, click on it, and drag from it over 
every tile you want to be at that identical elevation. 



Pick a tile and make every tile you drag over the 
same elevation. 



The resulting area is perfectly rectangular so 
realism might require it to be roughed up a bit 
with the Raise and Lower Terrain tools. 


The Level Terrain tool is also useful for removing 
water created with the Water tool (following page). 

Raise Terrain Tnoi (§i) 

Raise Terrain tool is a circular “brush” that raises drags 
upward every point within its radius. The point in the 
middle is brought up the most. The tool comes in 
three different sizes for different levels of precision. 



yJUjle)"= 

With the Raise and Lower Terrain tools, holding 
I Shift I switches the direction of the terrain move- 
ment until IShiftI is released. 


Lower Terrain Tool (§i) 



Using the Lower 
Terrain tool 
pushes the 
ground downward. 


The Lower Terrain tool works identically to the Raise 
Terrain tool but in the opposite direction. 


Ground couer 

Change the texture of the ground beneath buildings 
with this tool. It works kind of like a can of spray 
paint, lightly coating the existing ground with the 
chosen covering. The longer you spray on a 
spot, the darker and denser the change becomes. 
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Ground coverings include: 

^ Garden Soil 
^ Dirt Glod 
^ Mixed Rocks 
^ Standard Issue Sand 
♦ Grassy Growth 
^ Bright Burst Terrain by 
Dandy Lawns 
^ Sparse and Spotty 
^ Park Bark 

Gover can be applied in three possible radii for 
different levels of precision. Remove it by holding 
I Ctrl I and respraying the area. 

Use ground cover 
around objects. It 
looks great adorning 
the bases of trees 
and plants. 


water Tool (§i) 

The Water tool lowers the level of the terrain and fills 
the indentation with water. The tool works in three 
brush sizes for varying levels of precision. 

Ul/ater your lawn like 
you really mean it! 
Create a lake if 
that's what your 
muse commands. 




Terrain water is for decorative/realism purposes 
and has no effect on Environment score. 

Remove water by using the Level Terrain tool 
starting from the closest tile of dry land. 

Sims cannot swim in water created with the 



In the Garden Center, two plants (the Nine Lives 
Cat O' Nines and the Genetically Engineered Water 
Lily) can be placed only on bodies of water. 


Garden center 

The Garden Genter is your source for outdoor plants, 
including: 

^ Trees ♦ Flowers ♦ Shrubs 



Trees beautify any 
lot but are most 
strategically useful 
near the curb where 
Sims go to Work 
and school. 



Make sure that fences (taller than edging) allow 
entry into a flower or shrub area with an opening 
or a gate. 
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Trees (§i5S-§aoo) 

Trees have a profound effect on outdoor Environment 
score in their immediate vicinity. 

Flowers (§5-§39) 

Outdoor flowers increase localized outdoor Environ- 
ment score but only if they’re alive. They lose their 
boost and further subtract from Environment score 
when dead. 


Flowers increase 
Environment score 
but need care (from 
Sims or hired help) 
or they'll have the 
opposite effect. 


To survive, flowers need to be watered regularly. 

If not watered, flowers become increasingly 
wilted. Watering wilted flowers restores them to 
full bloom. Watering dying flowers (the last step 
before irretrievable death) brings them back to 
wilting. Dead flowers, unwatered for two days after 
drying out, decrease Environment score and can only 
be thrown away. 

Overwatering flowers causes them to flood and, if 
watered further, die. The puddles from overwatering 
spawn weeds. Sims or the gardener will not autono- 
mously overwater; you must direct them to do it. 

< fJOls') > 

Even properly watered plants spawn weeds every 
12-48 hours if alive and every 4-30 hours if dead. 

5 



flowers have the following interactions: 

^ Water: Sims autonomously water nearby flowers 
in need of water. 

^ Pull Weeds: Sims weed where indicated and 
anywhere else nearby. Decreases Energy 
and Hygiene. 

♦ Dispose: Sim removes dead flowers and throws 
them in the trash. 

^ Stomp: Autonomous only from teens and children 
with moderate Immaturity. 



Shruhs (§40-§i80) 

Shrubs also affect Environment score but don’t need 
to be watered like flowers. They need to be regularly 
trimmed. After the first 24 hours, they become 
unkempt and in need of a trim. Once trimmed, they 
don’t reguire further trimming for 72 hours. 
Untrimmed shrubs spawn weeds. 


Trimming shrubs 
is hard Work. 


Interactions include; 

^ Trim; Available only if shrub is untrimmed. Other 
Sims can join. Depletes Energy and Hygiene. 

^ Use: Autonomous only. Very Outgoing or very 
Lazy adult male Sims with less than -40 Bladder 
may autonomously use shrubs as a urinal. 
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Someone please 
inform this guy 
that shrubs don't 
need to be Watered. 


Weeds 

Weeds reduce outdoor Environment score in their 

immediate vicinity. They spawn in Sims’ yards from 

several causes: 

♦ Outdoor water puddles (including Bladder acci- 
dents). Puddles evaporate in three hours and may 
randomly spawn weeds. 

♦ Watered Flowers: Randomly after 12-48 hours. 

♦ Dead Flowers: Randomly after 4—30 hours. 

♦ Untrimmed Shrubs. 

♦ Other Weeds: This is how they spread. The exis- 
tence of one weed randomly spawns more nearby. 
The only interaction for weeds is Pull. Pulling 

weeds reduces both Energy and Hygiene. 


Weeds look unsightly 
and reduce Environ- 
ment score. 



Roofing 

Because it never rains in The Sims 2, there’s no 
explicit need for roofs, but no house looks entirely 
realistic without one. 



Tool automatically opens to Auto Roofs tool. 


You can apply roofs manually to a dragged area 
or automatically with the Auto Roofs tool. Roof 
patterns let you decide what texture the roof will be 
and the Dormers tool contains a variety of roofed 
rooms to insert into your roofs. 


Root ilfpes 

These roofs are applied manually, but each can 
cover only a limited space. Otherwise, the house 
can’t support its weight. This tool is better used for 
smaller structures. 


There are six types of roof: 



Shed Gabled Roof: Walls on three sides. Objects (including 
windows and doors) can be hung on the tallest of the three 
Walls. If it's large enough, the space created by the roof is 
considered a room. 



Shed Hipped Roof: Wall on only one side. Objects (including 
windows and doors) can be hung on the Wall. If it's large 
enough, the space created by the roof is considered a room. 
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Short Gabled Roof: 
Unusable Walls 
on either end. 

Not a room. 



Long Gabled Roof: 
Unusable Walls 
on either end. 

Not a room. 



Hipped Roof: No 
Walls, slopes 
on all four sides. 
Not a room. 



Mansard Roof: No Walls, slopes on all four sides with flat top if 
roof is large enough. At greater sizes, flat areas are big enough 
for a roof deck reachable by interior stairs. The flat area can be 
adorned with any floor covering. If it's large enough, the space 
created by the roof is considered a room. 

Dormers 

A dormer is a small roof that protrudes perpendicu- 
larly from a roof’s gable. They’re intended to accent 
roofs and add realism. Windows can be placed on 
their walls. 

Dormers can be placed only through roofs, not 
through walls, and must be supported directly by the 
top of a wall or columns. Or place dormers on the 
ground to serve as small sheds. 

Roof Patterns 

Roof patterns are dictated by the surface appearance 
of all roofs on the lot. 

Auto Roots 




The Auto Roofs tool does all the hard roofing Work, deciding 
which roofs will fit on the given arrangement of Walls. Just 
select the style of roof to be used. 
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For most builders, the Auto Roofs tool is the most 
useful and takes much of the uncertainty out of 
constructing a roof. Find several combinations of 
roofs in the Roof Types menu, plus one automatic- 
only roof and tools to delete and vary the kinds of 
roofs on the lot. 

Use the flat tiled 
roof for roof decks 
like Pleasantview's 
Mr. Lothario's. 


The auto roofs settings are; 

^ Hipped 

^ Short and Hipped Mix 
^ Short Gabled 
^ Tall and Short Mix 

^ Floor Tiled; This flat roof is placed on the highest 
enclosed rooms with no ceiling. The tiles can 
accommodate any floor covering. Build stairs up 
to it for roof decks. 

Press one of these buttons to switch all roofs on 
the lot with one click. 

Remove all roofs with one click using the Remove 
Roofs button or by control clicking on the roof with 
the Roof tool active. 

Exclude existing roofs from all subseguent 
changes in auto roofing or remove roof commands by 
locking them with the Preserve Existing Roofs button. 

Miscellaneous 

The many objects and elements in this menu don’t fit 
neatly into any category but that doesn’t mean they’re 
not important. In fact, they’re all guite important. 



columns (§70-§230) 

Use columns decoratively or to support overhangs. 

One column can support a five by five sguare 
(minus the corner tiles) of floor. 



In The 8IM8, columns could support only three 
tiles by three tiles. 


t) 


Columns in 
THE Sims 2 can 
support a five by 
five square of 
tiles (without the 
corner pieces). 


To support a second floor balcony of a building 
with a foundation, build a single tile of deck or foun- 
dation where you intended to place the column. This 
brings its top level with the upper floor. You can 
stack columns for multilevel balconies. 



Balconies can "float" if you later delete their 
supporting columns. The support is required only 
on initial building. 




See the table, "Build Mode Objects," 
later in this chapter for prices. 
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Fireplaces (§600-§3.000) 

Fireplaces are special Environment-enhancing objects 
that are installed in Build mode. If Sims interact with 
fireplaces, they provide Comfort and Fun but also 
pose a fire hazard. The choices are: 

^ Red Ember Freestanding Fireplace: §600 
^ Shiny Things, INC. “Estomago” Pot Belly 
Stove: §1,000 

^ Casbah Casuals Fireplace by 40 Thieves 
Ltd.: §2,000 

^ Gentrific “Way of the Wood” Mantel 
Fireplace: §2,525 

^ Gentrific “Flame-O-Rama” Fireplace: §3,000 
All fireplaces except the Red Ember and the 
Estomago must be placed against a wall. 

Stack fireplaces 
on upper floors 
to share the 
same chimney. 


Fireplaces automatically run a chimney up through 
floors above and out the house’s current roof level. 
Interior fireplaces can’t be drawn if their chimney is 
blocked by an object or wall above. If another wall- 
mounted fireplace is added along the run of a 
chimney, it will share that chimney. 

Fireplaces improve Environment score but only 
when they’re lit. Interactions include: 

^ Light Fire: Teen/adult/elder lights a fire that stays 
lit 100 to 150 minutes of game time (by default). 

^ Poke: Poking a fire gives a Sim Fun and extends 
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burn time by five minutes per poke. Poking more 
than three times in a row decreases fire time by 10 
minutes per poke after the third. Pot belly stove 
can’t be poked. 

^ Warm Self: Increases Gomfort. 

^ View: Increases Gomfort. 

suilmming Pools 

Swimming pools can be any size and any shape (as 
long as “any” means “rectangular” or “sguare”). 

A few accessories add utility to the pool and, if 
totally absent, leave the pool a useless (but pretty) 
body of water. 

suilmming Pool Tool (§75 per tile) 

Pools are dragged rectangular and must be larger than 
2x2. You can remove placed pool tiles by control 
dragging over them with the Pool tool active. Sims 
can access the pool either via a ladder or diving 
board and can leave only via a ladder. 



Swimming pools drag in rectangular shapes. Level any 
uneven terrain first. 


Pool interactions: 

^ Get In: Enter the pool either by board or ladder. 

^ Float on Back: Self-interaction. Increases Fun and 
increases Body skill. 

^ Swim Here: Sim swims to specific location. 
Increases Fun and increases Body skill. 

^ Swim: Sim swims autonomously all over the pool 
until ready or directed to get out. Increases Fun 
and increases Body skill. 
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Liauidacious Lighting (§40) 

Pool lights add 
ambiance to 
night swimming. 


Underwater lights increase Environment score at night 
when theg auto-illuminate. They can be placed only 
on pool walls below water level. 

in-And-oul Ladder (§200) 

Place the ladder on the edge of the pool where 
there’s two tiles of space to exit. Without a ladder, 
Sims can’t get out of the pool. Without either a 
ladder or a diving board, they can’t even get in. 

The ladder is the 
only Way Sims can 
get out of the pool 
It'd be a shame if 
something Were to 
happen to it. 


The ladder has only two self-explanatory interac- 
tions: Get In and Get Out. 


The board has only one self-explanatory interac- 
tion (Dive). Low Body skill Sims chicken out of diving 
50 percent of the time. 

Fence leei (§5-§50 per piece) 

Fences behave similarly to walls. Like walls, however, 
they can be straight or diagonal. Though they have 
no specific tool for rectangular dragging, holding 
I Shift I while dragging makes it possible. 


Dluing Board (§300) 

The diving board is an optional pool accessory that 
provides an alternate way to enter the pool. Without 
either a diving board or a ladder, Sims can’t use the 
pool. They will, however, dive into a pool that 
doesn’t have a ladder, even though they’ll have no 
way out once in the water. 


Low Body skill Sims 
are a little hesitant 
about diving. When 
they do, it isn't 
any prettier. 


To (gasp) kill a Sim, it's common practice to get 
her in the pool and remove the ladder. It does 
work (and we're sure you have your reasons) 
but it takes a while and it's bit of a grisly way 
to go. The Sim eventually expires when Energy 
or Hunger fail. 

This is the only mode of premature death in 
which loved ones can't plead with the Reaper to 
spare the deceased. The Reaper can't be engaged 
when he's over water. 
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Fences can be placed on terrain, floors, founda- 
tions and decks. Edging, a type of fencing, can even 
be walked over. They can be straight or diagonal, but 
diagonal runs can’t host a gate. 

If the fence is different on either side (i.e., picket 
fences), the direction of the drag sets which way the 
fence is facing. Left-to-right faces exterior front, right- 
to-left faces exterior back. 

Special lights (see Chapter 15) can be placed on 
fence posts, but lights cannot be placed on fence walls. 

Gates 

Gates are doors for fences, opening automatically 
whenever a Sim approaches. 


Gates don't have 
to match the 
fence, and some- 
times an odd 
combination Works 
really Well. 


There’s no reguirement that a gate match the 
fence into which it’s placed. 

As with doors, set single-tile gates’ swing by 
moving the mouse back and forth through the fence 
while holding the gate. The swing is indicated by a 
green arrow on the gate’s drop shadow. 

Gates cannot be placed on diagonal 
fences or on uneven terrain. 



Build Made Objects 



All objects marked with a 
are triangular beds (half of a 
square bed). 



Dbject 

Purchase Price 

Initial Depreciatidn 

Daily Depreciation 

Depreciatidn Lim 

Aggressive Accents CelLmn 

§124 

§IB 

§12 

§43 

Altitude Attitude, Inc. "Step-By-Step" Staircase 

§I,40D 

§2ID 

§I4D 

§5BD 

A-maze-ing Hedge 

§IBO 

§27 

§18 

§72 

Amishim “Metrapale" Celumn 

§145 

§21 

§14 

§58 

Arch af Antiquity 

§IBD 

§24 

§IB 

§B4 

Archway to a Distant Land 

§144 

§21 

§14 

§57 

At Stake Picket Gate 

§IBD 

§24 

§IG 

§B4 

Babbling Baugainvillea 

§IDD 

§15 

§10 

§4D 

Birch Tree Sapling 

§Z8D 

§42 

§28 

§112 

Blue Tinged Hydrangea Shrub 

§B0 

§13 

§B 

§3G 
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Purchase Price Initial Depreciatidn Daily Depreciation Depreciation Limit 


Build Made Objects continued 

Dbject 


Boxy Lady 

§I5D 

§22 

§15 

§BD 

BraEza-aasy Windaws' "DaublE Hung" Daluxa 

§BD 

§13 

§9 

§3G 

BrEvifnlita’s Jnshua Traa 

§ZGD 

§39 

§2B 

§ID4 

Cananical Calumn 

§IID 

§IB 

§11 

§44 

Chiclattina "Mauritania" Arch 

§ZB2 

§43 

§29 

§IIB 

Chiclattina "Mauritania" BavElad Glass Daar 

§277 

§41 

§27 

§IID 

Calanial Calumn by Braca Yaursalf! Dasigns 

§2DD 

§3D 

§2D 

§BD 

Calanial Tract Arch 

§G5D 

§97 

§B5 

§2GD 

Calanial Tract Cnar 

§7DD 

§ID5 

§7D 

§28D 

CanspicuDus Views "Stained Glass with Arch" 

§3DD 

§45 

§3D 

§I2D 

Gauntry Kitsch Calumn 

§B5 

§14 

§9 

§38 

Cuprassus Samparvirans 

§3DD 

§45 

§3D 

§I2D 

Daisies af Dur Lives 

§ID 

§1 

§1 

§4 

Daisies af Dur Lives* 

§5 

§1 

§1 

§2 

Diving Bnard 

§3DD 

§45 

§3D 

§I2D 

Dnnrway tn a Distant Land 

§129 

§19 

§12 

§51 

EasyShada Bay Tree 

§275 

§41 

§27 

§IID 

Empaarical Art Windnw 

§28D 

§42 

§28 

§112 

EZ Evac, Inc.'s "Brick Hnusa" Man’s Rastrnnm Dear 

§2DD 

§3D 

§2D 

§BD 

EZ Evac, Inc.'s "Pawar Pewder" Weman’s Rastrenm Dear 

§2DD 

§3D 

§2D 

§BD 

Garden Music "DlEandar" 

§IDD 

§15 

§ID 

§4D 

Gate af Glarifiad Entry 

§I9D 

§28 

§19 

§7B 

Ganatically Enginaarad Water Lily 

§33 

§4 

§3 

§13 

Glasstarpiacas Privacy Windnw 

§BD 

§9 

§B 

§24 

Gnthwisa Staircase by 1. Ran Smith 

§I,55D 

§232 

§155 

§G2D 

High Saciaty Pillar 

§23D 

§34 

§23 

§92 

High-Tech Left Windaw 

§275 

§41 

§27 

§IID 

In-And-Dut Ladder 

§2DD 

§3D 

§2D 

§8D 

IndapEndant ExprEssians, Inc., "Ncn-REflEctivE" Window 

§ZDD 

§30 

§20 

§00 

IndapEndant Exprassinns, Inc., "Translucant" Windnw 

§I5D 

§22 

§15 

§BD 

IndEpEndent ExprEssions, Inc., “Big Entrance" Shop Door 

§G5D 

§97 

§05 

§200 

IndapEndant Expressions, Inc., "Big Entrance" Shep Windaw 

§IID 

§IG 

§11 

§44 

IndapEndant Expressions, Inc., "Shawcasa" Shap Windaw 

§2DD 

§3D 

§2D 

§BD 

JapanasE Autumn Maple 

§33D 

§49 

§33 

§132 
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Dbject 

Purchase Price 

Initial Depreciatidn 

Daily Depreciation 

Depreciatidn Limit 

LafEHEtrE "StatEly” Full-Laagth Shuttarad Window 

§Z5D 

§37 

§25 

§IDO 

LafanA-trE ShuttErad Window 

§175 

§2B 

§17 

§70 

LafEoA-trE Window Full-Langth 

§ZZD 

§33 

§22 

§BB 

Longbranch Front Gata 

§IBO 

§27 

§IB 

§72 

Longbranch Sida Gata 

§I5D 

§22 

§15 

§G0 

MattE 5 Glass Front Ooor 

§3GG 

§53 

§33 

§153 

MattE 5 Glass Glasslsss Arcb 

§414 

§B2 

§41 

§IG5 

MEScalito’s AgavE Simulado 

§ZID 

§31 

§21 

§84 

Midnight Rids Window by Gross-RofErEncE 

§I5D 

§22 

§15 

§B0 

Mundo Varda, Inc. PErpEtoal PansiES 

§ID 

§1 

§1 

§4 

Mundo Varda, Inc. PcrpEtoal PansiES 

§5 

§1 

§1 

§2 

Mystary of tha Goral Oragon 

§125 

§IB 

§12 

§5D 

Nice 'n Private Gate 

§130 

§13 

§13 

§52 

Nine Lives Cat D' Ninas 

§3G 

§5 

§3 

§15 

Non-Proliferating Wild Bamboo 

§ZDD 

§30 

§23 

§B0 

Nopalito’s Prickly Pears 

§ID 

§1 

§1 

§4 

Nopalito’s Prickly Pears* 

§5 

§1 

§1 

§2 

DakTowne "Simple Interior" Arch 

§315 

§47 

§31 

§I2B 

DakTowne Classic Arch 

§Z3D 

§34 

§23 

§32 

DakTowne Classic Door 

§173 

§25 

§17 

§B3 

DakTowne Simple Interior Door 

§33D 

§43 

§33 

§132 

Dctothorp Atrium Window 

§5DD 

§75 

§5D 

§ZDD 

Did Yankee "4 Score" Door 

§IGO 

§24 

§IG 

§G4 

Did Yankee "No Score" Arch 

§175 

§2G 

§17 

§70 

Dpen and Shut Gate 

§IDO 

§15 

§10 

§4D 

Dpen SEsame Door by 4D Thieves Ltd. 

§375 

§5G 

§37 

§I5D 

Papaver's Poppies 

§ID 

§1 

§1 

§4 

Papaver's Poppies* 

§5 

§1 

§1 

§2 

Perfectly Square Gate by EnTrance 

§225 

§33 

§22 

§3D 

Phantastic Phlox! 

§4D 

§B 

§4 

§IB 

PiguE Pen Metal Gate 

§115 

§17 

§11 

§4B 

Plainlea Palm 

§230 

§43 

§23 

§IIB 

Pointy Things Pencil Pine Tree 

§24D 

§36 

§24 

§3B 
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Build Made Objects continued 


Dbject 

Purchase Price 

INITIAL DEPRECIATIDN 

Daily Depreciation 

DEPRECIATIDN LIMIT 

Part cf Ennui 

§Z5D 

§37 

§25 

§IDD 

SheEP Glass Windaw 

§IZD 

§IH 

§12 

§48 

GimCity Midbiscus 

§155 

§23 

§15 

§G2 

SimplE Structura StaircasE 

§BDD 

§135 

§3D 

§333 

Stairway tn Elavan 

§I,2DD 

§IHD 

§I2D 

§48D 

StarE StEppar StaircasE 

§I,I5D 

§172 

§115 

§4BD 

Symmatric Paly-Malacular Matrix Windaw 

§ZZD 

§33 

§22 

§88 

TGe "Functian af PlatE Glass" Window 

§IID 

§IG 

§11 

§44 

TGe "Light PanE" 

§Z5D 

§37 

§25 

§IDD 

Tha Litaral Rose 

§IDD 

§15 

§ID 

§4D 

Tha Simpla Waaping Willow 

§4DD 

§BD 

§4D 

§IBD 

TipTop Tulips 

§ID 

§1 

§1 

§4 

TipTop Tulips* 

§5 

§1 

§1 

§2 

Touoh of Taak "PigallE" FrEnch Arch 

§3G5 

§54 

§3G 

§I4B 

Touoh of TEak "PigallE" FrEnch Door 

§5DD 

§75 

§5D 

§2DD 

Truly Stained-Glass Window 

§I3D 

§13 

§13 

§52 

Up, Up, and Away Calumn 

§DD 

§13 

§3 

§3B 

UpRitE Golumn 

§7D 

§ID 

§7 

§28 

Upwardly Mabile Staircase 

§I,DDD 

§I5D 

§IDD 

§4DD 

ValuEWaad LumbEr's "Justa Arch" 

§D5 

§14 

§3 

§38 

ValuEWaad lumhEr's "Justa Door" 

§SD 

§12 

§S 

§32 

Vasculito’s GEOEral Cactus 

§225 

§33 

§22 

§SD 

VIP DeIuxe Arch 

§515 

§77 

§51 

§2DB 

VIP DeIuxe Double Doors 

§53D 

§HS 

§53 

§23B 

Wachowt Glass Door 

§35D 

§52 

§35 

§I4D 

Walnut Arch 

§115 

§17 

§11 

§4B 

Walnut Door 

§IDD 

§15 

§ID 

§4D 

Well Wisher's Window 

§3D 

§13 

§3 

§3B 

Wrought Weiler Iron Gate 

§2DD 

§3D 

§2D 

§83 
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Chapter 19 




Why hide your Sims under a bushel? Better to tell 
their stories for the world to hear. 

With The Sims 2, there are more (and more 
powerful) ways than ever to tell the stories of your 
Sims and their constantly evolving lives. 

There’s also more reason than ever to tell their 
stories. Now that Sim families evolve through genera- 
tions, living and dying and passing the torch to their 
offspring, Sim stories become positively epic. 

Stories can be told in either pictures or in 
video. This chapter introduces you to both methods 
and describes a few extra tricks to make them even 
more compelling. 

~ f llUfS 

Find options for the snapshot and video cameras in 
Options: Camera Options and, as described below 
for the serious filmmaker, in a more esoteric place. 

storu Mode— Telling 
stories with Pictures 

Story mode is where you may assemble snapshots 
and combine them with text to create a story of either 
a neighborhood or an individual family (household). 

Stories become part of a family or neighborhood, 
always available for viewing or editing, but the real 
fun comes when you publish the story to TheSims2.e0m. 
Maybe the world will be so captivated by your Sims’ 
story that folks keep coming back for updates, 
waiting with bated breath for the next installment. 

primagames.com 



Neighborhood 
stories can draw 
from every lot and 
family. It's the 
venue for the really 
large-scale tales. 


Story mode is available from two places: 

1. Neighborhood view 

2. Lot view (occupied lots only) 



There's one more place that Story mode makes 
itself felt: in the Neighborhood Preview in the 
Neighborhood Chooser. The first image in the 
neighborhood's story pops up when you select the 
neighborhood. This picture is unchangeable in the 
game but there is a way to change it. See below. 

Tahing snapshots 

The Camera Snapshot button 
is located just above Funds. 


Take snapshots by pressing the Camera Snapshot 
button ((^ by default) when in Neighborhood or Lot 
view. Shots taken this way omit the user interface and 
show the moment exactly as framed. 
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Every time a snapshot is taken, it’s added to the 
location’s Snapshot bin and the neighborhood-wide 
Snapshot bin. _ 

> ~ V nple 

Snapshots can also be taken in Create-A-8im. The 
Camera Snapshot button won't work, however, if 
there's an active cursor in a text entry box. 

Shapshots taken in Create-A-Sim aren't added 
to any Snapshot bin but can, like all snapshots, 
be found in My D0CUMENT9\EA GAME9\THE SIM9 2\ 
Storytelling. 

Story Mode organizer/Editor 

Entering Story mode, you’re first taken to the 

^ 

In Neighborhood view, switching to Story mode 
starts you in a presentation of the neighborhood 
story. Click the Edit Neighborhood Story button to 
enter the organizer/editor. In Lot view, on the other 
hand, entering Story mode transports you directly 
to the organizer/editor. 

The organizer is for selecting pictures to include 
in the album and establish in what order they appear 



Don't forget to name your story. 


The editor is where you tell your story in words 
(adding text to appear with each picture), select 
whether the lot’s story will be formatted as an album 
or a blog, and (if you like) upload the story to 
TheSims2.com. 


organize story 

In the organizer, snapshots incorporated into the 
story are shown vertically on the right and the 
Snapshot bins are to the left. 


The Organize Story tool has two Snapshot bins. One contains 
all unused snapshots for this location (residential lot or 
neighborhood). The other (marked with a "-r") contains every 
shot from the neighborhood and all lots. 

There are actually two Snapshot bins. One 
contains only snapshots taken on the current location, 
be it a lot or the neighborhood. The other bin holds 
shots from the neighborhood and every lot in it, 
including Community Lots. 

iitite 

Snapshots may be taken on Community Lots but 
are available to incorporate into your family's story 
only via the neighborhood-wide Snapshot bin. 
Community Lots have no Story mode. 

family stories can include pictures from any 
location as long as it’s within the neighborhood. 
Snapshots from other neighborhoods won’t appear 
without a little hacking (see following page). 

To include a snapshot in the story, highlight the 
picture and click the Add to Story button (it’s added 
above whichever snapshot is highlighted in the 
existing story). 

Once a shot is in the story, move it by clicking on 
it and pushing the Move Entry Up and Down buttons. 
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Edit story 


In Edit Story, choose in which format you’d like the 
story to be presented on TheSims2.e0m. 



An album is a one shot per page view while 
a blog is a reverse chronological multishot view. 



Once a s+ory is uploaded, changing fhe 
formal lakes effeci Ihe nexi lime you upload 
slory changes. 



Before sending your story out to the world, add 
words to the images in each shot’s text box. Be brief 
and descriptive or passionate and fanciful, but let 
your words speak as loudly as your pictures. 



340 
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Adding and Editing 
snapshots Externally 

Snapshots can be added to a neighborhood or 
family’s Snapshot bin from other neighborhoods or 
from anywhere really (your personal photo album, 
a bit of artwork, etc.) but it takes a little hacking. 

All snapshots are stored in My Documents\EA 
Games\The Sims 2\Storytelling in two forms: the 
snapshot itself and a thumbnail. You can’t, however, 
just drop in a shot and have it appear in the 
Snapshot bin. To prevent duplication, every snapshot 
taken via the Snapshot button has a distinct alphanu- 
meric name that attaches it to a particular neighbor- 
hood and, if any, lot. Without a properly formatted 
name, a snapshot won’t be available. 

Any digital image 
can take the place 
of a snapshot and 
appear in Story 
mode. These 
characters don't 
look like Sims. 


The easy way is to take an existing picture and 

replace it with the one you want to include: 

1. Edit the image you want to use down to 400 x 
300 dpi (for the image) and make a duplicate 
version that’s 128 x 96 (for the thumbnail). 

2. In the game, take a shot of anything in the location 
you want the image to appear (either a lot or the 
neighborhood) and guit the game. 

3. Go to My Documents\EA Games\The Sims 2\ 
Storytelling and locate the picture and its thumb- 
nail version. 

4. Open the image and its thumbnail. In each, cut 
out the existing image and paste the desired 
image. Save. 



-r" 
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5- Launch the game. The images have replaced the 
existing ones and can be used in stories for any lot 
in the neighborhood or the neighborhood story itself. 
Shots can also be altered by opening them in a 


The composite 
images that adorn 
the three shipping 
neighborhoods Were 
constructed exter- 
nally and copied 
back into Story 
mode with this 
procedure. 


graphics program, changing the image, and saving 
them under the same file name. You must change 
both the thumbnail and the shot for the changes to 
be reflected in both versions. 



Change a neighbor- 
hood's image in 
the Neighborhood 
Chooser by dropping 
a replacement image 
into the neighbor- 
hood's folder. User- 
made neighborhoods 
otherwise use a 
generic image. 


Changing the image you see when you select 
a neighborhood is a bit more difficult. Find that 
image in My Documents\EA Games\The Sims 2\ 
Neighborhoods]. Each neighborhood has a folder 
(e.g., Nooi, N002, etc.) and in each folder is an image 
with the name of the folder plus “_Neighborhood.png" 
Thus, the image for Nooi would be “Nooi_Neighbor- 
hood.png.” Convert the image you want to use into 
a .png file and name it “N###_Neighborhood.png" 
in which “### is the neighborhood file’s number. 

The next time the game starts, this image shows 



as the neighborhood’s thumbnail and as the image 
in the pop-up window. 



You can change The pop-up window's image 
for The Three shipping neighborhoods, buT The 
animaTed Tour Thumbnails in The Neighborhood 
Chooser are unchangeable. User-made neighbor- 
hoods use a generic image or whaTever you puT in 
The neighborhood's folder as described above. 

'> 


Family stories and Death 

If the last member of a household dies, that can make 
a great dramatic conclusion to your story. When this 
happens, the story is preserved until you guit and 
save the now empty lot. Thus, you can end the tale 
with a tragic and untimely death. ..there 
won’t be a dry eye on the net. 


Telling Stories 
With Uideos 


When still pictures are inadeguate, make a movie 
of your Sims lives. 



Video Capture • V 


Start video capture 
by pressing the 
Video Capture 
button right 
above Funds. 



To capture video, with some videocards, you may 
have To Turn off Smooth Edges in The Graphics 

Ot-k4tnruc nitnb' Al-tl-tlii nharurioc 
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iVhen video capture 
is on, the screen is 
ringed by a yellow 
box. This Won't, 
however, appear 
in the movie. 


To begin capturing video, press Video Capture 
button (0 by default). To stop capturing, press it 
again. Pressing B will pause video capture in 
progress, useful if you want to change camera 
framing or location within a single shot. 

You may “film” your Sims either in the normal 
mode (the user interface, the cursor, or the social 
interactions menus won’t appear in the film though 
the red pause box will if the game is stopped) or in 
The Sims 2’s special Cameraman view. 


Cameraman Uleiu 

To enter Cameraman view, press the Cameraman 
button ( I Tab I by default). Cameraman view is an extra 
flexible camera that can zoom in much farther than 
the regular game camera and allow you to fly 
through a lot using keyboard and mouse controls. 

It, however, reguires several keyboard controls; 



Catneratnan view is 
a much more mobile 
and intimate camera 
but it takes some 
practice to guide it. 


^ [^: Zoom In 
^ Zoom Out 
^ Start Move Left 
^ [^: Start Move Right 
^ Start Move Forward 
♦ [^: Start Move Back 
^ Start Lower Camera Height 
^ [^: Start Raise Camera Height 

Camera Positions 

The ability to save camera positions is pretty 
handy when playing the game but it’s really useful 



Remember, you can always center the view on a 
Sim by right-clicking on his portrait in the toolbar 
or on a location or object by right-clicking on 
or near it. This can act as an easy Jump cut 
in moviemaking and lets you rotate around a 
constant point, keeping the subject in the center 
of the view. 


Assign camera positions by aiming the view (in 
either camera mode) exactly where you want it and 
pressing | Ctrl | and any number on the keyboard (not 
the keypad) from 4 through 9. 

Jump right to 
a moment with a 
predefined camera 
position. 
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To move to a camera position, press the number 
assigned to it. Alternatelg, to jump from one location 
to a defined camera position, press | Shift | and 
the number. 

By pre-positioning the camera in precise locations 
and orientations, your movies can zoom from one 
location to another in seconds. 

The regular camera and Cameraman view each 
have distinct assignments for camera position, so be 
mindful of which mode you’re in or the camera might 
not go where you expect it. 

Moule settings 

Most settings impacting moviemaking can be found in 
Options: Camera. Set them as high as your computer’s 
performance can bear. 

Sound can be captured too but will decrease 
performance even further. 

Uncompressed video produces higher guality 
video with less of a drag on performance, but the 
files it creates are gigantic. Be very cautious about 
capturing uncompressed video unless you have a 
cavernous hard drive. 

You may also set the maximum capture time. If 
you intend to edit the video, shoot in short segments 
rather than one extremely long “take.” 


Cinematic Cheats 

Several cheats can be useful for making movies 
with your Sims: 



For that "Special Edition" Or how about "bloom?" 
feel, try putting a letterbox 
around your film. 



Or vignette? 


Or filmgrain? 


^ Letterbox. 

^ Slowmotion. 

^ Bloom: Creates a filmic look in which everything’s 
so bright it blurs together (a la sitcom flashbacks). 
^ Vignette: Creates a filmic look in which a focal 
point is clear but everything around it is blurry. 

^ Stretchskeleton: Increases or decreases Sim height 
compared to normal height. 

^ Filmgrain: Creates a film graininess. 

Though not really 
having anything 
to do with movie- 
making, this cheat 
MUST have some 
possibilities, don't 
you think? 


These codes are entered in the Cheat window, 
accessed by pressing | Ctrl | + | Shift | + [^. See 
Chapter 23 for details and parameters. 

sauing uideo 

After you press the Video Capture button, every- 
thing you see is preserved in a video file on your 
hard drive. The size of the file varies based on the 
camera settings. 

When the maximum video recording time ends 
or you press the Video Capture button again, 
capturing stops. 
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The file (saved as .aw) goes in My Documents] 

EA Games\The Sims 2\Movies. 

Processing Footage 

Ok, great director, you’ve got your film “in the can” 
and your actors are resting in their trailers. What now? 

Footage captured through the game can be edited 
in any mainstream video editing software. Add fades, 
cuts, musical soundtracks, voiceovers, dubbed 
dialogue, special effects, you name it. Footage from 
The Sims 2 is like any other: once it’s captured, you 
may manipulate it any way you like. 

HocKlng tho Comoro 

For the very adventurous, it’s possible to have even 
more control of the video capture system’s settings. 
Locate (and back up) the file VideoCapture.ini 
in My Documents\EA Games\The Sims 2\Config and 
open it with a text editor. 

There are more picture guality and size settings 
here than in the in-game options menu including the 
power to change the system’s preferred codec. 

Tweak these settings at your own risk: 

^ PreferredCodec: Lets you choose a codec. This 
field is updated dynamically if your chosen codec 
fails to work. 

^ OutputFramerate: The framerate of the output AVI. 
^ GameFramerateForHighQuality: Sets the framerate 
of the game. This is used only when the guality 
setting is set too high. If you set it to a high 
number you get slow motion. 

^ KeyFrameEvery: Specifies that each nth frame 
should be a key frame. 

^ Folder: Specifies the folder to which the output is 
written. It’s relative to My Documents\EA Games] 
The Sims 2]. 

^ FilenameBase: Specifies the beginning of the file- 
name. Changing this from the default “movie” 
might permit better organization of video files 
(e.g., “Uamas-take”). 
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^ NoFillFrames=i: Turns off auto-filling of empty 
frames. Results depend on the codec. 

^ AudioStereoOutput: 0 for mono, 1 for stereo. 

^ AudioRateDivisor: 1 for 44100 Hz, 2 for 22050, 
etc. The maximum divisor is 8. 

^ SmallWidth=i28: Width of video when size is 
set to small in the camera options. 

^ SmallHeight=i28: Height of video when size 
is set to small in the camera options. 

^ MediumWidth=32o: Width of video when 
size is set to medium in the camera options. 

^ MediumHeight=24o: Height of video when size is 
set to medium in the camera options. 

^ LargeWidth=64o: Width of video when size is set 
to large in the camera options. 

^ LargeHeight=48o: Height of video when size is 
set to large in the camera options. 

Additionally, settings such as zoom, pitch, 
orientation, etc. can also be changed for the various 
in-game cameras. If you’re shooting in regular (not 
Cameraman) mode, these settings can change the 
camera movements you may do. Find these files 
at My Documents]EA Games]The Sims 2]Cameras. 
LiveCamera.txt is for the regular mode, and 
FirstPersonCameras.txt is for the Cameraman mode. 

Be very careful to back up the original files so that in 
case your experimentation makes some weird changes 
you can revert to the original default settings. An 
easy way to do this is to open the original with a 

text editor and then save them as .BKP, then 

make your modification to the file and save your 
new settings as .txt . 

Sharing vour Mouies 

There’s currently nowhere on TheSims2.e0m to host 
user-made movies but you can rest assured that sites 
will began to appear the day the game released. By 
the time you read these words, there should be no 
shortage of venues for your masterpieces. 
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Sims are independent creatures. Sure, they obey your 
every command (unless they’re in a bad Mood), but 
they can fend for themselves if you let them. In 
truth, Sims are far more able now to make their 
own decisions and care for their own Needs thanks 
to developments in their autonomy system. 

Autonomy comes into play any time you, the 
player, have not queued up an interaction for the 
Sim to do. “If”, they think to themselves, “the bloke 
upstairs doesn’t have any suggestions. I’ll do what 
feels good to me.” Understanding how this system 
operates is esoteric but can give you insight into why 
Sims do what they do. 

Choosing what interactions to do is the major 
function of autonomy, but there are other systems 
that, though they’re less important, any Sims enthu- 
siast should yearn to know. 

This chapter examines the general operation of 
the autonomy system and how it can benefit you as 
the master of your virtual people. 


Free wm 

Sims behave autonomously only if their Free Will 
is activated. 



The Free l/l/ill setting is located in Options: Game Options, 
and applies only to the house you're in when you set it. 


Free Will is enabled in the Game Options menu 
and is on by default. Don’t turn it off unless you have 
a very good reason. 

If Free Will is turned off, Sims Just stand around 
when not explicitly told what to do. It actually looks 
kinda creepy. 

The most important thing to remember about Free 
Will is that if it’s turned off, your Sim won’t lift a finger 
even in the event of danger or to satisfy his own Needs. 

When Free Will is on, however, your Sims smartly 
go about their business. They give your commands 
priority, of course, but they fill any spare moment 
with activities that benefit them most. 

How they make those decisions is a function 
of “Autonomy.” 

Aduertising 

You’re not aware of it, but your Sim is under 
constant assault. Every interaction with every object 
on the lot and every potential social interaction 
calls to your Sim, bragging about how much Need 
satisfaction it offers. 

This call for attention is called “Advertising.” It’s 
how Sims autonomously decide what they’ll do. They 
sift through all the possible interactions, adjust them 
based on the Sim’s own Personality and Need levels 
and select the most beneficial option. 



Oims' ability to choose the best advertised action is a 
major change from the original THE GlM9, and it's why 
the Need satisfaction part of the game requires less 
of your time than it did in the original. 



Once an interaction with an advertised item succeeds, 
the interaction is stored in the 9im's ineraction memory. 
The next time it is re-evaluated, its score is halved, which 
makes it less likely to happen again. This keeps 9ims 
from choosing the same interactions over and over 
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Od strength and attenuation 

Each interaction’s advertisement has two important 
features: strength and attenuation. An ad’s strength is 
how much Need satisfaction it promises, and attenua- 
tion is how far and intensely the ad travels over 
distance. If an interaction’s signal has low attenuation, 
it dissipates slowly over a great distance (can usually 
be heard on the entire lot). If an interaction’s signal 
has high attenuation, its ad’s strength drops guickly 
over a shorter distance; the Sim must be physically 
near such an object to hear its call. 

Ads with low 
attenuation attract 
Sims from anywhere 
on the lot. 


Interactions from objects such as beds have low 
attenuation, so a Sim can hear their promise of Energy 
satisfaction from anywhere. This makes the Sim more 
likely to choose a bed over a physically closer sofa or 
recliner. Impulse objects (e.g., reading the newspaper) 
have high attenuation because they’re the kind of 
things Sims pick up and use only if they’re handy. 

Ads broadcast their message to specific Needs. 
Think of an interaction as a radio with several 
stations. Sitting on a sofa, for example, would broad- 
cast on the Comfort channel while the same object’s 
Nap interaction would be simultaneously broadcasting 
on the Energy channel. The Sim Judges ads by how 
much they offer to his Needs. 

That’s how the ad looks from the transmitter’s 
point of view. What the Sim hears, though, depends 
on many of his own personal attributes. 

primagames.com 
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Personality Modifiers 

Ad strength can be modified by a Sim’s Personality. 
Not all ads have a Personality to which they advertise 
most strongly but most do. 



Advertising affects 
what interactions 
Sitns of certain 
Personality bents 
find most attractive. 


Such ads have a range of strength (e.g., 10-40). 
How much of this promise the Sim hears depends on, 
for example, his Outgoing/Shy level. If he has eight 
points in Outgoing/Shy, he gets 80 percent of the 
ad’s strength: in other words he hears an ad of 
strength 34 whereas an Outgoing/Shy 10 Sim would 
hear the full strength of 40. 



The Outgoing/8hy 10 Sim would, as a result of the 
stronger signal, rank this interaction higher among 
his choices. 




This is how certain Pun activities are deemed 
more attractive to specific Personality types. Reading 
a book from a bookshelf has its signal adjusted by 
the listening Sim’s Playful/Serious score; the lower the 
score, the more of the ad the Sim will hear. Hence, 
only Serious Sims tend to autonomously read books. 

A Playful Sim would get Just as much Pun out of 
reading but probably has many other Pun options 
ranking ahead of such a weak signal. 

Personality, however, isn’t the only factor that 
modifies an ad’s strength. 
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Need Gurues 

A Sim’s current level in a particular Need can change 
the strength of an ad. By this mechanism, the lower 
a Sim’s level in a Need, the more an ad addressed to 
that Need will appeal. 

A Sitn with 
low Bladder 
Need is going 
to rank anything 
advertising Bladder 
satisfaction very 
highly on his list 
of possible actions. 


Thus, two ads of identical strength would be 
scored differently for the Sim depending on his levels 
in each ad’s addressed Need. If, for example, a Sim 
has -50 Hunger and 10 Hygiene and there’s a Hunger 
ad for 20 and a Hygiene ad of 30, the Hunger ad 
would rank higher because the Need to which it’s 
advertising is closer to failure. Thus, the more 
pressing a Sim’s Need, the higher ads addressed 
to that Need rank. 

Each Need boosts ads in different amounts. At 
a given motive level, the amount of the modification 
will likely be more for a Need such as Energy than 
a non-physical Need such as Eun. 

False Aduertlsing 

Many interactions lie to get a Sim’s attention, adver- 
tising to a Need they can’t or won’t satisfy to trick 
the Sim into using it. Ringing phones, for example, 
get Sims to answer them by advertising large 
amounts of satisfaction for all Needs which, of 
course, they have no intention of delivering. 



It sounds more dastardly than it is. It’s really 
just a way to get certain interactions the attention 
they need. 

The Final Analysis: 

Find Best Action 

Once an ad’s signal is modified by both Personality 
and the Sim’s current Need level, it’s ranked along 
with all other advertising interactions that the Sim 
can “hear.” The Sim always selects the highest 
rated interaction. This may sound obvious, but it’s 
a major change. 

If a Sitn is in Need 
distress it's prob- 
ably because you've 
been overruling her 
attempts to tend to 
her most imperative 
requirements. 


In the original The Sims, a similar system of 
advertising was at play but your Sim chose differ- 
ently. She would rank all advertisements and pick the 
top four, from these, she’d choose randomly. Thus, 
the player had to be mindful if the Sim had led 
herself astray by picking the lower of her four 
choices. This is how Bladder accidents happened 
when a perfectly good toilet was nearby. 

This is no longer the case; Sims in The Sims 2 
always choose the best action available to them. That’s 
not to say there won’t still be mistakes — due primarily 
to player intervention or Sims’ inability to choose a 
series of actions — but they’re far less freguent. 

You also may not like the order in which the Sim 
takes care of business (“Eor the thousandth time! Use 
the toilet and then shower!”) but she’ll rarely neglect 
her single most pressing Need. The trouble comes 
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when she’s prevented (by circumstances or your 
intervention) from following that choice and when 
the second action on the list is almost as pressing 
as the first. With such close calls, failures are always 
a possibility. 

The interaction Queue 

Whenever a Sim does anything, that activity appears 
in the interaction gueue. Sims may have as many as 
eight interactions gueued up at one time. 

Canceling an action 
draws a red "X" 
over its icon in 
the queue. The 
Sitn leaves that 
interaction at the 
first chance. 



Sims prioritize which interactions they’ll do by 
who issued the interaction. User-directed interactions 
(that’s yours) get the highest priority over interac- 
tions the Sim chose autonomously. Sims exit any 
autonomous interactions at the first opportunity to 
undertake an explicit direction. 



Remove inferacfions from The queue by left- 
clicking on Them. A red X appears and The icon 
fades ouf. If The cancelled inieracfion is in 
progress when cancelled, The Sim may need a 
momeni for an opporfunHy fo exH gracefully. 


Autonomous interactions queued up in front of 
a user directed interaction are immediately dumped, 
bringing the user-directed interaction to the fore. 
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Be careful with this power; taking priority away 
from Sim-initiated interactions can have consequences. 
If the Sim’s chosen activity is to tend to a Need in 
dire straits, your issuing another command may be 
what causes the Sim’s Need to fail. The oft-cited 
example of leaving food cooking in the oven usually 
arises from the issuance of a user-directed command 
that overrides the autonomous activity of removing 
the food from the oven. 

Sims do user-directed interactions in order, and 
switch from one to another when: 

^ If it’s a Need satisfying interaction, as soon as the 
Need is fully satisfied or the interaction’s Need 
maximum is reached. 

^ If it’s a fixed time or task interaction (e.g., 

cooking), as soon as he’s finished with the activity. 
^ If it’s a skill building interaction, as soon as a 
Need or overall Mood drops too low to keep 
using the object. 



Helper interactions 
(represented by red 
Need icons) are how 
Sims deal with 
a long string of 
player-directed 
interactions. 


When a Sim is busy with several user-directed 
interactions, he may insert a generic interaction for 
Bladder, Energy, Hunger, or Hygiene if they’re 
getting too low. For instance, if he noticed that his 
Bladder Need was getting low, he inserts a generic 
icon of a toilet. This permits him to take the next 
open opportunity to autonomously take care of that 
Need with an as yet undetermined object. 
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Unlike other autonomous interactions, these 
“helper” interactions are not bumped by having 
user-directed interactions put behind them in 
the queue. They can be eliminated only by being 
specifically cancelled. 

When the helper interaction’s turn comes up, the 
Sim chooses the best object for satisfying the Need 
in question based on where he is when the interaction 
takes over. 

Desperation and 
immaturity Behauiors 

Low Aspiration score gives rise to increasingly 
frequent and increasingly self-destructive autonomous 
behaviors. The differences between the kinds of 
behavior and a description of how they work can be 
found in Chapter 8. 

Other Autonomous 
Systems 

Several other forces are at play in how Sims 
behave autonomously, but none of them impact 
any gameplay. 

Reaction 

Sims have elaborate systems to react to things 
going on around them. Sims react to certain 
triggers with facial reactions, turning of the head, 
or other responses. 

Sims panicking 
at a fire is a 
function of the 
reaction system. 
Such interactions 
jump right to the 
front of the Sim's 
queue, but auto- 
nomous reactions 
aren't that pushy. 



For example; 

^ Sims turn to look when another Sim enters the 
room. If they have a relationship, there may be 
a special reaction (smile or frown). 

^ They react according to Personality when another 
Sim has a Bladder failure. 

^ They cover their ears in the presence of a 
loud noise. 

^ They applaud good piano music or boo badly 
played music. 

^ They react to smells such as food and stinky trash. 

^ When an attack is underway, they gather around 
(or flee) and either cheer or boo depending on 
their relationships with the combatants. 

^ When they see another Sim naked, they gasp. 

^ When a Sim does something gross (e.g., stinks 
from low Hygiene or burps), other Sims react. 
Sloppy Sims may find such things amusing rather 
than offensive. 

^ If a Sim is talking to the Social Bunny or the 
Sim Shrink (either of whom only they can see), 
other Sims gesture that the Sim is crazy. 

^ Some events make older Sims lecture their 
offspring even though doing so lowers their 
Relationship scores. 


Appraising Heui Objects 

Whenever a new object is added to a lot, Sims may 
come to have a look at it and express their opinion. 
That opinion is based on the object’s value. 



Sims rush right over 
to any new object 
and tell you what 
they think. 
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Object appraisal is another example of false adver- 
tising. Taking a look at the new object advertises 
satisfaction, which is why Sims usually drop 
everything to check out a new bauble. 

Sims quickly become accustomed to their 
current standard of living and evaluate . 

everything based on the things they ■ 

already have. If the object’s value is signif- 
icantly less than of the median value of all • 

other objects on the lot, the Sim will boo. 

If the object’s value is significantly 

more than median value, she’ll 

cheer. If it’s close to the median I 

value, she won’t even notice. 

Sims can he so shallow 



Receptiulty 


Based on their Personalities, Sims 
express resistance or pleasure when , 
directed to do certain things. Sloppy J 
Sims, for example, moan and groan if 1 
you direct them to clean up a mess; I 
they’ll do it, but they don’t like it. The 
more often you tell them to do the task, 
the more intense the reaction becomes 
until they eventually give up and do the 
task without a reaction. 


Sims with extreme Personality traits 
always resist, and Sims further away 
from the extremes resist less the 
more neutral they are. 

Negative receptivity, 
especially with Sims of 
extreme traits, can become a 
major efficiency problem. They waste so 
much time complaining that every interac- 
tion they don’t like takes longer. A severely 
Sloppy Sim living alone really must, there- 
fore, have a Maid or get a Neat roommate. 

[idling 

I Whenever a Sim has nothing to do or is deciding 
ft what to do autonomously, he does idle animations 
' that reflect his most extreme Personality traits. 


Summary 


I These are but a few things that Sims can do on their 
f own, but there are many more that add richness to 
the world and challenge to the game. 
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The Sims 2 Body Shop is an astoundingly powerful 
tool for sculpting the physical forms of Sims for 
The Sims 2. 

Well, that’s not guite accurate. Body Shop is, 
in fact, two tools that do very different things. 

Body Shop consists of: 

^ Build Sims 
^ Create Parts 

BODY SHOP is 
divided into two 
parts: Build Sims 
and Create Parts. 


3 

For basic functionality and the specifics on 
creating custom items, consult the BODY SHOP 
manual and online tutorials. All these items, along 
with a Help page and downloadable content packs, 
can be found at The8IM92.COM in the Community 
section under Showcase. 

5 

Build Sims us. 

Create Parts 

It’s important to comprehend specifically what each 
tool in Body Shop does. 



In brief: 

^ Build Sims: Assemble created or downloaded parts 
into a finished Sim. You may also duplicate any 
Sim in the bin and use it as the basis for another 
new Sim. 

^ Create Parts: Use built-in, already created, or 
downloaded Sim pieces to create brand new parts. 

Build Sims 


Build Sims is 
where the pieces 
are assembled 
to construct 
a new being. 


Build Sims consists of two sections: 

^ Clone Sims: Using tbe bin full of Sims you’ve 
downloaded or assembled, you can pick one to 
form the basis of a new Sim or choose to start a 
brand new Sim from scratch. Saved Sims may be 
deleted from here too. 

^ Build Sims: Once a Sim has been cloned or freshly 
created, you can mix and match any Genetics (eye 
color, skin tone, or hair). Faces (entire face or by 
region). Modifiers (several for each facial region). 
Facial Hair, Makeup, Glasses, Eyebrows, Stubble, 
Gostume Makeup, or Glothing. These elements 
may have been created by you, by Maxis, or by 
other users. 
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Build Sims allows you to put together various 
Sim parts you’ve created or downloaded into one 
glorious, statuesgue creation. You can’t, of course, 
name these Sims or tinker with their personalities or 
Aspirations, but you can choose how they look. 

Build Sims us. Greate-A-sim 

Much, but not all, of what can be done in Build Sims 
can be done in the in-game Create-A-Sim. 

For example, in Build Sims, you can effectively 
edit finished Sims; this isn’t possible in Create-A-Sim. 

In Create-A-Sim, when you work your magic on a 
Sim from scratch or from the Sim Bin, you save that 
Sim into a family. Once the family is saved, that Sim 
exists only in that family and cannot be changed. 
Likewise, there’s no saved original copy of your 
creation that you can go back to; if you want to 
make the same Sim with a different personality 


or Aspiration, you must start from scratch. 


nm 


Another difference between Create-A-Sim 


and Body Shop is Create-A-Sim's tool 


to swap entire heads. These heads 
are a preset combination of facial 
features and hair shape. In BODY 
Shop, this must be done piecemeal. 


In Body Shop, however, any Sim 
you’ve completed can be cloned and 
modified. Though you aren’t really 
editing the original Sim, the effect is 
the same: you can fix problems or 
create small variations and save 
that Sim too. The original is still 
available and unchanged; you may 
delete it and save only the altered 
clone if you like. 
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Create-A-Sim and BODY SHOP handle facial alter- 
ation in different ways. When editing a face in 
Body Shop, you must drag the sliders to increment 
the Sim's face toward the face in the thumbnail. In 
Create-A-Sim, on the other hand, you do the same 
thing by left-clicking on the thumbnail. 


The Final step: Pachage sim 

When a Sim is finished, you can package it either into 
a file or directly up to TheSims2.e0m. 







A packaged file can be traded among 
users. If you receive one, just double click 
on the package file and the new Sim will be 
saved into the right place (presuming you 
have Body Shop or the game installed.) 

Create Parts 

Create Parts is what really differentiates 
i Body Shop and Create-A-Sim. In Create 
Parts you don’t change the Sim as a 
whole, but rather many of the components 
^ that make up a Sim. Want to create hot pink 
eyes? This is where you go. 
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Create Parts has two areas: one for beginning a new project and 
one to bring up an old one. Note the Change Mannequin button; 
it's only available at this screen and the subsequent Start New 
Project menu. 


Create Parts consists of two tools: 

^ Start New Project: Take any Sim part in the 
catalog and alter it to gour precise vision. 

^ Load Saved Project: Reload your own projects 
for further editing. 

note 

The Change Mannequin button lets you alter the 
skin color of the model on which your Sim parts 
will be displayed in this tool. It's available, 
however, in only two places. 

When you click Create Parts in the main menu, 
you're given the option to Start New Project or 
Load Saved Project. Before doing either, however, 
note that the Change Mannequin button is dark- 
ened and can be used. It can also be pressed in 
the Start New Project menu. 

Choose the Mannequin skin tone you want to 
use and click the checkmark. From now on, this 
will be your model. 




Start Haul Protect 

Parts fall into three categories: 

^ Create Genetics: Create the color of eyes and the 
shape of pupils and irises, the tone of skin, and 
the color of hair. 

^ Create Facial Hair, Makeup, and Glasses: Generate 
the texture of eyebrows, the amount of men’s 
facial hair stubble, the look of beards and 
mustaches, the color and pattern of makeup 
(blush, eye shadow, eyeliner, and lipstick), 
costume makeup (a.k.a. face painting/facial 
tattoos), and the color and texture of eyeglasses. 

^ Create Clothing: Design clothing for each sartorial 
category (Everyday, Formal, Undies, PJs, Swim- 
wear, and Athletic). You may even change an 
outfit’s classification, for example, turn Undies 
into Formal (see page 361). 

create Genetics 

Genetics include 
eyes, hair, and skin. 
Other elements of 
your Sims will be 
handed down to 
their children, 
but these are the 
most basic. 



Genetics are the basic Sim features that are passed 
from generation to generation: eyes, hair, and skin 
tone. Each is edited differently in Body Shop. 


Shin Tone 

Within each skin tone are textures for each age 
group, gender, and fitness level. To completely 
manipulate a skin tone, you must alter every file 
in the project folder. 
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To completely alter 
a skin tone, you 
must edit all of 
these texture files. 
If your goals are a 
bit more limited, do 
only the ones for 
the age and genders 
you have in mind. 


iiQfe 


If you want to get really snazzy, you can actually edit 
the arrangement or color of 9ims' teeth via the skin tone 
files. On each facial texture you'll find a row of teeth 
that show when your 9im is animated in the game. 

One could, for instance, paint the teeth to appear 
pointy for that vampiric look or give your 9im a gold tooth. 


It's a subtle change, but 
you can fiddle with a Sim's 
teeth through the facial 
skin tone file. 


■ vjolej 

The face texture only changes the COLOR of the 
face, not the shape. 

*- 


Every skin tone is actually a collection of 39 files: 
^ Five textures each for male and female elders 
(soft, neutral, fit, face, and the head). 

^ Five textures each for male and female adults 
(soft, neutral, fit, face, and the head). 
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^ Five textures each for male and female teens 
(soft, neutral, fit, face, and the head). 

^ Three textures for children (body, face, and 
the head). 

^ Three textures for toddlers (body, face, and 
the head). 

^ Three textures for babies (body, face, and 
the head). 

If you alter only some of these files, when a Sim 
changes to the unmodified age or fitness level in the 
game, he or she will suddenly revert to the original 
skin tone. The same would happen for offspring; if 
the Sim has a child and that age is not modified, the 
child won’t look like the parent. 



You might want your Sim to have a different skin 
tone for different ages. If, and we're about to get 
really geeky here for a second, the morphology of 
the alien Sims you've created dictates that they 
don't appear alien until puberty, it'd make sense 
to leave the baby, toddler, and child skin tone 


files unchanged and alter only the ones from 
teen and up. 



You can alter a Sim's "fit" state but it's the one 
fitness state that you can't select as a default in 
Build Sim. The only way to display the fit state in 
the game is to earn it by working out. 

Eues 

Eyes are exported as a two files: the texture file and 
the alpha channel file. In the texture file, you may 
change the coloring and shape of the iris and the 
color and shape of the pupil. 
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Hair 

A hair project contains files for each age group 
(except babies; theg’re bald) for the specified gender 
The texture files can be changed to alter the coloi 
or texture of the hair, though not the hairstyle’s 
overall shape or configuration. Hairstyles are actually 
3D models that can’t be altered with Body Shop. 



Sims fake off fheir hafs when fhey shower, sleep, 
exercise, swim, are pregnant, or are naked for 
whatever reason. For Sims that use hair/hat 
combinations, extra textures show the hairstyle 
without the hat for teen, adult, and elder Sims. 



Shortening hair with the alpha channel file (by coloring some 
of the white parts black) before and after 


Euebrouis. stubbie, and Beard 

Eyebrow, stubble, and beard projects consist of 
colored and gray (for elders) versions of the facial 
hair. The texture file can be altered for color, shape, 
and texture of the hair. 

Maheup 

All makeup projects, regardless of type, export a 
texture and an alpha channel file. The texture file 
dictates the color and shading of the makeup. The 
alpha channel file can be changed to extend the 
makeup into other parts of the face (by painting parts 
of the file white instead of black). For example, if 
you want ancient Egyptian-style eye shadow, you’d 
extend the outer eye corners. 

l/t/ith makeup, you 
have the power 
to choose what 
ages and genders 
can apply it. 




Right after you export 
the files, you can specify (in 
Body Shop) which ages and 
genders you want the makeup 
to apply to (from toddler to elder). 


J Glasses 

While you cannot change the shape of 
glasses or the lens colors in Body Shop, 
you can alter the color of the frames. 

I The project folder contains several texture 
i files, each of which represents a piece of the 
k frames (the temples, the rims, etc.). Edit them 
all to completely change the frame color. 


fcng os downloading expressly prohibited. 
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You can use the alpha channel file 
to superficially change the shape of 
the hair. By making parts of the image 
black, you can cover up parts of a 
hairstyle to make it look shorter or 
show bare patches. However, because 
the hairstyle is a 3D model, an alpha- 
channel-altered hairstyle in-game 
still moves as if it’s longer hair. 

create Faciei Hair. 
maKeup. and Glasses 

Anything that goes on the face is 
constructed here. 
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Clothing 

Clothing of every type (Everyday, Formal, Undies, 
Swimwear, PJs, and Athletic) can be altered. You can 
even change an item’s classification to have it appear 
as a different type. 

Clothing projects consist of three files: the texture, 
the alpha channel, and the bump map. 

Alterations to the texture file change the 
garment’s color. 

This granny dress 
becomes a bit 
. . . - H more risque 

. |H with some alpha 

1 1 ^ lH channel fiddling. 

The alpha channel file lets you superficially 
change the shape of the garment, though drastic 
changes aren’t possible. You can, for instance, create 
cut-outs to show off a little skin by painting part of 
the white portions black. 



The ability to edit the bump map file is available 
only in the version of BODY SHOP that ships with 
The Sims 2. 


The bump map file creates the illusion of three 
dimensionality in the garment. If you want to make 
a smooth T-shirt look ribbed, for example, you could 
change the bump map. 


Changing Clothing Classification 

Want to make some manly undies into any Sims’ 
everyday wear? In Create Parts, choose Create 
Clothing. Select the clothing category and specific 
item you wish to change, then click the Export 
Selected Texture button. Name the project and click 
the checkmark. When the clothing finishes exporting, 
you may select in which category your clothing will 
appear. Choose something other than its original 
category (and enter a tool tip if you like), and click 
the Import To Game button. 

Changing clothing 
classification is 
easy: Select any 
additional classifi- 
cations you Want the 
garment to assume. 


Now, when you go into Body Shop’s Build Sim 
mode or Create-A-Sim in the The Sims 2, there’ll be 
some real scandalous formal wear for Sims brave 
enough to don it. 

The Final step: 
import to Game 

When a project is complete, click on the Import to 
Game button and the part will henceforth be available 
in the Build Sims portion of Body Shop or in Create- 
A-Sim in The Sims 2. 



You can delete any custom content from 
BODY Shop or Create-A-Sim by clicking on it, 
and then the trash can icon nearby. 
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If you don’t yet have The Sims 2 installed, the 
appropriate files will be automatically moved over 
into the game when it’s installed. 

note — - =a 

To share your project with a friend or upload it 
to a fansite, gp to My D 0 CUMENT 8 \EA GAME 8 \THE 
8IM8 2 \ 8 AVED 8IM8 and look for the filename that 
includes your project name. The recipient drops 
that file into his DOWNLOAD8 folder and, presto, 
he's got the fruits of your labor. 



Aduanced Hot Keys 

Several features dear to the hearts of Sim designers 
and fansite webmasters are available with a 
single keystroke. 

nole 

[F3 I , |F5 I , |F6 I are available only in the version 
of BODY SHOP that ships with THE 8IM8 2 . 

The free camera 
gives you perspec- 
tives such as this. 




♦ |F5 | : Turns off the room background. Normally, 
this replaces the room background with a black 
void. You can customize this void by creating a 
pattern and saving it with the name userBkg.bmp. 
Place this file in \My Documents\EA Games\The 
Sims 2 \. Henceforth, when you turn off the room 
with |F5 I , it will be replaced with this texture. 
This is very handy if you’ll be posting Sims on 
your fansite and want to know how they’ll look 
against your site’s background. 

♦ |F6 | : Puts the Sim in the awkward looking, but 
easier to view, “Bind” pose. To get out of this 
pose, click on any thumbnail of in the panel 

to the right. 

^ |F7 | : Jump to far zoom. 

♦ |F8 | : Jump to close zoom. 

♦ |F9 | : Drops the Body Shop interface. Pressing 
again restores it. 

♦ [Alt I + I Enter) : Togg+les Body Shop into/out of 
Full Screen mode. 


l/l/ith a custom 
background and the 
|F5 I key, you can 
easily see how your 
Sim looks in any 
environment or 
against any color. 



♦ |F3 | : Free camera. Hold the left-mouse button 
and drag to move the camera. Hold the right 
mouse button and drag to zoom. Hold both mouse 
buttons and drag to pan. To return to the standard 
camera, press |F3 | again. 
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One of the things that made The Sims such a roaring 
success was the game’s openness to customization and 
user creativity. As much as the game gave, it got back 
a thousand fold from its loyal fans in the form of user- 
created houses, objects, walls and floors, and Sim skins. 

Happily, The Sims 2 not only continues this tradi- 
tion but represents an evolutionary leap forward with 
the most powerful and accessible tools ever put in 
the hands of its players, and a game architecture that 
permits almost anything to be potentially customiz- 
able. Users can’t currently alter as many parts of the 
game as before but can do far more with what’s 
available to them. 

You’ve already read about Body Shop, but that’s 
only the first example of what’s possible. Many more 
parts of The Sims 2 can be sculpted and shared with 
the world. For now, much of this altered content will 
come from Maxis, but time will bring more of these 
elements into the player community’s hands. 

This chapter surveys the customizable parts of the 
game, how to get them, how to install them, and how 
to share your own creations. 

Custom content Ttipes 

Myriad elements of The Sims 2 can be customized with 
either user-created content or downloads from Maxis. 

The items listed below are the custom content 
types when the game first ships. As time wears on, this 
list will expand considerably. Keep up with the latest 
news to find out when new tools become available. 

Custom content includes: 

^ Build Mode Patterns (Maxis only) 

^ Collections 
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^ Object Design Variations (Maxis only) 

^ Full Neighborhoods 
^ Lots (occupied and unoccupied) 

4 Music 

^ Neighborhood Decorations (Maxis only) 

^ Neighborhood Terrain (Maxis only) 

^ Objects (Maxis only) 

^ Sim Parts (eye and hair color, skin tone, 
clothing, etc.) 

^ Sims 
^ Stories 
♦ TV Video 

^ Video/Computer Game Video 

importing 
Custom content 

There are three ways to get custom content into 
the game: 

^ Custom Content Browser 
^ Package Installer 
^ Manually 

Custom content Broutser 

The Custom Content Browser built into the game is 
controlled in Neighborhood view. 

Open the Custom 
Content Browser in 
the Neighborhood 
view. The button is 
marked by an "*". 
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when impor+ing custom content via the Custom 
Content Browser, it's available immediately without 
the need for a restart. 


Via this tool, you may download Build and Buy 
mode objects (Maxis-made only) and user-created 
Sims and lots posted to TheSims2.e0m. Eventually, 
user-created walls, floors, objects, etc. will be avail- 
able from TheSims.com via the browser as well. 


Pachage installer 

The same kinds of content can come from sources 
other than TheSims2.e0m. If properly packaged, 
this content can be imported via a small program 
called Packagelnstaller {Program Files\EA Games] 
The Sims 2\CSBin\packageinstaller.exe). 

Properly packaged content can be 
dropped on the Packagelnstaller’s icon 
or Just double-clicked. The package 
installer automatically places all content 
in the correct folders. 




Two Types of confeni files appear The same bui 
aren'T. "PACKAGE" files aren't installed through 
Packagelnstaller. These game files can be dragged 
directly into the appropriate folder. 

"8IM82PACK" files, on the other hand, are 
handled by the Packagelnstaller. 

If you double-click on a PACKAGE file, 
Packagelnstaller will simply refuse to do anything 
with it. Likewise, Just dropping a 8IM82PACK file 
into a folder won't have any effect. 

In dealing with Custom Content, especially once 
more elements become user-customizable, users 
should never have to deal with PACKAGE files. 


Manuallg 

All other content must be dragged to a location (or 
locations) on your hard drive. Such content becomes 
available only after a guit and restart. 

Most such items go into a folder in your The Sims 2 
folder (found in My Documents) but some reguire 
slightly more elaborate procedures (detailed below). 


Packagelnstaller can 
do its Job only when 
neither THE 8IM8 2 or 
Body 8 H 0 P are running. 
The next time you 
launch either program, 
the custom content will 
be installed and marked 
with a 


u 


i 


Build Mode Elements 


Build mode elements (wall and floor coverings, 
roofs, fences, and terrain cover) can be 
downloaded from Maxis via the Custom 
Content Browser. 

Once installed, these items are avail- 
able in the Build mode catalog. 

At this time, these may be created 
only by Maxis. 


Collections 


Collections are customized sortings of hand- 
picked items. For example, a collection of objects 
for the struggling artist or an array of skater wear. 
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The Collections 
panel in Buy and 
Build mode features 
any object/element 
collections from the 
original installation, 
created by you, 
or imported from 
other users. 




If a collection includes an object that the recipient does 
not have (e.g., a post-release object from Maxis they 
haven't downloaded), it won't appear in the collection. 

If the object is later imported, it appears in the collec- 
tion thereafter. 


J 


All installed collections, whatever the source, 
appear in this Collections panel, each adorned with 
an identifying icon. Once a custom collection is 
installed, it’s appended to the end of this list. 

Create new collections via the Create New 
Collection button in the panel or in the Select a 
Collection window. 

You have an ample but limited selection of collec- 
tion icons for use when creating a new collection. 

If you desire a custom icon, follow this procedure; 

1. Quit the game. 

2. Create an image for the icon. It can be 28 x 22 pixels 
or larger and any of .tga, .bmp, .gif, or .Jpg format. 

3. Save this file in My Documents\EA Games\ 

The Sims 2\Collections\lcons. 

4. Restart the game, and it’s available for all 
future collections. 

To share a custom collection, locate the PACKAGE 
file in My Documents\EA Games\The Sims 2\ 
Collections. This is the hard part because the files 
names are randomly generated by the game. 


-r" 



Sorf collecfion files by modificafion dafe fo make 
if easy fo find fhe file you Jusf made. 

This PACKAGE file can be shared with other users. 
The recipient need only drop the file in his or her 
own Collections folder and restart the game. If the 
collection features a custom icon, it’s carried over 
with the file and doesn’t need to be put separately 
in the new user’s Icons folder. 

Gollections can consist of: 

^ Buy and Build Mode Objects/Elements 
^ Glothing 
^ Sim Heads 

Buy and Build Mode 
collections 

Buy and Build mode collections 
are shared by and appear in the 
Gollections panels for both modes 
(Just below the sort tabs) in Lot view. 

All Buy and Build mode 
objects and many Build mode 
elements (floor and wall 
coverings, doors and 
windows, staircases, etc.) 
can be added to these 
mixed collections. 

Clothing 
collections 

Assemble clothing collections in 
Greate-A-Sim, panel 5 (Glothing). 

Just as with Buy and Build mode 
collections, clothing items can 
be selected for addition to f 
the collection. j 
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Favor a particular 
selection of clothing 
when creating your 
Sims? Make finding 
these items easier 
by dropping them 
into a clothing 
collection. 


Head collections 




Sims' heads in the 
Sims Bin can be 
handpicked for 
easy location by 
putting them into 
a collection. 


Generated and managed under panel 2 of Create-A- 
Sim (Heads), head collections give users guick access 
to handpicked Sims’ looks. This is especially useful 
for players with lots of custom content Sims. 

These collections are automatically filtered for 
gender, age, and skin tone. When working on a Sim 
of a given gender, age, and skin tone, you see only 
the heads in the collection that match all three. 


Design uariations 

Most Buy mode objects contain design variations that 
alter the object’s color, material, or finish. 

Further variations can be added via the Custom 
Content Browser. 

At this time, these may be created only by Maxis. 


Design variations 
show up on an 
object’s description 
panel or in the 
Design tool. 

Custom content 
variations are 
marked with a "*". 


Full neighhorhoods 

Entire neighborhoods including their terrain, residen- 
tial and Community Lots, families in lots, decorations, 
families in the Family Bin, and NPCs can be manually 
shared with other users. 

Neighborhoods 
can be completely 
changed or imported 
by copying files into 

the Neighborhood 
folder in MY 
DOCUMENTS. 


Every neighborhood has a folder in My 
Documents\EA Games\The Sims 2\Neighborhods, each 
identified by the letter “N” followed by a three-digit 
number. All files contained in this folder feature this 
same prefix. 

This folder can be copied to any other user’s 
folder but will overwrite any folder with the same 
name in the recipient’s Neighborhood folder. Make 
sure the folder has a unigue number and every file 
in the folder is changed to reflect this new number 
(a lengthy process). 




^?i 
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Any .mp3 or .wav file can be used in the game if 
copied to My Documents\EA Games\The Sims 
2\Music and placed in the appropriate folder. 


Expand music 
options by dropping 
songs into the music 
folders for different 
parts of the game. 


Music folders exist for specific purposes, and the 
copied song will appear only in the context of the file 
into which it was placed. Choose from folders for: 
Build mode (build), Buy mode (buy), Create-A-Sim 
(cas), neighborhood (nhood), and the stereo channels 
(hiphop, metal, pop, mb, salsa, and techno). 


New decorations 
appear in the 
Decorations menu. 


The objects (e.g., flora, landmarks, effects, etc.) aval 
able from the Neighborhood view’s Decorations menu 
can be added either through the Custom Content 
Brower or the package installer. 


NeighDorhood 

Decorations 
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At this time, these may be created only by Maxis. 

neighDorhood Terrain 

You can create a neighborhood’s underlying terrain 
with the terrain tools in Maxis’s SimCity 4. 

The Sims 2 will import the terrain file’s elevation 
and water, standard roads (not highways or zoning- 
placed roads) as long as they’re straight, and inter- 
sections as long as they’re at right angles. 

Find a small blank 
city tile in any 
region and click 
Start City. 


In SimCity 4, open a region and then a small city 
tile (larger won’t work) and arrange the terrain 
features (in God mode). Next, click on Mayor mode 
and establish the city so you can lay out some roads 
(don’t be stingy but make them straight. Save the city 
and guit the game. 

Sculpt terrain and 
pave roads for your 
new neighborhood. 


Locate the region folder and city file (.SC4) in My 
Documents\SimCity 4\Reqions and copy it into My 
Documents\EA Games\The Sims 2\SC4Terrains. 
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Find your 

customized terrain 
file in the list. 


Once installed, you can use the terrain file to 
create a new neighborhood. From the neighborhood 
browser, click on Create Custom Neighborhood and 
select the terrain file (or any other) from the list. 
Name it, choose the type of terrain (lush or desert), 
and add a description if you want. 



Make the neighbor- 
hood's thumbnail 
anything you like. 


Change the thumbnail that appears in the 
Neighborhood Chooser from the default generic image 
by copying a new image file (400 x 300, .png format) 
into the new neighborhood’s folder. Name the new 
image “N###_Neighborhood .png" in which the ### 
is the number assigned to the neighborhood folder. 

— r ( note 

The terrain type (desert or lush) can be 
toggled later by using the TerrainType cheat 
(See Chapter 23). 



Oblects (Buy and 
Build iKlnde) 

New objects can be either entirely new objects or 
modified versions of existing objects. 

Import these items via the Custom Content 
Browser or the package installer, and they appear in 
Buy or Build mode. 

At this time, these may only be created by Maxis. 

Luts 

Lots, both occupied and vacant, can be uploaded to or 
from TheSims2.com via the Custom Content Browser. 

Vou may package a 
lot to THESIM2.COM 
or to a file 
for sharing or 
backup purposes. 


Lots not downloaded from the browser must be 
installed via a package installer or manually placed in 
My Documents\EA Games\The Sims 2\Lot Catalog. If 
the filename of the manually placed lot PACKAGE file 
is already in use in the Lot Catalog folder, alter the 
numerical portion of the filename taking care to keep 
the same number of characters in the file name. 

Proper format for the file name is; 

" cx _########. package” . 

No matter the source of the file, added lots 
appear in the Lots and Houses Bin. The bin, in turn, 
is sorted by Occupied and Unoccupied Lots. Occupied 
lots contain the lot’s family but without any of the 
lot’s story or relationships outside the lot. Memories 
and family trees pertaining to non-household Sims 
are, however, preserved. 




Protected by copyright. Unauthorized or uniawfui copying or downioading expressiy prohibited. 



V 


PRIMA OFFICIAL GAME GUIDE 



Lots, both occupied 
and unoccupied, 
appear in the Lots 
and Houses Bin. 


Custom created 
Sims always appear 
at the top of the 
list and are marked 
by the usual 


■ ^ npie y ' 

If the Sims in the family contain any custom 
content parts, these are added to Create-A-8im 
and BODY SHOP. 

« j 


Stories 


Sim Parts 

Skin tone, hair color, makeup, glasses, eye color, 
clothing, and facial hair can all be redesigned using 
Body Shop (see Chapter 21). 

Unless they’re contained in a SIMS2PACK file, 
copy parts files into My Documents\EA Games\The 
Sims 2\Downloads. 

After installation, parts become available in both 
Create-A-Sim and Body Shop. They’re also available 
in mirrors on your Sims’ lots for the Change Appear- 
ance interaction or, if clothing, in dressers and 
clothing racks. 

Sims 




You can download entire Sims (minus name, person- 
ality, and Aspiration) in packaged form from the 
browser or any website or other user. 

Once installed, the entire Sim and any custom 
component parts can be accessed from the Sim Bin in 
Create-A-Sim and in Body Shop. 




Generally, stories can be uploaded only to 
TheSims2.com, but the files that make up a lot or 
neighborhood’s story can be shared between users. 

If both users have the same family in a neighbor- 
hood, one user’s story for that family can be shared 
by copying the story’s .xml document (titled 
“webentry _########" in which the “#”s are a 
string of letters and numbers) and all images and 
thumbnails with the same id number in their file 
name. The recipient must copy these files into My 
Documents\EA Games\The Sims 2\Storytelling. 


TU Uideo 



Sims don't really 
care what's on TV, 
so make it whatever 
you like. 


You can place video files in My Documents\EAGames\ 
The Sims 2\Movies\Broadcast and the folder for the 
channel on which you want the video to appear: 

^ TvChildren ^ TvMusic 

♦ TvSBN ♦ TvWorkout 
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^ TvFood ^ Commercials 

^ Games ♦ CommercialsNet 

Files should be .avi of any size and codec. The 
larger the file, the more it will affect game perform- 
ance, so keep clips down to about 15 frames per 
second and 128 x 128 pixels. 


Uideo/computer 
Game Uideo 

Video/computer games are special purpose video but 
can’t be altered so easily. 


In the ultimate 
reality inversion, 
use your home 
movies as video for 
Sims' computer/ 
video games and 
let them appear to 
control VOUR family. 
My brain hurts. 



These files must be given precise file names. 
Moreover, only games that have been purchased by 
your Sim can be viewed, so you can see your custom 
content only if your Sim has the games that have 



The default game in THE 8IM9 2 is 88X3. Replace 


its movies to see your custom content without 


your 8im having to buy new games. 


There are three video games folders: SSX, BUS, 
and SC4. Each folder contains six files; the replace- 
ment files must bear precisely the same names (the 
three letters of the game’s folder plus: _ATTRACT, 
JNTRO, _PiLOSE, _PiWIN, _P 2 L 0 SE, _P2WIN. 

Place these files in My Documents\EA Games\The 
Sims 2\Movies\Games and the appropriate game folder. 



The actual video files for video/computer games reside 
in the game's program file, but placing items with the 
same name in your MY DOCUMENTS folder overrides the 
program files versions. If you remove the replacement, 
the original will return. 


uploads 

All of the above describes how to acguire and use 
content made by others. What, however, if you want 
to share your work with the world? 

You can upload three kinds of content in-game to 
TheSims2.com: 

^ Lots: Occupied and unoccupied 
^ Stories: From neighborhood or lot 
^ Sims or Sim parts: From Body Shop 



There is no freestanding utility for packaging files: only 
the game and BODY 8HOP can do that. Anything other 
than the three uploadables (above), therefore, must be 
shared as files and manually placed in the correct folders. 

All other kinds of user-created custom content can 
be uploaded only to Internet fan sites and shared 
among friends and relations. 

With the staggering size of the community you’ve 
joined, however, that’s a pretty big audience with a 
pretty big thirst for contributions. 

Such elements include: 

^ Collections 
^ Full Neighborhoods 
^ Neighborhood Terrain 
^ Stories (if other user has same family) 

^ Music and Video 

Read the sections above to locate the necessary 
files and instruct your recipients on where to put them. 
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Chapter 23 



Summon the cheat window by pressing | Ctrl | + 

I Shift I + 0. 

General Cheats 

^ Exit: Closes Cheat window. 

^ Expand: Expands or contracts the Cheat window. 

^ Kaching: Adds §1,000 to household funds. 

^ Motherlode: Adds §50,000 to household funds. 

^ Help: Lists some, but not all, cheats. The list you 
see before you is complete. 

^ Autopatch (on/off): Toggles notification of avail- 
able game patches. 

^ Moveobjects (on/off) Move unmovable objects 
and put them in illegal places. Causes problems, 
so use carefully. 

^ Aging (on/off): Sims won’t age. 

^ Stretchskeleton (0. 9-1.1): Increases or decreases 
Sim height compared to normal height. However, 
it might disrupt character animation. 

^ Vsync (on/off): turning off increases game 
performance but with some graphical errors as 
the price. 

^ faceBlendLimits (on/off): Turns off some automatic 
corrections in Make a Child that fixes freakish 
combinations of widely divergent facial features. 
Results in freguent “freak children.” 
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neighborhood only 
Cheats 

^ deleteAllCharacters: At Neighborhood view only, 
removes every Sim from the neighborhood. Don’t 
use it unless you have a very good reason. 

^ TerrainType (desert/temperate): Only in Neighbor- 
hood view. Toggles between two terrain types. 

FiimmaKing Cheats 

^ Slowmotion (0-8): 0 is normal speed and 8 
is slower. 

^ boolProp enablePostProcessing (true/false): Must 
be true for all filmic cheats to function. 

^ Bloom (r g b x): Computer’s video card must be 
able to handle pixel shaders. Creates a filmic look 
in which everything’s so bright it blurs together (a 
la sitcom flashbacks), “r,” “g,” and “b” are color 
values (0-255), Ihe amount of 

blooming from 0 to 255. 

^ vignette (centerx centery X): Computer’s video 
card must be able to handle pixel shaders. Creates 
a filmic look in which a focal point is clear but 
everything around it is blurry. Must first enter 
“boolProp enablePostProcessing true.” 

^ filmgrain (0-1): Computer’s video card must be 
able to handle pixel shaders. Creates a film graini- 
ness. Must first enter “boolProp 
enablePostProcessing true.” 

^ letterbox (0. 0-0.4): Computer’s video card must 
be able to handle pixel shaders. Creates a 
letterbox view of size specified. Must first enter 
“boolProp enablePostProcessing true.” 

^ fiale ) > 

Film cheafs may cause refresh problems from fhe 
NH view. 

> 


Protected by copyright. Unauthorized or uniawfui copying or downioading expressiy prohibited. 



OFFICIAL GAME GUIDE 


ONLY FOR THE PC! A 



^INFLUENCE STRATEGIES 
UNLOCK 4 NEW CAREERS 


Visit us online at primagames.com 



PRIMA 

GAMES 


Prima is an authorized 
Electronic Arts licensee. 




Bcted by copyrighf Unauthorized or unlawful copying or downloading expressly prohibited. 





PRIMA Official Game Guide 

Greg Kramer 


Prima Games ^ 
A Division of Random House, inc. 


3000 Lava Ridge Court 
Roseviiie, CA 95661 
1-800-733-3000 
www.primagames.com 


Protected by copyright. Unauthorized or uniawfui copying or downioading expressiy prohibited 




H The Prima Games logo is a registered trademark of Random House, 
Inc., registered in the United States and other countries. 
Primagames.com is a registered trademark of Random House, Inc., 
registered in the United States. Prima Games is a division of 
1 Random House, Inc. 

©2005 Electronic Arts Inc. Electronic Arts, The Sims, EA, Maxis, the Maxis logo, 
EA GAMES and the EA GAMES logo are trademarks or registered trademarks of 
Electronic Arts Inc. in the U.S. and/or other countries. All Rights Reserved. All 
other trademarks are the propertg of their respective owners. 

EA GAMES™ and Maxis™ are Electronic Arts™ brands. 

No part of this book mag be reproduced or transmitted in ang form or bg ang 
means, electronic or mechanical, including photocopging, recording, or bg 
ang information storage or retrieval sgstem without written permission from 
Electronic Arts Inc. 

Product Manager; Jill Hinckleg 
Editorial Supervisor; Christg Seifert 

Please be advised that the ESRB rating icons, “EC,” “E," “T,” “M,” “AO," and 
“RP” are copgrighted works and certification marks owned bg the Entertainment 
Software Association and the Entertainment Software Rating Board and mag onlg 
be used with their permission and authoritg. Under no circumstances mag the 
rating icons be self-applied or used in connection with ang product that has not 
been rated bg the ESRB. For information regarding whether a product has been 
rated bg the ESRB, please call the ESRB at 1-800-771-3772 or visit www.esrb.org. 
For information regarding licensing issues, please call the ESA at (916) 522-3250. 
Please note that the ESRB rating onlg applies to the content of the game itself 
and does NOT applg to the content of this book. 

Important; 

Prima Games has made everg effort to determine that the information contained 
in this book is accurate. However, the publisher makes no warrantg, either 
expressed or implied, as to the accuracg, effectiveness, or completeness of the 
material in this book; nor does the publisher assume liabilitg for damages, either 
incidental or consequential, that mag result from using the information in this 
book. The publisher cannot provide information regarding game plag, hints and 
strategies, or problems with hardware or software. Questions should be directed 
to the support numbers provided bg the game and device manufacturers in 
their documentation. Some game tricks require precise timing and mag require 
repeated attempts before the desired result is achieved. 


The Sims™ 2 University Expansion Pack i 

Chapter i: What’s New in The Sims™ 2 University? 2 

Chapter 2: Anatomy of a Young Adult Sim 6 

Chapter 3: Influence and Lifetime Wants 10 

Chapter 4: Getting Into College 16 

Chapter 5: Majors, Grades, and All Things Academic . . .22 

Chapter 6: Living at College 43 

Chapter 7: New Careers 58 

Chapter 8; New Objectives 70 

Chapter 9: New Socials 88 

Chapter 10: New NPCs 94 

Chapter 11: Build Mode Additions 97 

Chapter 12: College Town Mode and 

Creating Custom Colleges 100 

Chapter 13; Campus Tour and the Student Bodies . . . .105 


ISBN; 0-7615-4636-7 

Librarg of Congress Catalog Card Number; 2004116621 
Printed in the United States of America 
05 06 07 08 AA 10 9 8 7 6 5 4 3 2 1 


AcKnovjiedgements 

Prima would like to thank JP Dolan, Charles Gast, 

Kevin Gibson, Jack Greaves, Kevin Hogan, Hunter Howe, 
Julie Kanarowski, Beverly Lam, Charles London, 
Lyndsay McGaw, Seth Olshfski, Frank Simon, and 
Thomas Vu for their help with this guide. 



primagames.com 


Protected by copyright. Unauthorized or unlawful copying or downloading expressly prohibited. 





J 


PRIMA OFFICIAL GAME GUIDE 



Chapter i 




Are your Sims ready for a whole new phase of life? 

If so, the exciting world of college awaits: that heady 
time between the teenage years and adulthood 



when Sims learn to spread their wings and 
fly. ..or plummet with a sickening (but oddly 
amusing) thud. 

Until now, Sims went straight from high 
school to the adult world with the snuffing 
of a birthday candle. Now it’s possible to 
spend some time in young adulthood 
gaining skills, meeting dozens of new 
friends, earning money, and opening 
new career vistas. It’s a time to carve 
out your Sim’s future while enjoying 
a casual environment in which a good 
time is always at hand and no one’s a 
stranger— Just a friend you haven’t met. 

The rewards of a successful college 
experience are many: career advantages, 
large friendship networks, time to develop 
skills, otherwise unavailable social advantages, 
and increased ability to control the actions of 
other Sims. 

The following list introduces all the new 
features in this expansion and the following 
chapters provide everything you need to know to 
get the most out of your Sim’s college experience. 


CHANGES TO THE 


CORE GAmE 


Most of the features described in this guide apply 
only to Sims who are in or who have been to college, 
but there are several new or changed features 
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that impact all Sims. Some, like the newly introduced 
Influence, benefit college graduates, but all Sims, old 
and new, can take advantage of that power. 

^ Influence: Sims can accumulate a new power called 
“Influence” through the acguisition (and retention) 
of friends and the fulfillment of certain Wants. 

In turn, you can use this to make otherwise 
uncontrollable Sims do what your Sim commands. 
^ New Socials: Though there are a few Socials 
only available to young adult Sims, this game 
introduces 17 new Socials that most Sims can use. 
^ Career outfits: Whenever your Sims reach a new 
level in their career, the outfit they acguire is 
added to every wardrobe object on the property. 
Mom’s astronaut uniform can be worn anytime 
she wants! 

^ Lifetime Want: When a Sim chooses an Aspiration, 
they are randomly assigned a Lifetime Want — an 
extremely hard-to-achieve Want that, though 
optional, can guide the choices they make 
throughout life. When this Want is achieved, the 
Sim gains a gigantic infusion of Aspiration Reward 
points and Influence points and attains permanent 
Platinum Aspiration — and with it, a lifetime of 
unshakeable good mood. 

^ Household merging: Previously, the only way 
to move Sims from one household (or family) 
to another was through social interactions. 

Now, any family in the Family Bin (in regular 
neighborhoods) or the Student Bin (in college 
neighborhoods) can be moved into an existing 
household and, space permitting, become part 
of it. Merged Sims retain their own surnames. 
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^ New foods: Sims have two new food options. Sims 
with a microwave can now cook a Cup O’ Ramen 
for lunch or dinner or may order Chinese food 
delivery any time of day (be careful, it’s fattening!). 

^ Computers: Computers now feature a new way to 
replenish Fun and Social and build Daily Relation- 
ship with another Sim on the same lot. With two 
or more computers, you can hold a LAN party to 
enjoy multiplayer gaming right in your Sims’ own 
homes. Computers in houses with teens sport new 
functions for getting teens college scholarships 
and moving them to college. 

^ Telephones: If a household has teens in 
it, the telephone has new functions for 
earning scholarships and gaining admission 
to college. 

^ Bartenders and Baristas: Community 
lots can feature commercial Juice and 
coffee bars manned by Bartender 
and Barista NPCs. 

^ New objects: You can use many of the 
expansion’s new objects in neighborhoods. 

These objects include novel versions of existing 
objects as well as completely new and powerful 
items. New items include new Body skill objects. 
Fun objects, group showers, collaborative 
musical instruments, and decorative objects. 

^ Sports party: This new kind of party celebrates 
the glory of watching sports while eating and 
drinking with other Sims. 

^ New TV channel: The new SimStation Sports 
channel features round-the-clock sports coverage. 

^ Personal electronic devices: Sims can purchase a 
cell phone, a handheld game, or an MP3 player. 

COLLEGE FEATURES 

With the advent of the Sims’ university life comes 

dozens of new features and changes that enliven, 

enrich, and entertain your educated Sims. This list. 
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though not comprehensive, gives you an idea of how 
much there is in store. 

^ Young adult Sims: A totally new age group created 
Just for college life. College towns feature a young 
adult-only Create A Sim tool, and an updated 
The Sims™ 2 Body Shop application permits 
cloning and creation of parts for young adults. 

^ Grading and academics: College Sims have the 
freedom to earn their grades in several ways with 
a new grading system. Choose your Sim’s major, 
achieve the skills reguired for each semester, and 
earn grades by doing research or assignments, 
going to class, writing term papers, cheating, or 
getting friendly with professors. Be in a good 
mood, however — happy Sims earn high 
grades more easily. 

^ New Want and Fear slots and locks: 
College students can earn up to two 
additional Want slots and a second 
Want/Fear lock. Dropouts gain an 
additional Fear slot. 

^ New careers and career advantages: 
College graduates have access to four 
new career tracks. These tracks gener- 
ally pay more and have more days off 
than the original eight The Sims™ 2 
careers but demand more skills and 
friends. Additionally, graduating with 
honors can provide a potential auto- 
matic boost in any career track, 
new or old. 

^ New career objects: Each of the four new 
careers come with a new career object. 
These objects enable Sims to change their 
faces, take posed photographs, resurrect 
dead Sims, or (shudder) use other Sims to 
increase their own lifespan. 
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^ New parties: In addition to the sports party (also 
available in neighborhoods), there are two other 
parties available only in college. All graduated 
Sims can throw a final blowout in honor of their 
achievement, and Greek houses can throw the 
extra special toga party. 

^ New self-interactions: Sims can now streak or 
Perform Freestyle. 

^ New lot types: College towns have three new lot 
types. Dorms are large, special-purpose residential 
lots. Greek houses are also residential but Sims 
can live on them only by getting a charter for 
their non-Greek residence or by undergoing a rush 
procedure. College community lots are different 
from regular community lots, allowing some 
unigue services. There’s also the mysterious secret 
society lot found in every university. ..but no one 
talks about those (except, of course, in Chapter 29). 

^ College-only socials: A few of the new social inter- 
actions can only be performed by Sims in college 
or Sims who have graduated. Sims back in the 
neighborhood or who’ve left college early simply 
can’t do, for example. School Cheer. 

^ Student jobs: College students don’t go to work 
like other Sims. Money can be earned hourly by 
doing Jobs on a residential or community lot. 
Students can work for the cafeteria, serve coffee, 
serve drinks, tutor other students, or serve as 
Personal Trainers. They can also play in a band, 
hustle pool, or freestyle for tips. 

^ New Aspiration Reward object: With this 
Aspiration Reward object, your Sims can 
print their own simoleans. 

^ New nonplayer Sims: Several new nonplayer 
Sims populate this expanded world, including 
the Lunch Server, Barista, Professor, Coach, 
Cheerleader, Mascot (and Evil Mascot), 
and Streaker. 


^ New Build mode tools: Builders can now utilize 
the power of multistory columns and doors, 
columns that connect with a lovely archway, 
“smart fences” that realistically space posts in 
long runs of fence, or build walls directly atop 
other walls. This guide even contains a cheat to 
allow editing of dorms. 

NEIGHBORHOODS AND 
COLLEGE TOWNS 


The Sims™ 2 University introduces a new kind of 
neighborhood — the college town — that’s distinct from 
but crucially linked to the core game’s residential 
neighborhoods. The differences between these two 
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locales are extremely important, but the terminology 
used in the game can be confusing. 

For the purposes of this guide, we use a standard 
terminology for the sake of clarity; 

^ “Neighborhood” 
refers to the 
base residential 
neighborhoods that were 
the exclusive locations used 
in the original The 
Sims'"2. 

^ “College town” 
refers to the new 
dependent neighbor- 
hoods in which Sims 
attend college. 


may also attend Sim State, but they don’t both 
exist in each other’s version of Sim State. Sims 
who graduate from a college can only return to the 
neighborhood to which the college is linked, even 
if another version of that college is linked to 
another neighborhood. 

UIHV GO TO COLLEGE? 

The vast majority of this guide is dedicated to this 
guestion, but it helps to see reasons laid out in 
one place. 

^ Sims who go to college have lengthy oppor- 
tunities to build skills and make friends before 
becoming adults. 

^ Sims leave college with several otherwise 
unavailable social interactions. 


^ “Household” refers to the 

collection of playable Sims on a single lot. In 
The Sims™ 2, this grouping was formally called 
a “family,” although Sims not related by blood 
or marriage could be part of it. In college 
towns, however, all such groupings are called 
households. 

College towns are separate from, but linked to, 
your base neighborhoods. Each neighborhood can 
have several colleges linked to it; its teens can 
go there for higher education, and they can be 
summoned there to visit. When a Sim graduates from 
a college, he or she returns to the base neighborhood 
associated with his or her college by way of the 
neighborhood’s Family Bin. 

Remember that the same college template can be 
associated with several or all of your core neighbor- 
hoods, but various incarnations of an individual 
college have no relation to the same college town 
linked to another neighborhood. For example, Jim 
Simmons (a teen from Pleasantview) may attend 
Sim State and Tim Simpson (a teen from Strangetown) 


^ Graduates gain four new challenging and more 
rewarding career tracks, and each has a new 
(and extremely desirable) career object. 

^ Graduates with high grades get a boost in their 
chosen careers in career tracks old and new. 

^ Sims who get through at least sophomore year 
gain up to two new Want slots and a new Want 
lock. Getting past Junior year offers the once- 
in-a-lifetime chance to change Aspiration. 

^ More time to make friends means more time to 
build Influence. 

^ More time to amass Aspiration Reward points 
means you can buy powerful reward objects 
later in life. 
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Chapter 2 

iilMBi Of i 


A DEFINITION 


A young adult Sim is any Sim who is currently 
attending college. Sims who don’t attend college by 
the end of their teen years transition straight into 
adults just as they always have. 



In the original The Sims™ 2 game, there were six ages 
of Sims: babies, toddlers, children, teens, adults, and 
elders. Traditionally, when teens reached the end of 
their high school years, they went directly to the 
working world of adult responsibilities, opportunities, 
and privileges. Now there’s something between the 
freewheeling teen years and the rich but demanding 
adult world: college. 

You can always tell an adult or elder who has been to 
college from one who hasn't. Look at the icons around 
the 9im's current age. If there are six icons (toddler, 
child, teen, young adult, adult, elder), they've at least 
been to — if not graduated from — college. If there are 
only five icons, they've never attended college. 

If the 9im has dropped out or has been booted 
from college, they have the extra young adult icon but 
there is a yellow line through it. 

If, on the other hand, the 9im has graduated — and 
with honors — a star appears near the young adult icon. 



Sims who've been to college 
have an extra age icon under 
their portrait. 


With this new challenge comes a new age of Sim 
life: the young adult. In reality, young adult Sims are 
similar to adults, but the few differences are important. 
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Traditionally, teens Went straight from high school to 
adulthood with the celebration of a birthday. 


Essentially, young adult Sims don’t exist in the 
game outside of college towns except when summoned 
as nonplayable visitors or party guests to households 
in traditional neighborhoods. They cannot be part 
of any normal neighborhood household until they 
graduate and (automatically) become adults. The 
young adult age, then, is an optional detour rather 
than an actual age group. 



Now, Sims arrive at 
college as teens but 
immediately transition 
into sturdier, but still 
youthful, young adults. 


The implications of this are important, especially 
if a young adult has been imported as a teen from 
the linked neighborhood. When a Sim leaves a 
neighborhood for college, they are removed from 
their neighborhood household exactly as if they were 
an adult who opted to find their own place. While 
playing your departed Sim at college, the family back 
home does not age at all! 


-r^ 
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Thanks to the new ability to "merge" households, you 
can move a graduated 9im from the Family Bin back 
into the previous household. If you haven't played that 
household since moving the 9im to college, it will be 
completely unchanged from the time of departure. 


ADULTS AND VET HOT 

Young adult Sims are, in most ways, identical to adult 
Sims. There are only a few things adults can do that 
young adults cannot; 

^ Get Married/Joined 
^ Try for Baby 
^ Adopt 

^ Hold adult careers 

Beyond these limitations, most things about 
young adults is covered in Chapter 6 . They, for 
example, deplete their Needs at the same rate as 
adults (accelerated Hunger and Hygiene depletion), 
and all their Needs (except Energy) tend to weigh 
egually on their overall Mood. 

YOUNG ADULT LIFESPAN 

The young adult lifespan isn’t measured in days as 
are other age groups, but rather in semesters. 


The young adult age is measured 
by progress in school, not by 
passage of time. 


A young adult stays a young adult: 

1. As long it takes to finish four years of college plus 
two free days after graduation, or 

2. Until they drop out or are expelled. 

Barring academic probation (which forces the Sim 
to repeat a semester), a Sim can be a young adult for 
about twenty-six days (three days per semester plus 
two days of postgraduate celebrating). 



This period can be elongated if the Sim goes on 
academic probation (fails to make at least a D+ in a 
semester). Sims on academic probation must repeat 
the semester and are expelled if they don’t earn at 
least a C- on their second try. Thus, the maximum 
time a Sim can possibly be a young adult — repeating 
every semester without getting booted — is fifty days. 



A 9im who voluntarily drops out of college retains what- 
ever benefits they received for each completed year of 
college (i.e., an extra Want slot for finishing freshman 
year) and returns to the Family Bin of the linked 
neighborhood. They won't, however, have access to 
the four postgraduate career tracks. 

An expelled 9im, on the other hand, also keeps 
any earned benefits but pays for bis failure by getting 
an additional Fear slot. 


The young adult age is cut short if the Sim 
voluntarily or involuntarily departs college before 
graduation or if a graduating Sim departs college 
before the end of the two-day post-school break. 

VDUNG ADULT SDCIALS 

Generally, young adults have access to the same 
social interactions as adults (with the notable marital 
and procreative exceptions listed above). However, 
here are some socials that young adults can do that 
adults (who haven’t been to college) cannot; 

^ Hang Out; A group talk interaction for up to six 
Sims. Sims lounge in various seated and reclining 
positions and chat. Teens may do this too. 

^ School Gheer; Entertain interaction that only a 
young adult Sim or adult/elder who has been to 
college can do (even if dropped out or expelled). 
^ Secret Handshake: Eor members of the Secret 
Society or by adults/eiders who’ve both been to 
college and been Secret Society members. 

rr 
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^ Streak: A self-interaction only for college towns 
(they won’t Streak autonomously when visiting 
home neighborhoods). 

^ Talk about Major: Talk interaction between young 
adults only or between young adults and college 
town NPCs. 


Even after they leave 
campus, college alumni can 
still do the School Cheer. 

It Works best, though, with 
other graduates. 

VOUHG ADULT NEEDS 

Though young adults and adults share the same 
approach to their Needs and overall Mood, there is 
a difference in how the Need/Mood game is played 
with young adults. This difference has more to do 
with class-time demands, which is different from 
career-shift demands. 

Sims in college must spend 
tremendous amounts of time 
keeping their Fun Need satis- 
fied because the rigorous 
classes are so draining. 


The difference is, when a young adult returns from 
class, their Fun Need is greatly depleted. No adult 
career has so dramatic an effect. This regular deple- 
tion of Fun makes young adults behave differently 




After Sims leave college, 
they Won't have time to 
really Hang Out anymore. 
Pity, really. 
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when acting autonomously: they spend more time 
autonomously having Fun and interacting with other 
Sims than would an adult. If you’re directing 
a young adult Sim, much more of your time will be 
spent replenishing Fun. 



Note that this is a difference in AUT0N0M0U9 action. If 
you dictate every move your 9im makes, the effect of 
this difference will not manifest. 


VODHG ADDLT “CREATE A SIM ” 

You may import your playable and teen Sims to 
populate your college town or you may design your 
own young adults from scratch. You cannot, however, 
create young adults in the regular neighborhood 
Create A Sim tool. 



The Create New Students button is the doorway to young 
adult Create a Sim. 


Instead, there’s a specialized young adult 
Create A Sim tool available only in college towns. It 
is in the same location as the standard Create A Sim 
tool, under the Students menu (called “families” in 
regular neighborhoods) via the Create New Students 
button. Here you find several differences from the 
standard Create a Family environment. 



Groupings of Sims in college towns are called 
"households" instead of "families." 
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The first difference is the decor, but that’s just 
window dressing (in this case, literally). More impor- 
tant, however, is the change from “Family Name” to 
“Household Name.” 


X. 






Whether you begin a household in an unoccupied dorm 
or in private housing, the household retains (and the 
dorm assumes) its name. If, however, you move the 
household into an already inhabited property or dorm, 
you must merge them with the existing household. The 
new household switches to the old household's name. 
Each 9im's individual surnames remain unchanged. 

You can name your household anything you want. 



Young adults get two name-entry 
fields because they require 
a first and last name. 


Click on the Create A Sim button to begin a Sim. 
The only real difference between this and regular 
Create A Sim is the addition of an extra name slot 
that permits creation of both a first and last name for 
your new Sim. 


Young adults have their 
own style. 
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The only other change in young adult Create A 9im 
results from the tool's specialization. Randomizing, 
Choosing an Existing 9im, and Heads (9tep 2) all draw 
exclusively from young adult content. 






Young adult Sims' 
relationships can 
only be set to Roomie 
or Sibling. 


When you’re done forging your Sim, it’s time to 
add more Sims or set relationships among those you 
already have. The Household Relationships button can 
only establish two kinds of relationships: Roomie and 
Sibling. Anything beyond that (engaged, love, etc.), 
you must earn in the game. 



9ims in a student household are presumed to be 
Roomies, so you don't have to specify this. The only 
relationship you must specify is "9ibling." 


THE Sims" 2 Body Shop 

The Sims™ 2 Body Shop application has changed as 
well. New Sims can be made as young adults. Build 
a new Sim or Clone an existing one and click the new 
Young Adult button on the Change Age wheel. All 
genetics, clothing, and other content for young adults 
is available for your tinkering pleasure. 

THE SIMS™2 BODY SHOP now 
contains a control to create 
young adult Sims. 


Likewise, forge young adult parts in the Create 
Parts tool. When making skin tones, note that there is 
no specific young adult version of the Sim’s skin and 
face in the project folder. Structurally, a young adult 
has a gender-appropriate adult body structure and adult 
skin with their teen face. Therefore, when you create 
a new skin tone project for young adults, you are 
actually making changes to the Sim’s teen facial 
file and to the adult body and hair files. 
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Every Sim, whether in college or not, has more to 
do than they have time for, and each craves a way 
to make others do their bidding. Moreover, they 
all have one thing they desperately desire (above 
all else) so much that achieving it would make them 
happy forever. 

These lofty wishes are now a reality in the form 
of Influence and Lifetime Wants. 


INFLUENCE 



Let's clear up one possible bit of confusion. Chapter 19 of 
this guide refers to "influence" as one of the three goals 
of THE 8lM9™ 2's generational game. In that context, "influ- 
ence" (with a lowercase "i") refers to an older Sim's general 
ability to foster skill (by Teaching) and personality changes 
(by Encouraging) in younger Sims. 

The new concept of Influence (with an uppercase "I") 
refers to the ability to direct uncontrollable Sims to do a 
specific action. 

Sims can now direct another Sim to do something by 
using the “Influence to ...” interaction and choosing an 
action for the other Sim to perform. If necessary, they 
can specify which Sim they should perform it upon. 



Every Sim — except babies — has Influence. 


Now, this kind of power has to be earned. Gaining 
Influence reguires two things: 

1. Influence capacity 2. Influence points 
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iniiuence Capacity 

Influence capacity determines the maximum number 
of Influence points a Sim can accumulate. 

The Influence 
meter is 
located on 
your control 
panel to the 
Aspiration 
meter's left. 



The Influence meter is divided into five levels, each of 
which can hold 2,000 Influence points. 

At full capacity, the Influence meter can contain 
10,000 Influence points: to gain this capacity, however, 
your Sim must win and retain at least twelve friends. 

Initially, every controllable Sim has an Influence 
meter capacity of 2,000 (Level 1). At this initial level, 
they may accumulate up to 2,000 points, enough for 
several low-cost actions. To go further, however, they 
must increase their Influence capacity. 



Winning Influence points when your Sim's Influence 
meter is full is a waste since your Sim lacks more room 
to retain them. Like excess Aspiration points, any points 
above your Sim's maximum capacity are lost forever. 

Therefore, if your Sim is at full capacity and is 
close to gaining the next level in Influence capacity, 
consider locking any Influence-scoring Wants in his or 
her Wants panel and saving them until you have room 
to hold their benefit. 

Influence capacity is built by the accumulation of 
personal (not household) friends (Daily Relationship 
>50 for both Sims). Gaining the reguisite number 
of friends earns another level of Influence capacity. 
Thus, a Sim with zero friends has an Influence 
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capacity level of i (2,000 points). A Sim with one to 
three friends is Level 2 (4,000 points). Ultimately, a 
Sim with 12 or more friends has full Influence capacity 
of Level 5 (10,000) and can exert the most expensive 
Influence actions. 



The number of a specific Sim's friends (not household friends) 
determines that Sim's Influence capacity. 

" C — 

The friends requirement for Influence is different from the 
requirement for career advancement. For careers, any 
friend of anyone in the household counts as a friend for 
any individual 9im. For Influence, only a friend belonging 
to a specific Sim counts toward their Influence level. 

Since Influence level is connected to your Sim’s 
current number of friends, losing a friend could result 
in a loss of Influence capacity. If the Sim’s friend 
count drops below the requirement of the current 
Influence level, capacity will fall until the friend is 
recovered or another made. 


Point at the Influence meter 
to see your Sim's current 
Influence moniker, Influence 
capacity, and how many friends 
they need in order to gain the 
next Influence level. 


Every level of Influence capacity displays a 
moniker indicating a Sim’s level of potential Influence. 



Influence Friends Influence Influence 

Level Reiiuired Capacity Mdniker 

1 D D-2.QDQ Puny PlEader 

2 I 2,DDI-4,DDD Common Cajoler 

3 3 4,DDI-G,QDD Suave Stringpuller 

4 G G.DQI-G.QDD Powerful Persuader 

5 12 G.DDI-ID.DDD Master Manipulator 

Finally, gaining Influence capacity, by itself, doesn’t 
give your Sim any power over other Sims. To actually 
Influence anyone, they must gain Influence points. 

influence Peints 

Influence points are the currency that buys Influenced 
actions. They are gained by fulfilling certain Wants 
and are lost by realizing certain Fears. 


Wants and 
Fears that earn 
Influence are 
surrounded 
by a blue box. 


The Wants and Fears system in the game desig- 
nates certain Wants and Fears as Influence Wants and 
Fears. These Wants and Fears tend to revolve around 
things that would give a Sim bragging rights. Thus, 
gaining a skill for a Knowledge Sim or going steady 
for a Romance Sim would likely earn each Sim 
a measure of Influence points. 

Wants and Fears that will, if achieved, affect your 
Sim’s total Influence points are indicated in the Wants 
and Fears panel by a blue frame around the Want/ 
Fear’s icon. Watch for these Wants and lock them 
whenever you have the opportunity; big Influence 
Wants are precious, so cling to them as they arise. 

^ nalfl \ 

Sims who complete their sophomore year in college are 
rewarded with a second Want/Fear lock. This 
very handy in the Influence game. 
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Influenced Actinns 

There are a variety of actions that are compelled by 
Influence. Every Influenced action costs a certain 
amount of Influence points. The more risky and 
powerful an action, the more Influence is required to 
compel another Sim to do it. For example, it takes 
very little Influence to convince a Sim to tell a joke 
but quite a bit to persuade them to do someone 
else’s schoolwork. 


All possible Influenced 
actions are shown in the 
"Influence to ..." menu. 
Actions that your Sim 
lacks the accumulated 
Influence to use are 
grayed out. 

All possible Influenced actions are listed here with 
their Influence point cost. 

^ Appreciate (500) ^ Kiss (1,500) 

^ Entertain (500) ^ Do My Assignment (2,000) 

^ Talk (500) ^ Garden (2,000) 

^ Flirt (1,000) ^ Repair (2,000) 

^ Play (1,000) ^ Clean (2,500) 

^ Prank (1,000) ^ Cook (2,500) 

^ Fight (1,500) ^ Do My Term Paper (2,500) 

^ Hug (1,500) 

This amount is deducted from your Sim’s Influence 
point total the moment the Influenced Sim accepts 
the challenge. 

While these are all the possible Influenced actions, 
they are not always available or even visible. 

Only actions that are possible will appear in the 
“Influence to...” menu. Repair, for example, only 
appears when there’s something broken on the lot. 
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If nothing’s broken, the Influenced action is deemed 
impossible and won’t be shown on the menu. 

Actions that are possible but cost more than the 
Sim’s current total of Influence points appear in the 
menu but are grayed out. 

D/pes of influenced Aciions 

There are two kinds of Influenced Actions: social 
actions and object-based actions. 

social Actions 

iVhen Influencing a 
social action, you must 
choose the action and 
then the Sim to whom 
it will be done. 


Social actions involve Influencing a Sim to perform 
a social interaction on a third Sim. 



One 9im can't Influence another 9im to perform a social 
interaction on the first 9im. They can only be directed 
toward a third party. 


To begin such actions: 

1. Successfully do the “Influence to...” interaction 
on a Sim. 

2. Indicate which category of action (i.e. Talk, Prank, 
Hug) you want them to perform. 

3. Specify on which third Sim you’d like them to do it. 

After you achieve all three steps, your actions (if 
accepted) take effect. 

You cannot dictate the precise interaction you 
want a Sim to perform, only its category. The influ- 
enced Sim randomly chooses which of the interac- 
tions of that kind they’ll do. This is important 
because, as we’ll see later, the interaction the 
Influenced Sim picks may be doomed to backfire. 
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Object-Based Actiens 

Object-based actions entail instructing a Sim to perform 
some action on an unspecified object on the lot. 

House a mess? Use 
Influence to get someone 
else to clean it. 


Thus, you can Influence a Sim to cook a group 
meal, pull any weeds they find and water dry plants, 
clean any messes they see, or repair any broken 
objects. You can’t control which objects they choose 
or produce. For example, a Sim Influenced to cook 
chooses randomly from the meals available from their 
skill and the cooking objects on the lot. 

Coaxing someone into doing 
your Sim's term paper is a 
real timesaver but it costs 
big Influence points. 


College Sims can Influence others to do their 
schoolwork for them (freeing them up to pursue 
friendships or build skills): 

^ Do Assignment: Influenced Sims randomly choose 
an assignment book from any lying about the lot. 
If no book is on the lot (on a desk, table, or on 
the floor), the action won’t appear in the Influence 
menu. If your Sim has a partially completed 
assignment on the lot (when clicked on, books 
display a completion percentage), make sure it’s 
the only one the Influenced Sim can choose by 
deleting any other stray books owned by your Sim. 
^ Do My Term Paper: Influenced Sim goes to the 
nearest free computer and writes a term paper 
on your Sim’s behalf until the project is done or 
until they are forced to stop by their own Mood 




or Needs. This action is available even if all 
computers on the lot are being used. However, if 
the Influenced Sim can’t get use of any computer, 
they eventually abandon the Influenced action — 
you won’t, however, get your 2,500 Influence 
points back for the aborted effort. 



When Influencing 9ims to do your 9ims' schoolwork, 
make sure your 9ims have the grade capacity to benefit 
from the completion of the work. For example, a 9im 
with only one of the three skill requirements for his 
major for the current semester can't reap the full benefit 
of a finished term paper, wasting an otherwise massive 
boost in his semester grade. 9ee Chapter 5 for details. 


intiuence AcceDtance 
and Rejection 

There is no guarantee that a Sim will accept your 
Sim’s exercise of Influence. Whether they agree to 
perform the action you request depends on their 
Daily Relationship with your Sim. The requirement 
is, however, quite light: Daily Relationship must 

Sure you can get her to 
deliver a kiss, but there's no 
guarantee the other Sitn will 
appreciate it. 


be greater than -50. 



After the Influenced action is accepted, its cost is 
deducted from your Sim’s Influence total. Whether the 
ensuing action is completed successfully, however, 
depends on a number of factors. 

For social actions, the Influenced Sim is always 
able to initiate the social interaction (unless barred 
by the recipient’s age or a family connection) even 
if they’d be unable to attempt it independently. 'P'-J 


0 
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If, for example, the Influenced Sim and the target 
of the action had never met, the first Sim would 
normally be unable to do any action that required 
a positive Lifetime Relationship; it would simply be 
unavailable. Under Influence, however, any relationship 
score-based availability rules are suspended and pose 
no obstacle. 

Availability, however, does not guarantee accept- 
ance; the target of a social interaction decides 
whether to accept or reject the interaction Just as 
they normally would. Thus, sending someone to kiss 
a stranger results in an inevitable rejection, but your 
Sim is charged for the exertion of Influence regardless 
of the outcome, predictable or not. 



A rejected kiss, for example, may seem like a waste 
of Influence. If, however, damaging the relationship 
between two 9ims is your goal, then an inevitable 
rejection could be Influence well spent. 

For nonsocial actions (i.e.. Gardening, Repairing, 
Doing Assignments, and so on), there’s a different 
limitation; the Influenced Sim’s Mood and Needs. 
When your Sim undertakes any of these actions, he is 
eventually kicked out of the action if his Mood drops 
below zero (red) or if Hunger, Energy, Comfort (if 
not seated), or Bladder Needs descend too low. 
Likewise, an Influenced Sim only continues his task 
until his Mood or Needs require him to stop. 
Therefore, be careful which Sims you choose to 
Influence; a Sim in Need distress will agree to serve 
your Sim, but can’t for very long. 



Before Influencing a Sim, see if they are displaying any 
Need fhoughf or scream balloons and whether they've 
recently tended to their Needs. A Sim who's Just been 


to the bathroom may be a better servant than one who's 
Just arisen from a few hours in front of the TV. 



Big Sim on Campus 

Many Sims have a Want to be “Big Sim on Campus.” 
What they actually want is to achieve Level 5 
Influence capacity while still in college. Only this 
combination of conditions satisfies the Want. 

LIFETiniE WANT 

The Lifetime IVant is 
displayed when you point at 
your Sim's Aspiration meter. 


Sims’ lives can be largely driven by their chosen 
Aspiration. Now they have a more specific long-term 
goal with the addition of the Lifetime Want. 



Aspiration is chosen in several ways: 
1. When Sim age transitions to teen 


2. When Sim is created in Create A Sim 

3. When Sim becomes a Junior in college 
(this is the only way Aspiration can be 
changed after initially chosen) 

When an Aspiration is chosen — or, in one specific 
instance, changed — one of the Lifetime Wants associ- 
ated with the Aspiration is randomly chosen for the Sim. 

At the start of a 
Sim's junior year, 
they have the 
chance to change 
Aspiration. 
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The assigned Lifetime Want can be changed only 
if the Sim changes Aspiration (upon starting his junior 
college year). 

Lifetime Wants are extremely long-term and 
are very difficult to achieve. They usually involve 
reaching the top of a profession, reaching certain 
familial, popularity, financial, or romantic goals, or 
by maxing out several skills. 

Rewards for Lifetime want 

When a Sim achieves his Lifetime Aspiration, he 
receives 25,000 Aspiration Reward points, 10,000 
Influence points, and is blessed with permanent 
Platinum Aspiration level] In other words, he gets a 
permanent perfect Mood for the rest of his life. The 
benefits of a constant top-drawer Mood are many. 

When a Lifetime Want is real- 
ized, the Sim gets permanent 
Platinum Aspiration and Mood 
and a huge influx of Influence 
points. They also get a new 
Lifetime Want to earn more 
Reward and Influence points. 

After realizing a Lifetime Want, the Sim is randomly 
assigned another. If he achieves another Lifetime Want, 
he gets another 25,000 Aspiration Reward points. This 
kind of Reward-point wealth makes Aspiration Reward 
objects easy to afford. This, in turn, has further bene- 
fits that make other things (including the achievement 
of additional Lifetime Wants) easier. 

After a Lifetime Want is achieved, it is marked with a 
green check mark. 


Litetime want catalog 

Lifetime Wants include: 

Knowledge 

♦ Max 5 skills 

♦ Become Hospital Chief of Staff (Medicine career) 



♦ Become Cult Leader (Paranormal career) 

♦ Become Ecological Guru (Natural Scientist career) 

♦ Have 10 children abducted by aliens 

♦ Become Mad Scientist (Science career) 

♦ Become Criminal Mastermind (Criminal career) 

Fortune 

♦ Earn §100,000 

♦ Become Hospital Chief of Staff (Medicine career) 

♦ Become Hall of Earner (Sports career) 

♦ Become Tycoon (Business career) 

♦ Become Criminal Mastermind (Criminal career) 


Family 

♦ Graduate 10 children from college 

♦ Have 10 grandchildren 

♦ Marry off 10 children 

♦ Reach golden anniversary 

♦ Become Gaptain Hero (Law Enforcement career) 


Romance 

♦ Become Professional Party Guest (Slacker career) 

♦ Become Visionary (Artist career) 

♦ Become Hall of Earner (Sports career) 

♦ WooHoo with 10 different Sims 

♦ Have 10 simultaneous lovers 

♦ Become Gelebrity Chef (Culinary career) 


Popularity 

♦ Become Cult Leader (Paranormal career) 

♦ Become Icon (Show Business career) 

♦ Become General (Military career) 

♦ Become Hall of Earner (Sports career) 

♦ Become Mayor (Politics career) 

♦ Become Gelebrity Chef (Culinary career) 

♦ Have 10 simultaneous best friends 

♦ Become Captain Hero (Law Enforcement career) 
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Chapter 4 



Young adults generated in a college town’s Create A 
Sim tool can be grouped into households and assem 
bled, ready to matriculate, in the town’s Student Bin 
{Sims™ 2 University’s answer to the Family Bin). 


In the world of The Sims™ 2, getting into college is 
the easy part. Thanks to the wonders of universal 
higher education, all Sims with a high school average 
of D- or better are guaranteed admission into any 
college they choose. Not all may want to go to 
college, and it may not be the right move for 
everyone, but they are certainly free to choose. 

There are various ways to get a student into 
college, each with its own mechanics and strategies. 
Moreover, there are several things a teen Sim can do 
to make the transition to college easier, both academ- 
ically and financially. This chapter covers all pre- 
college guandaries and procedures. 

Teens with an F average in school can't apply for college 
by phone or computer (the College menu on these 
objects won't appear), and their names won't appear in 
the available Teens list in the 9end 9ims to College tool. 


STUDENT SOURCES 

There are four sources of students for your colleges: 

^ Young adults created in the college town’s Create 
A Sim tool. 

^ The Send Sims to College tool found in neighbor- 
hoods and in college towns (in the Families or 
Students control panel, respectively). 

^ Via phone or computer from a neighborhood 
household. 

^ Preassembled households from the Student 
Bin or already on a lot (in either private or 
Greek housing). 

primagames.com 






Assemble the 
ideal Freshman 
class in young 
adult Create A Sim. 


These students are 


just like any others, 
save three crucial details 
skills. Influence capacity, 
and Aspiration Reward 
points. Since they have 
not grown up organi- 
cally in the game, 
they enter college with 
no skills, no accumulated 
Aspiration Reward points, and 
no friends (which dictate Influence point capacity). 

As such, playing them is more difficult than playing a 
continuing teen Sim who’s already built skills, amassed 
Aspiration points, and established friendships. 



Create A Sim products 
arrive in college fresh 
off the proverbial 
turnip truck, with no 
skill development and 
only starting friend- 
ships with their 
household mates. 
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when playing with a young adult built in the college town's 
Create A Sim, you have the luxury of choosing an Aspiration 
with college in mind. Knowledge Sims tend to have the 
easiest time in college since learning skills simultaneously 
satisfy their most common Wants (raising their Aspiration 
bar into Platinum level, making them able to study longer 
and meet skill requirements more easily). 

Moreover, a seasoned Sim will likely have accumulated 
some store of Reward Points that can be spent on objects 
that aid in college life (the Thinking Cap for fast skill building 
or the Cool Shades for amplified relationship development). 

With Romance, Popularity, Wealth, and Family Sims, 
education is more difficult since their Wants tend to pull them 
AWAY from their studies. If you dedicate them to school, their 
Aspiration level will be difficult to maintain, and they won't be 
able to study as long as they would with a Platinum good Mood. 

The trick is this: you get to choose a new Aspiration 
for any Sim who finishes Junior year. If you want your 
young adults to graduate with an Aspiration other than 
Knowledge, start them as Knowledge Sims and change them 
later to whatever you feel is their destiny. 


Send Sims to College 

The Send Sims to College button is available in both 
the neighborhood and college town via the Families 
and Students console, respectively. Through it, you 
can quickly assemble a household of teens from the 
college town’s linked neighborhood. 



Located in the Students console in college towns or in the 
Family console in neighborhoods, the Send Sims to College tool 
is an easy Way to assemble households of preexisting teens. 

This three-panel tool lets you handpick which 
teens in a neighborhood will make the big move from 
family life to college. All selected teens are simultane- 
ously removed from their individual households (if 
they have one) and assembled as a household in the 
Student Bin of every college. 


IIP 

Since the move to college involves an age transition, existing 
teens moved to college retain all of their skills. Aspiration 
Reward points. Personality profiles, family connections, and 
relationships. Two things, however, do change: 

♦ Crush/Go Steady status: Since teens can only develop 
romantic relationships with other teens, age transi- 
tioning erases any existing romantic relationships, even 
if the teens become young adults together. To remedy 
this, verify that the teens retain the requisite Daily 
and/or Lifetime relationship minimums between them 
and do a romantic interaction to reestablish the bond. 

4 Aspiration Level: As discussed in Chapter 21, when 
Sims age transition, the scale of their Aspiration meter 
expands and the Sim's previous Aspiration Level drops. 
This isn't a penalty. Just a necessity of the greater 
challenge of maintaining high Aspiration in a new age. 





Every qualifying teen from the 
home neighborhood is listed in 
the Send Sims to College tool. 


Every teen (with a D- average or better) in the 
neighborhood is listed in the left-hand pane, including 
playable, NPC, and Townie teen Sims. Teens that 
were actively playable in the home neighborhood 
are highlighted with a green Plumbob jewel to 
the left of their name. 


^ < fJOlfi 

There are several ways to get originally playable teens 
into college, but Townie and NPC Sims from the home 
neighborhood can only be enrolled via the Send Sims 
to College tool. This, too, is one of the easiest ways 
to convert an otherwise unplayable Townie Sim into 
a full-fledged playable Sim. 

Townie and NPC Sims, unlike newly created 
young adults, usually arrive with some skills developed 
and possibly several relationships. They'll have an 
Aspiration but it will begin at neutral level with no 
accumulation of Reward points. They may even 
have some memories. 
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When a teen’s name is clicked, his or her picture 
appears in the middle pane along with the amount of 
starting money for college. This figure includes §500 
(grant given to all teens to start college) and the 
sum of any scholarships awarded the teen (see the 
“Scholarships” section later in this chapter). 



Though this tool is the easiest way to move teens to 
college, it pays to first see if any of your playable teens 
are eligible for scholarship funds. Go into each playable 
house containing a teen and have him or her use the 
phone or computer to apply for scholarships. Then, save 
the households and return to the 9end 9ims to College 
tool. The new funds (if any) will have been added for 
the big move. 



Students with scholarship 
money will display a higher 
total of funds. 


The right-hand pane lists all students you’ve 
selected to be in the household. To add the selected 


Sim to the college household, click on the right-facing 
arrow (with the “+” in it). 

To remove a Sim, highlight the Sim’s name and click 
the left-facing arrow (with the in it). Here you may 
also input the college household’s name and preview 
how much money they’ll have together. With that, the 
teen’s moved out, and the household is created and 


added to every linked college’s Student Bin. 


From neighborhood Lots 

Teen Sims may enroll in college individually from their 
own home lots if they have a D- or better average in 
high school. 
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Enrolling can be done from either any house or 
cell phone, or from any computer. 

The application process 
is a breeze: pick up the 
phone and ask. 


With either object, select the College menu and 
select “Move to College.” The remaining residents of 
the household bid farewell to the departing teen, and 
a taxi ships the teen off to school. 

After the departing Sim’s cab leaves, the Sim is 
removed from the household. The rest of the family, 
however, continues without the departing student, 
going on with the business of life. 



When a sfudenf is moved ouf fo college, you can undo 
fhe decision by exiting the household and choosing NOT 
to save it. When you reenter the house, the student will 
be restored and everything will be back the way it was 
at the last save. 


To rejoin your incoming Freshman at college, 
choose a school and locate the teen in the Student Bin. 



If a teen qualifies, he or she may be eligible for one 
or more scholarships to add to starting school funds. 

To find out, make the first phone call or computer 
connection to the "Apply for 9cholarship" selection 
in the College menu. After taking care of that business, 
the teen can enroll in college with the maximum 
possible resources. 
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Prefabricated Househeids 

Each college’s Student Bin comes with several 
premade college households that you can move in 
or merge into college housing. These Sims are fully 
realized with some (but not much) skill development 
and a few preexisting relationships. 



The college town Student Bins are brimming with student 
households eager to get to school. 

Additionally, each college has several households 
already moved in and ready to play. Mostly, these 
households are in the more expensive private housing 
rather than dorms. Almost every college also has two 
Greek houses that you’re free to play (but can’t 
merge any other household into). 


mouiHG sims m 

Regardless of how a student household is assembled, 
all are deposited in the Student Bin. From there, they 
can be moved or merged as playable Sims into any 
occupied dorm or private residence. They cannot, 
however, be moved directly into a Greek house, as 
those lots reguire an in-game invitation before a Sim 
may move in. For more on this procedure, see 
Ghapter 6. 



The 9-tudent Bin is shared between all college towns 
connected with a neighborhood. 


Established households are 
even more developed than 
premade Student Bin house- 
holds. Don't be shy about 
dropping in on them. 


> notfi 

Bim Greek houses, even if called "fraternity" or "sorority," 
are not gender discriminatory. Any Sim, regardless of 
gender, may be invited to move into any Greek house. 

If you don’t want to build your own Sims in 
Create A Sim and don’t wish to uproot your neigh- 
borhood teen Sims, these households are a good way 
to get a feel for college life in the Sims’ world. 



All playable Sims in a household (even when 
merged with an already established household) will 
share their collective funds. Nonplayable Sims may 
not expend these funds, but any one member of the 
household may draw from them freely. 

The difference between a dorm and private 
housing is largely a matter of money. Monthly 
bills in dorms are lower (regardless of dorm size) 
than in private housing. 


las, it 
ctly 
n into 


Gf' 
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On the upside, dorms offer far more amenities 
than private housing, and full residential food service 
is included in the cost of residence. Students in 
private homes must cook for themselves. 

GRANTS AND SCHOLARSHIPS 

All teen Sims (above an F grade) who desire it are 
guaranteed admission to college, and all students get 
automatic grants to get them started financiallg while 
away at school. 

Upon admission, all Sims receive grants of §500. 
This money is added to the collective funds of their 
new college household. 

Scholarships 

Sims can get off to an even better financial start at 
college if they can win one or more scholarships. 

Each scholarship awarded adds §1,000 to the Sim’s 
starting college funds. 



Scholarships are awarded either by phone or computer to 
qualifying teens. 


Getting scholarship money reguires two things: 
^ Meeting the scholarship’s gualifications 
^ Applying for scholarships by computer or phone 
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Auallable Scholarships 


SCHDLARSHIP 

QUALIFICATIDN 

Award 

Hogan Award for Athletics 

Level 8 nr higher Body skill 

§750 

Bain-Gardan CommanicatiDns Fellowship 

Level 8 nr higher Charisma skill 

§75D 

Kim Metro Prize far Hygienics 

Level 8 nr higher Cleaning skill 

§750 

London Culinary Arts Scholarship 

Level 8 nr higher Conking skill 

§750 

Will Wright Genius Grant 

Level 8 nr higher Login skill 

§750 

Bui Enginaering Award 

Level 8 nr higher Mechanical skill 

§750 

Quigley Visual Arts Grant 

Level 8 nr higher Creative skill 

§750 

SimCity Snhniar's Grant 

A- nr better in high snhnni 

§I,DD8 

Extraterrestrial Reparations Grant 

Abducted by aliens 

§1,588 

Young Entrepreneurs Award 

Level 3 in any teen career 

§750 

Undead Educational Scholarship 

Feen is a Zombie 

§1,588 

Phelps-WilsnnnEf Billiards Prize 

Level 8 Pool skill 

§I,DD8 

Tsang Fontwork Award 

Level 8 Bancing skill 

§I,DD8 

Orphaned Sims Assistance Fund 

Sim has no living parents 

§1,588 




Pool and Dancing skills are invisible skills developed by 
using the pool table and partner dancing with other 
Dims, respectively. These skills are built by spending 
time and accomplishing special moves in 
each of these activities and provide 
access to greater performance and 
more advanced tricks. There is, 
however, no way to view your Dim's 
status in either skill, so qualifying for 
these scholarships is a matter of trial 
and error; if you don't qualify, dance > 

or shoot pool more and try the i 

scholarship again. For details on f 
Dancing and Pool skills, see the 
"Hidden Qkills" section in 
Chapter 22 and the "Corner 
Pocket Pool Table" section in 
Chapter 8, respectively. 

The Zombie scholarship is Y 

available automatically if a teen has / j ' 
been returned from the dead as a 
Zombie. For more info on Zombies, 
see Chapter 8. 
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PRE-COLLEGE WANTS 
AND FEARS 

Every teen can go to college, but not every teen 
wants to go to college. Some don’t really care, some 
want it, and some want it so badly, they fear not 
going to college. 

Likewise, the parents and grandparents of teens 
can get wrapped up in their offspring’s college 
prospects, also wanting them to advance to higher 
education and, in some cases, fearing they’ll miss out. 

College can, thus, be a major Aspiration-scoring 
opportunity for some Sims. 



All teen Sims Want to go to college, though only those who 
REALLV Want it will show it in their IVants panel. Satisfy this 
desire and they arrive at college with a huge boost to 
Aspiration score and Influence points. 

Generally, all Sims have a Want to go to college, 
but some want it more than others based on person- 
ality and Aspiration. 


Pre-CDllege Wants and Fears 




Who? 

Want 
DR Fear? 

WHAT? 

IF 

Want dr Fear Pdwer AMPiiFiED By 

Teens 

Want 

To go to college 

■ 

Dutgoing/Shy, Wealth, or Knowledge 
Aspiration. If Knowledge, increased further 
if teen gets a scholarship 

Knowledge or Wealth teen 

Fear 

Not going to college 


Grade drops to F or adult transition nearing 
Dutgoing/Shy 

Parents/Grandparents of teens 

Want 

Teen to go to college 

High Lifetime relationship 
with teen 

If Parents/Grandparents are Knowledge or 
Family Sims 

Parents/Grandparents of teens 

Fear 

Teen not going to college 

High Lifetime Relationship, teen 
grades drop to F, or teen's 
adolt transition approaching. 

If Parents/Grandparents are Knowledge or 
Family Sims 

Teens/Parents/Grandparents 

Want 

Apply for any scholarship 

Teen is nearly qualified or has 
qualified but not applied for 
any scholarship 

For Parent/Grandparents, if they're Wealth Sims 

Teen Wealth Sim 

Want 

Gollect moltiple scholarships 

Has already gotten one 

— 


^ nolfi 

Keep in mind that when discussing the "power" or 
"strength" of a Want or Fear, we're talking not about how 
many Reward points it's worth or how much it will raise the 
Aspiration score, but how loudly it advertises itself to be 
shown in the Want/Fears panel. The top four strongest 
Wants and the top three strongest Fears are the ones 
displayed in the panel, so a Want or Fear must be pretty 
potent relative to all others to appear and be scorable. 


— C JlOlfi ■ ■ ■ ■ 

Wants and Fears about going to college will also build 
Influence. Make sure your Knowledge and Wealth 9ims 
have enough Influence capacity to absorb the Influence 
benefit of these Wants. 



Protected by copyright. Unauthorized or uniawfui copying or downioading expressiy prohibited. 


PRIMA OFFICIAL GAME GUIDE 


nwmjy 


Chapter s 




iuraiitfiiiiBiinflf 


Not every Sim needs to make the dean’s list to 
consider their college experience a success, but they 
must have a measure of academic achievement to 
remain on campus and to, in career terms, make the 
experience worth the effort. Whether you want your 
Sims to score straight As or just sgueak by and party 
to the max, you gotta know how to work the system. 

This chapter describes the standards by which 
Sims are evaluated and rewarded for their academic 
toils and describes the choices and advantages 
implicit in choosing a major. 

YEAR STRUCTURE AND 
SENIESTER SYSTEIYI 

note 

In college towns, there's no way to know precisely what 
day of the week it is (the console shows only the year, 
semester, and time of day), but it doesn't matter. 

Classes are held seven days a week, and when your 9im 
chooses to unwind is up to them. 

Unlike the basic game of The Sims™ 2, the college 
experience isn’t measured in days but rather in 
academic years and semesters. The college experience 
is divided into the four traditional academic years; 
Freshman (Fr), Sophomore (So), Junior (Jr), and 
Senior (Sr). Academic years are divided into two 
grading periods (“semesters”) during which your 
Sim must earn passing grades. Each semester lasts 
approximately three days. 
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note 


More precisely, your Sim's first exam is exactly 72 hours 
after they arrive at college, and each subsequent exam 
is 72 hours after that. 



During each three-day semester, Sims must build 
their “academic potential” (by meeting skill require- 
ments) and accumulate “Class Performance” (by 
doing things that earn grade points). 

Each semester concludes with a final exam that is 
your Sim’s last chance to contribute to the semester’s 
Class Performance. At this exam’s end (whether your 
Sim attends or not), the Sim’s semester grade and 
grant are announced and awarded, and their GPA 
is raised or lowered as the new grade is factored. 
They then move to the next semester; however, if 
they scored below a C-, they must repeat the 
previous semester. 

When Sims are promoted to a new academic year, 
they are also awarded an additional bonus that 
affects their Aspiration and Wants. 

Upon successful completion of Senior year’s 
second semester, the Sim graduates and receives his 
final grant, the Senior year Aspiration award, and 
final GPA. If the GPA is high enough, the Sim gradu- 
ates with honors and may receive a level boost in 
any postcollege career. 

After graduation, the Sim can remain on campus 
for two days to do whatever they wish; have fun, 
socialize, build skills, etc. They depart college for 
their base neighborhood by letting this time expire, 
summoning a taxi, or throwing a Graduation Party. 

COLLEGE CONSOLE AND THE 
PERSONAL ACADEiniC CLOCK 

As previously mentioned, the console for young 
adults is a bit different than for Sims in the neighbor- 
hoods. There’s also an difference in the way the clock 
works for timing the Sim’s final exams. 
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ocademic Year indicator 

When you select a Sim, his portrait appears in the 
console. Below this is his Academic Year indicator (in 
lieu of his Age indicator). The Sim’s current year is 
(just as with Sims’ current age group back in the neigh- 
borhoods) expanded and then split into two halves 
representing the two semesters of the current year. 
Other years (past and future) are abbreviated and the 
Semester indicator is combined into a single small 
circle; if the circle is blue, the year was completed. 


The Academic Year indicator is 
below the active Sim's portrait. 
The current year is split into two 
(semesters), and past and future 
years are minimized to small dots. 


Point at the Academic Year indicator to see the 
number of hours until the Sim’s final exam for 
the current semester. This is how much time you 
have left to build this Sim’s Class Performance. 

Point to the Academic Year 
indicator and a pop-up tells 
you when the active Sim's 
next exam is. 


The Personal Exam ciocii 

Every Sim has an invisible clock that indicates when 
their exams take place. This is linked to your Sim’s 
home clock, which is based on how often and for 
how long your Sim leaves their lot to visit others. As 
a result, Sims who arrived on campus together may 
start to have exams at wildly different times, even in 
the middle of the night. 

To further explain, when a Sim leaves a lot and 
goes to another, the clock on the previous lot freezes 




the moment the Sim departs. When the Sim arrives at 
the new lot, the clock there runs as long as that lot is 
loaded. Then, when the Sim returns home, the clock 
picks up where it left off, as if the Sim never left. 

This “time warp” means a Sim can leave their 
home lot at the semester’s beginning, go to a 
community lot, do all their skill and class work on the 
community lots, return home, and be ready for their 
exam with little or no time coming off the home lot 
clock. For this reason, exams are scheduled by the 
Sim’s “personal clock,” which continues to run when- 
ever the Sim is playable. 

Don’t, therefore, rely on the day clock time or 
when the exams of other playable Sims are supposed 
to occur. When the exam is less than five hours 
away, announcements are made and the Sim’s Skills 
and Major panel changes to show when the next 
exam will be. Let these be your guide. 

niAJORS 

All Sim universities offer eleven majors of specialized 
study (plus four semesters of an Undeclared 
curriculum). Each major offers different classes (with 
differing times and durations), reguires development 
of a different combination of skills, and connects to 
a distinct selection of three adult careers. 


Class Schedules 


Each major (including Undeclared) offers one class 
per semester, meeting every day at the same time for 
the same duration. Most classes are two hours but 
some reguire three. 



A Sim's current class title 
and time are shown in the 
Skills and Major panel. 


a long way toward your Sims’ semester grades. 
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Punctuality and a good Mood (+55 or higher) earn 
your Sims the most points for their class time. From 
the time a Sim leaves for classes until they return, 
their Needs shift: 

^ Bladder: -5 per hour ^ Hunger: -5 per hour 

^ Comfort: -5 per hour ^ Hygiene: -5 per hour 

^ Energy: -2 per hour ^ Social: +2 per hour 
^ Fun: -5 per hour 

Shills 

Every new semester, a student must meet certain skill 
reguirements in up to three skills. As skill levels rise 
and take longer to acguire. Junior- and Senior-year 
semesters only reguire two targets. 


CookliKi ' 
rtect-anlca' I; 
chatfsnrtal 

I- 

Logic' ' ' 
CMitivicy i .: 
Cleaning 


Skill levels needed for the current 
semester are outlined in the Skills 
and Majors panel. As you meet 
these requirements, the Class 
Performance meter expands to 
accommodate more grade points. 


Each major features one skill most prominently, 
and each major tends to coincide with careers that 
emphasize the same skill. Smart planning of a Sim’s 
future takes into account: 

^ Which majors spotlight which skills 
^ Which careers a major favors 
^ Which careers and majors share the most 
common skills 


Ideal Careers 

Each major prepares graduates for three careers. 
Graduating with the skills needed to succeed in your 
chosen career is an obvious benefit. 

IVhen choosing a 
major, its ideal 
postcollege careers 
are displayed. 


Less obvious is the extra bonus of moving into a 
career with the proper major. If a Sim graduates with 
honors and goes into one of the three ideal careers 
for their major, they begin one level higher than they 
would in nonaligned careers. 

The Majors 

Here are the 12 possible majors for a young adult Sim. 
Each major includes an icon, the skills it reguires, its 
ideal careers, and its class title and schedule. 

undeclared 

^ Primary skill: None 
^ Other reguired skills: All 
^ Linked careers: None 




Glasses 


Semester 

Class TiiLE 

CDDKiNG Mechanical CNARiSMA Body Locic 

CREATiViTY CLEANiNG HOURS 

Freshman 1 

The Warld: A Sarvey ef Everything That Ever Happened 

1 — — — 1 

1 — 3 p.m.-5 p.m. 

Freshman 2 

Academic Argument: Beyand “Did Nat, Did Tea" 

— 1 — 1 — 

— 1 8 a.m.-ll a.m. 

Saphemare 1 

Warkshap: Writing Mare Gaadly 

— 2 1—2 

— — 8 p.m.-ID p.m. 

Saphemare 2 

Intra ta Philesaphy: Yaur Insignificant Place in the Universe 

2 _ _ _ _ 

2 2D p.m.-8 p.m. 
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Qims must declare a major before the^ begin Junior 
year. If they remain Undeclared at this point, the 
major switches automatically to Philosophy (see the 
"Philosophy" section). 


Art 

^ Primary skill: Creativity 
^ Other required skills: Cooking, Mechanical, Charisma 
^ Linked careers: Artist, Slacker, Culinary 



Glasses 


Semester 

Class TiTtE 

CDDKiNG 

Mechanical CNARiSMA Body Locic 

CREATiViTY 

CLEARiNG Hours 

Freshman 1 

Stick Figures: Lewering the Bar 

— 

1 

— — — 

1 

1 2 p.m.-4 p.m. 

Freshman 2 

Life Drawing: An Excuse te See Naked Peeple 

— 

— 

1 1 1 

— 

— 5 p.m.-7 p.m. 

Saphemare 1 

Underwater Basket Weaving: Art Meets Fitness 

1 

— 

2 — — 

2 

— ID a.m.-l p.m. 

Saphemare 2 

Oil Painting and Other Ways ta Peisan Oneself 

2 

2 

— — — 

3 

— 7 p.m.-B p.m. 

Janier 1 

Art Histary 1: Artists Yau'll Never Be as Gaed As 

— 

3 

3 — — 

— 

— 4 p.m.-B p.m. 

Janier 2 

Art Histary 2: Artists Yau're Already Way Better Than 

3 

— 

— — — 

4 

— 9 a.m.-ll a.m. 

Seniar 1 

Impressianism and Other Blurry Mavements 

4 

4 

— — — 

— 

— 7 p.m.-ID p.m. 

Seniar 2 

Canceptual Art: Ne, Really. It's Art 

— 

— 

4 — — 

5 

— 8 a.m.-ID a.m. 


Biology 

^ Primary skill: Logic 

^ Other required skills: Mechanical, Body, Cleaning 
^ Linked careers: Natural Scientist, 

Law Enforcement, Medicine 

Glasses 

Semester Class TiTtE 

CDDKiNG Mechanical Charisma Body 

Logic 

Creativity Cleaning 

Hours 

Freshman 1 

Lab Teehniqaes 1: Peking at Things with Tweezers 

1 1 

— — 

1 

— — 

5 p.m.-7 p.m. 

Freshman 2 

Beginning Disseetinn: Why the Frag Hates Yau 

— — 

1 1 

— 

1 — 

4 p.m.-7 p.m. 

Saphemare 1 

Enzymes: Ase Up Year Life 

— — 

— 2 

2 

— 1 

9 a.m.-ll a.m. 

Saphemare 2 

The Lysezame: Everybedy's Faverite Trasb-Eater 

— 2 

— 3 

— 

— 2 

ID a.m.-l2 p.m. 

Janier 1 

Inbibiter Malecules: Nature's Bereauerats 

— 3 

— — 

— 

— 3 

3 p.m.-B p.m. 

Janier 2 

Barbarygmic Digestien 

— — 

— 4 

3 

— — 

G p.m.-B p.m. 

Senier 1 

Xenebialagy: Wba's Prebing Wba NOW? 

— 4 

— — 

4 

— — 

B p.m.-ID p.m. 

Senier 2 

Seniar Thesis: The Laganaphyllis Simnevarii 

— — 

— — 

5 

— 4 

3 p.m.-5 p.m. 
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Drama 

^ Primary skill: Charisma 
^ Other required skills: Body, Logic, Creativity 
^ Linked careers: Show Business, Politics, Athletic 

Glasses 


Semester 

Class TiitE 

CDDKiNG Mechanical CNARiSMA Body 

LOCiC 

CREATiViTY 

CLEANiNG Hours 

Freshman 1 

The History of Ancient Drama: 
When Every Play Ended with Death 

1 1 1 

— 

— 

— 

— ID a.m.-l2 p.m. 

Freshman 2 

Improvisation: Because Scripts Are for Wusses 

— — — 

1 

— 

1 

1 7 p.m.-D p.m. 

Sophemore 1 

Pratfalls and Other Ways to Give Up Your Dignity 

— — 2 

2 

1 

— 

— II a.m.-l p.m. 

Sophemore 2 

Costume Design: Because Naked Actors Are Distracting 

— — 3 

— 

2 

2 

— 2 p.m.-4 p.m. 

Junier 1 

Moving Pretentiously: A Modern Dance Workshop 

— — — 

3 

— 

3 

— G p.m.-D p.m. 

Junier 2 

Stage Camhat without Killing Your Peers 

— — — 

4 

3 

— 

— 5 p.m.-7 p.m. 

Senior 1 

The Dne-Sim Show: Drama far Those Who Don't 
Play Well with Others 

— — 4 

— 

— 

4 

— II a.m.-2 p.m. 

Senior 2 

Characterization: Becoming Someone More 
Interesting Than You 

— — 5 

— 

4 

— 

— 3 p.m.-5 p.m. 


Economics 

^ Primary skill: Charisma 

^ Other required skills: Mechanical, Logic, Creativity 
^ Linked careers: Business, Politics, Show Business 




Glasses 


Semester 

Class TiTLE 

CDDKiNG Mechanical Charisma Body 

Logic 

Creativity 

Cleaning Hours 

freshman 1 

Why Money Does Grow on Some Trees 

1 — 

1 — 

— 

— 

1 5 p.m.-7 p.m. 

Freshman 2 

Work Is far Lasers: A Counterfeiting Workshop 

— 1 

— 1 

— 

1 

— G p.m.-D p.m. 

Sophomore 1 

Economic Forecasting: Guessing Never Hurt Anybody 

— — 

2 — 

1 

2 

— 4 p.m.-G p.m. 

Sophomore 2 

Laissez-Faire and Dther Lazy Policies 

— 2 

3 — 

2 

— 

— 12 p.m.-3 p.m. 

Junior 1 

Econometrics: Graphs a' Plenty 

— 3 

— — 

— 

3 

— 2 p.m.-4 p.m. 

Junior 2 

Converting Video Game Money Into Real Simalcans 

— 4 

4 — 

— 

— 

— 8 p.m.-ID p.m. 

Senior 1 

Exploiting the Environment for Fun and Profit 

— — 

— — 

3 

4 

— 12 p.m.-2 p.m. 

Senior 2 

Senior Project Internship: Coffeemaking at 
Landgraab Enterprises 



5 — 

4 

— 

— 2 p.m.-4 p.m. 
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Hisiorv 

^ Primary skill: Logic 
^ Other required skills: Mechanical, Charisma, Creativity 
^ Linked careers: Military, Artist, Politics 

Glasses 


Semester 

Class TiiLE 

CDDKiNG Mechanical CNARiSMA Body 

LOCiC 

CREATiViTY CLEARiNG 

Hours 

Freshman 1 

Intra ta Histary: Peaple Mere Impartant Than Yea 

1 — 

— 1 

1 

— — 

8 p.m.-ID p.m. 

Freshman 2 

Civilizatian: Why It's Rarely Very Civil 

— 1 

— — 

— 

1 1 

3 p.m.-5 p.m. 

Saphemare 1 

Revisianism: It's Nat Lihel If They're Dead 

— — 

1 — 

2 

2 — 

4 p.m.-B p.m. 

Saphemare 2 

Memerizing Names and Dates: An Alternative ta Learning 

— 2 

2 — 

3 

— — 

12 p.m.-2 p.m. 

Janier 1 

Ethnagraphy: Why Thase Peaple Seem Strange 

— — 

3 — 

— 

3 — 

1 p.m.-3 p.m. 

Janier 2 

Palitical Science Majars: Why Yau Shauld Hate Them 

— 3 

— — 

4 

— — 

3 p.m.-B p.m. 

Seniar 1 

Anthrapalagy: Nat as Ceal as in the Mavies 

— 4 

— — 

— 

4 — 

5 p.m.-7 p.m. 

Seniar 2 

Histaric Pessimism: Why We'll Never Learn 

— — 

4 — 

5 

— — 

1 p.m.-3 p.m. 


Literature 

^ Primary skill: Creativity 
^ Other required skills: Mechanical, Charisma, Body 
^ Linked careers: Criminal, Slacker, Show Business 

Glasses 


Semester 

Class TiTLE 

CDDKiNG Mechanical Charisma Body Logic 

Creativity 

Cleaning Hours 

Freshman 1 

Hew te Jedge a Beak By Its Caver 

— 1 

— 

— 1 

1 

— 1 p.m.-3 p.m. 

Freshman 2 

Haiku: Farm Over Functian 

1 — 

— 

1 — 

— 

1 12 p.m.-3 p.m. 

Saphemare 1 

Wards Ending with -eth: A Shakespearean Study 

— — 

1 

2 — 

2 

— 2 p.m.-4 p.m. 

Saphemare 2 

The Girl fram Nantecket and Other Fameas Limericks 

— 2 

2 

— — 

3 

— II a.m.-l p.m. 

Janier 1 

lambic Pentameter: DaDUM DaDUM DaDUM DaDUM DaDUM 

— 3 

— 

— — 

4 

— 2 p.m.-4 p.m. 

Janier 2 

Understanding C. Lenden's Cemplete Works: Good Leek, Kid 

— — 

3 

3 — 

— 

— 9 a.m.-ll a.m. 

Senier 1 

Using Bizarre Metaphors: Life Is Feeding 
Baked Alaska to Zombies 

— 4 

— 

4 — 

— 

— 2 p.m.-5 p.m. 

Senier 2 

Senior Project: Translations from the Simlish 

— — 

4 

— — 

5 

— 3 p.m.-5 p.m. 
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Mathematics 

^ Primary skill: Logic 
^ Other required skills: Mechanical, Creativity, Cleaning 
^ Linked careers: Natural Science, Science, Criminal 

Glasses 


Semester 

Class TiiLE 

CDDKiNG Mechanical Charisma Body 

Logic 

Creativity 

Clearing 

Hours 

Freshman 1 

Remedial Additian: The Fingers and Taes Technique 

— 1 

— 1 

1 

— 

— 

1 p.m.-3 p.m. 

Freshman 2 

P = NP and ether Straightferward Praafs 

1 — 

— — 

— 

1 

1 

3 p.m.-B p.m. 

Saphemare 1 

PEMDAS and Yea 

— 2 

1 — 

2 

— 

— 

II a.m.-l p.m. 

Saphemare 2 

Stepping Rabat Hardes: Dividing by Zera 

— — 

— — 

3 

2 

2 

G p.m.-8 p.m. 

Janier 1 

30 Eeametry: Re-imagining tbe Plumb Bab 

— 3 

— — 

— 

3 

— 

3 p.m.-B p.m. 

Janier 2 

Reasaning with Irratienal Numbers 

— — 

— — 

4 

— 

3 

7 p.m.-B p.m. 

Seniar 1 

Matbematics in Nature: Pinecenes and tbe Gelden Ratia 

— 4 

— — 

— 

— 

4 

II a.m.-l p.m. 

Seniar 2 

1337 Ways te Write a Lemma 

— — 

— — 

5 

4 

— 

1 p.m.-3 p.m. 


Philosophy 

^ Primary skill: Logic 
^ Other required skills: Cooking, Charisma, Creativity 
^ Linked careers: Slacker, Culinary, Paranormal 




Glasses 


Semester 

Class Title 

CDDKING 

Mechanical Charisma Body 

Logic 

Creativity 

Cleaning Hours 

Freshman 1 

What Is tbe Meaning nf This?l 

— 

1 

— — 

1 

— 

1 ID a.m.-l2 p.m. 

Freshman 2 

The Refrigerater Light: Preaf vs. Faith 

1 

— 

1 — 

— 

1 

— G p.m.-B p.m. 

Sephemere 1 

Did Dead Guys Whe Thaaght Stuff 

— 

— 

— 1 

2 

2 

— 12 a.m.-2 a.m. 

Saphemare 2 

Optimists and Other Idiets 

2 

— 

2 — 

3 

— 

— 4 p.m.-G p.m. 

Janier 1 

Philasephy's Place in the Neighbarhead: Anywhere? 

— 

— 

— — 

4 

3 

— 9 a.m.-l2 p.m. 

Janier 2 

Existentialism: Depressing Ynerself an Purpase 

3 

— 

— — 

— 

4 

— II a.m.-2 p.m. 

Senier 1 

Whe Eentrels the Pie Menu and Why? 

— 

— 

3 — 

5 

— 

— 4 p.m.-G p.m. 

Senier 2 

Senier Preject: Preparing fer the Fast Feed Industry 

4 

— 

4 — 

— 

— 

— ID a.m.-l2 p.m. 
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Physics 

^ Primary skill: Mechanical 
^ Other required skills: Logic, Creativity, Cleaning 
^ Linked careers: Science, Medicine, Paranormal 

Glasses 


Semester 

Class TiitE 

CDDKiNG Mechanical CNARiSMA Body 

LOCiC 

CREATiViTY 

CLEARiNG 

Hours 

Freshman 1 

Newtanian Physics 1: Measaring Falling Stuff 

1 1 

1 — 

— 

— 

— 

9 a.m.-ll a.m. 

Freshman 2 

Newtanian Physics 2: Measaring Railing Stuff 

— — 

— 1 

1 

1 

— 

1 p.m.-3 p.m. 

Saphemare 1 

Lasers: Ruining Year Eyesight 

— 2 

— — 

— 

2 

1 

5 p.m.-8 p.m. 

Saphemare 2 

General Relativity: Pretending ta Understand 

— 3 

— — 

2 

— 

2 

7 p.m.-IQ p.m. 

Janier 1 

Qaantum Mechanics: Why Yau're Wrang 

— — 

— — 

3 

— 

3 

8 a.m.-ID a.m. 

Janier 2 

Lab: Plasma Is Fun 

— 4 

— — 

— 

— 

4 

7 p.m.-9 p.m. 

Seniar 1 

Stellar Astrnphysics: Tun Far Away ta Matter 

— — 

— — 

4 

3 

— 

II a.m.-l p.m. 

Seniar 2 

The Strange Charm af Quarks 

— 5 

— — 

— 

4 

— 

ID a.m.-l2 p.m. 



Political science 

^ Primary skill: Charisma 
^ Other required skills: Body, Creativity, Cleaning 
^ Linked careers: Politics, Show Business, Military 

Glasses 


Semester 

Class TiTLE 

CDDKiNG Mechanical Charisma Body Logic 

Creativity 

Cleaning 

Hours 

Freshman 1 

The Saapbnx and Yau 

— — 1 

— 1 

1 

— 

8 a.m.-ID a.m. 

Freshman 2 

Feudalism: Serf's Up! 

1 1 — 

1 — 

— 

— 

8 p.m.-8 p.m. 

Saphemare 1 

Patrintism: Why Every Ceantry Is Werse Than Years 

— — 2 

— — 

2 

1 

9 a.m.-ll a.m. 

Saphemare 2 

Lab: Making Yaur Own Manarchy 

— — 3 

2 — 

— 

2 

7 p.m.-IQ p.m. 

Janier 1 

Platocracy: Buying the Vate 

— — — 

— — 

3 

3 

5 p.m.-8 p.m. 

Janier 2 

Pratesters: When ta Repress 

— — 4 

3 — 

— 

— 

12 p.m.-2 p.m. 

Seniar 1 

Histary Majors: Why Yea Shoald Hate Them 

— — — 

4 — 

— 

4 

5 p.m.-7 p.m. 

Seniar 2 

Seniar Project: Questionable Eundraising Internship 

— — 5 

— — 

4 

— 

ID a.m.-l2 p.m. 
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Psvchology 

^ Primary skill: Logic 

^ Other required skills: Charisma, Creativity, Cleaning 
^ Linked careers: Paranormal, Law Enforcement, Business 



Glasses 


Semester 

Class TiiLE 

CDDKiNG Mechanical Charisma Body 

Logic 

Creativity 

Clearing 

Hours 

Freshman 1 

Intraductien ta Psychalegy: We Are Tae a Science! 

— — — 1 

1 

1 

— 

4 p.m.-B p.m. 

Freshman 2 

Animal Behaviar: Df Mazes and Cheeses 

1 1 — — 

— 

— 

1 

9 a.m.-ll a.m. 

Saphemare 1 

Abnarma! Psychalegy: A Guide ta Misdiagnasing 
Yaur Friends 

— — 1 — 

2 

2 

— 

12 p.m.-2 p.m. 

Saphemare 2 

The Prefrantal Labe and Other Dptiana! Brain Parts 

— — 2 — 

3 

— 

2 

7 p.m.-ID p.m. 

Janier 1 

Cagnitive Dissanance: Recagnizing Haw Braken 
Yaur Brain Is 

— — — — 

— 

3 

3 

2 p.m.-4 p.m. 

Janier 2 

Ematians: Dcn't Fear the Amygdala 

— — 3 — 

4 

— 

— 

4 p.m.-7 p.m. 

Seniar 1 

Negative Interactians: What Happened tn Deviance? 

— — 4 — 

— 

4 

— 

II a.m.-l p.m. 

Seniar 2 

Advanced Autnnnmy: Finding the Best Actinn 

— — — — 

5 

— 

4 

B p.m.-8 p.m. 


Choosing a Major 

There are many ways to select a major for your Sim. 

Here are a few: 

^ Existing skills: Choosing a major that emphasizes 
skills your Sim already has lightens his or her 
workload considerably, leaving more time for 
socializing, working on grades, and making money. 

^ Lifetime Want: If a Sim’s Lifetime Want points 
toward reaching the top of a particular career and 
you want them to pursue that Want, put them in 
a major that favors the desired career. 

^ Desired career/career object: To enter a particular 
career or to obtain a particular career object, 
choose an aligned major to make attaining those 
goals easier. 

^ Aspiration: If your Sim’s Aspiration favors a 
certain career (see Chapter 21), major in an 
aligned area to make satisfying the Sim’s career- 
related Wants much easier. 

primagames.com 



^ Personality: If your Sim has a personality that 
learns certain skills at an increased rate, choose 
a major that includes one or more of your Sim’s 
personality-accelerated skills. Eor example, a Sim 
with Playful 10 learns the Creative skill quickly, 
so choose Art or Literature to meet class require- 
ments faster. 

Declaring major 

Sims may declare a major any time, but must declare 
one before the beginning of their Junior year. 

Declaring your 
Sim's major is 
just a phone 
call or mouse 
click away. 
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Declare your major by contacting the Registrar 
(under the College menu) via telephone, cell phone, 
or computer. The option to call the Registrar disap- 
pears after the start of Senior year. If you opt not 
to immediately declare a major, your Sim may be 
Undeclared for the first two years of college. This 
“major” has specific class times and skill reguirements 
like any other. If you do not select a major by the 
start of Junior year, the Sim automatically becomes 
a Philosophy major. 

lip — 

The Undeclared major doesn't focus on any skills in 
particular, ultimately requiring a Level 2 skill in all except 
Body (1) and Charisma (1). Though the experience is 
broad, all other majors require a Level 3 in one skill by 
the start of Junior year. If, therefore, you stick to the 
Undeclared major and accomplish only its required skill 
levels, your Qim will be behind at the start of Junior year 
in whatever major he or she chooses. 



Changing Majors 

You can change your major any time until the start 
of a Sim’s Senior year. Just contact the Registrar by 
phone, cell phone, or computer. 

noifi^ c 

When a Qim becomes a Qenior, the Registrar options 
disappear from the phones and computer. 


Keep in mind that changing your major can have 
a negative effect on your Sims’ academic progress: 
if they lack enough skill for the current semester of 
the new major, they have to acquire any old skill 
requirements plus all for the current semester to have 
any hope of a high grade. Failure to make up this 
lost ground results in academic probation. 

GRADING 

To be promoted to the next semester, Sims must 
achieve at least a C-. Better grades are rewarded with 



progressively larger academic grants, and finishing 
college with a cumulative GPA of 3.7 or better yields 
substantial career benefits. To snare these top grades 
while leaving your Sims free to socialize, have fun, 
and make money, you must understand how the 
grading system functions and how it can be used 
most efficiently. 

— 

Grades and Time Management 

Sims must spend, on average, a certain number of hours 
per day on schoolwork of some kind. To give you an 
idea of the commitment required to excel and the 
minimum effort your Sims must exert to avoid probation: 

^ A: Seven hours per day 
^ C-: Two hours per day 

Early years require less than the average time, while 
later years may require more. 

> 

GPA US. Grades 

There are two measures of how well your Sim is 
doing in college: GPA and grades. 


GPA is shown in the Skills 
and Major panel. 


GPA is always viewable in the Sim’s Skills and 
Major panel and is the cumulative measure of all 
completed semesters (not including the current one). 
This figure is used, at the conclusion of college, to 
determine if a Sim graduates with honors — a distinc- 
tion that can earn big Aspiration Rewards and a boost 
in postcollege employment. 

Grade is the final letter grade for a semester. 
Grade is determined by the level of the Glass 
Performance meter in the Skills and Major panel after 
the conclusion of the current semester’s final exam. 
Grades correspond to the number of grade points the 
Sim accumulated over the course of the 



IT 




History Major 


Pre3hma« 
QPA 3cO 
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At a semester's end, 
a Sim's grade and 
monetary grant 
are announced. 


Grades also correspond to a sliding scale of 
financial rewards (“grants”) for student performance. 
When a Sim’s final semester grades are calculated 
(they return home from their final exam), they’re 
immediately awarded the corresponding grant. Thus, 
an A+ student could earn §9,600 over four school 
years just for doing well in college. 

Grading Scale 

lEnER Grade Numerical Grade Minimum Score Reiiuired Grant 

A+ 4.D I, ODD §I,2DQ 

A 3.9 975 il.IDD 

A- 3.7 925 il.DDD 


4.D 

I.DDD 

§I,2DD 

3.9 

975 

§1.100 

3.7 

925 

§1.000 

3.3 

825 

§800 

3.D 

75D 

§700 

2.7 

B75 

§000 

2.2 

575 

§500 

2.D 

5DD 

§400 

1.7 

425 

§300 

1.3 

325 

§0 

I.D 

25D 

§0 

D.7 

175 

§0 

D.D 

less than 175 

§0 


Academic Potential & 

Class Pertormance 

To succeed (or in later years. Just survive) in college, 
students must tend to two things: their academic 
potential and Class Performance. 


This Class Performance bar is not at full potential; 
the open portion is about a third full (below the 
pass/fail line). This Sim must expand the capacity 
by learning required skills or no amount of Class 
Performance will earn him a passing grade. 
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This bar, on the other hand, is fully open, 
enabling the Sim to earn top grades. 


Both academic potential and performance are 
displayed in the Class Performance meter in the Skills 
and Major panel. The unlocked portion of this vertical 
bar grows upward as potential is built and fills in as 
performance is accumulated. It resets at each 
semester’s start as higher new reguirements are set. 

At a semester’s start, the Class Performance meter 
is empty. Filling the meter involves earning Class 
Performance Points by doing assignments, attending 
classes, writing term papers, etc. Adding points, 
however, when the meter is less than full is a waste 
if the points exceed the meter’s capacity. In other 
words, partial academic potential puts a lid on how 
high your Sim’s grade can possibly go, no matter 
how much schoolwork they do. 

The white horizontal line (the "pass/fail" line) on the 
Class Performance meter shows the grade needed to 
pass the semester. When Class Performance Points are 
BELOW this line, the student is in danger of failing and 
having to repeat the semester. When points rise 
above this line, the bar turns blue-gray and 
the student can be (mostly) assured 
of a passing mark. 


Building Academic 
Potential 

Before many points can be , ^ 
earned, however, you must 
increase the capacity of the bar 
(aka, academic potential). Do this by 
achieving the semester’s skill levels 
for the Sim’s major. The reguired 
skill levels are highlighted with 
a blue outline. 
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9pend the first day of a semester working on building 
academic potential. Anything that speeds skill acquisition 
reduces the required work for each semester and lets 
you get on with earning a grade. 

Choosing a major that matches your 9im's existing 
skills or having a personality extreme that speeds needed 
skills eases this process. Likewise, using Aspiration 
Reward points to purchase the skill-speeding Thinking 
Cap reward object is a good expenditure of resources. 
However, only use it when your 9im has Gold or Platinum 
Aspiration or you'll risk LOSING random skill points. 


Each required skill point proportionally increases 
the Class Performance’s size or capacity. In the 
Freshman and Sophomore years, three skill levels are 
required for full academic potential, so each one 
earned increases the meter by one quarter. In Junior 
and Senior years, only two skill levels are mandated 
(since higher skills take longer to earn), so each 
opens one third of the meter. 

Thus, a Junior with only one of two skills required 
for their major can only manage a C+, no matter how 
much work they do. 

Class Performance 

Class Performance is built by doing coursework or 
related activities. How your Sim earns these points is 
up to you; there’s no right way. You can earn high 
grades without ever attending class, though that may 
not be the most time-efficient route. To understand 
how to efficiently earn high grades, you must know 
the things that build Class Performance and how they 
do it. Earn Class Performance (or “grade points”) by 
doing any of the following (in order of grade-points- 
per-hour efficiency): 


Activity 

Grade Points 

Hacking grades via cemputar 

I 8 D per hour 

Attending final exam 

IG8 per hour 

Graup research 

I2D per hour with 5 Sims 

Writing term paper 

ID8 per hour 

Graup research 

IDS per hour with 4 Sims 

Gumplating assignments 
with a tutor 

9D points and SB minutes per 
assignment nr ID8 per hour 

Attending scheduled classes 

IDD per hour 

WdoHod with Prof 

IDO per hour nr 50 per WooHno 

Gumplating assignments 

90 per hour 

Group research 

9D per hour with 3 Sims 

Group research 

75 per hour with 2 Sims 

Building relatiunship with 
Professor(s) in major 

Points par Daily and Lifetime point 

Solo research 

GD per hour 

Ask far tutoring 

4 per conversation exchange 

Talk about major 

2 per conversation exchange 


Each activity earns a number of grade points 
that are added to the current semester’s Class 
Performance meter. The number of points accrued 
during the semester represent the Sim’s final semester 
grade. Any points earned in excess of the Sim’s 
current academic potential— which is less than loo 
percent if the Sim hasn’t achieved all the current 
semester’s skill requirements — are not counted. 

Class Attendance 

Attending class earns up to loo grade points per 
hour. Thus, a two-hour class can be worth 200 and 
a three-hour class can be worth 300 . 



9imply attending all three classes for the semester in a 
good Mood is worth at least 600 of the 1,000 points 
a 9im needs for an A-I-. If the class for the semester 
is a three-hour class, perfect attendance could net 
900 of the 1,000 needed points. 
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How much of the potential total your Sim earns, 
however, depends on two things: 

^ Mood ^ Punctuality 

Mood 


fi*®y I®®''® f®!" 

f i class affects how many grade points 

they'll get. 


A Sim’s Mood when they leave for class determines 
the maximum number of points they can receive for 
attending, potentially reducing it by up to half. 

^ Good Mood (+55 or above): loo per hour 
^ Medium Mood (-20 to +55): 75 per hour 
^ Bad Mood (-20 or below): 50 per hour 

Punctualitu 

Just as with careers, classes are scheduled for specific 
times and Sims (Mood permitting) will leave the lot 
automatically (unless you prevent them) to arrive 
on time. 

Unlike careers, however, a Sim can be late to 
a class, leaving the lot any time until the class 
has concluded. 

^ ilOlfl y > 

If a 9im's Mood is extremely bad (less than -30), they won't 
automatically go to class. You MU9T direct them to do so. 

Late students don’t, however, get the full benefit 
of the class. Points for class attendance are calculated 
by the amount of time the Sim spends in class. An 
on-time student gets a full point total, while a Sim 
who arrives half an hour late for a two-hour class 
gets only 75 percent of the points. The later they 
arrive, the fewer grade points they earn. 
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Sims will attempt to leave for class at the first opportu- 
nity, starting one hour before the class start time. They 
don't, however, get any extra credit for being early, so 
manage your Sim in the hour before a class. Use the 
time to feed Needs, do assignments or research, work 
on a term paper, socialize, build skills, or earn money. 
Twenty minutes before class, disengage the Sim from 
activity, click on the Sim, select the College menu, and 
choose "Go to Class." 


nolfi > ■— a 

A Sim in a bad Mood going to a two-hour class on time 
will snag 100 grade points out of a possible 200. If he's 
a half hour late, however, he gets only 75 points. 

completing Assignments 

Assignments are activities that reguire one hour’s 
work and earn the Sim 90 grade points each. 


Sims will look for a desk 
or table to do assignments. 



Assignments can be done any time (Mood and 
Needs permitting) via a self-interaction. Click on your 
Sim and select “College” and “Do Assignment.” The 
Sim pulls out an assignment book and looks for the 
nearest table or desk. If the Sim is unable to find a 
useable surface, he or she tries to find a spot on the 
floor. While doing assignments, a light blue progress 
bar appears above the Sim’s head. 


Click on an assignment book to 
see who owns it and how much 
of it is complete. If the book 
belongs to the active Sim, it 
Won't have a name attached. 
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Assignments can also be initiated if a Sim has left 
an assignment book somewhere on the lot; just click 
on the book. The interaction menu shows what 
percentage of the assignment has been completed. 

Assignment books can be moved like any other object 
in Buy mode and can be deleted. If a book is left in an 
inaccessible place (i.e., in a locked room belonging to 
another 9im), entering Buy mode and moving it may be 
the only way to retrieve it. 



activities while earning valuable grade points. For the 
Influenced Sim to be successful, however, there must 
be an assignment book belonging to your Sim located 
somewhere accessible to the Influenced Sim (i.e., not 
in a locked room). 

no 

Influenced 9ims randomly choose among all accessible 
assignment books. If you want them to work on a 
specific one among several, move the others (in Buy 
mode) into an inaccessible place or delete them. 




Up to three assignment books per Sim are 
allowed on a lot. When all three are situated some- 
where, the self-interaction Do Assignment disappears 
until one of the three books is completed (by clicking 
on the books themselves) or until they’re deleted. 

jjDlfl 

Click on books to see who they belong to. If the menu 
reads "Do Assignment," it belongs to the selected Bim. 

If it reads, "Do 9im X's Assignment," it belongs to 
Bim X. Bims are free to do other Bims' assignments, but 
the grade points go to the Bim to whom the assignment 
belongs. This is a generous act and a good way to 
help a roommate improve his grades while he's doing 
other things. 

Just as with skill-building activities, Sims stop 
doing assignments if their Mood falls below -20 
or if their Fun, Hunger, Comfort, Bladder, or Energy 
drop too low. 


Influence lets Sitns 
do assignments with 
a hands-off approach 


If your Sim has enough Influence points (2,000), 
they can Influence another Sim to do their assignment 
for them, leaving your Sim free to pursue other 



Assignments take an hour to complete, but this 
time can be shortened (by half) if the Sim asks 
another playable Sim for help or tutoring. These 
interactions, available via assignment books, cause 
your Sim to approach a specified Sim to ask for 
help. If the other Sim accepts, he or she coaches the 
reguesting Sim until the assignment is done or until 
the tutor’s own Mood or critical Needs force an exit. 

Your playable Bims can make money by offering to tutor 
a Bim working on an assignment. Bee "Earning Money at 
College," in Chapter 6. The tutor may also help another 
Bim for free by clicking on the Bim's book and choosing 
"Help with Assignment." 


Doing Rosoarch 

Do Research is an interaction available on any book- 
shelf or unreturned book (i.e., the Study interaction 
for Mechanical, Cooking, and Cleaning skills) via the 
College menu. 


Research is doubly 
productive when done 
with four other Sims. 

The learning never stops! 
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Periodically during research, your 9im displays his 
major icon and plus signs to indicate he's earned some 
grade points. 


Research is a joinable interaction for up to five 
Sims. You can direct your Sims to join another Sim 
engaged in research or invite other Sims (playable 
or not) to Join your Sim. With each Sim added to 
the study group, the rate of grade point acguisition 
increases by 15 (up to a max of 120). Sims doing 
research alone earn only 60 grade points per hour. 

^ 1 Sim; 60 per hour ^ 4 Sims: 105 per hour 

^ 2 Sims: 75 per hour ^ 5 Sims: 120 per hour 

^ 3 Sims: 90 per hour 

As a bonus, all Sims in the study group will group 
talk, feeding their Social Need simultaneously. 

write Term Paper 

Write Term Paper is an interaction available on any 
computer under the College menu and can be done 
only once per semester. 



Toil away on one 
tnasterwork a 
semester and you'll 
be on your Way 
toward that A. 


Term papers take three hours to complete, and a 
Sim stops writing if Mood or critical Needs drop too 
low. A light blue progress bar appears above your 
Sim’s head while writing term papers. If the Sim stops 
before the paper is completed, the progress is saved. 
Any term papers unfinished at a semester’s end, 
however, are thrown out. Finishing a term paper is 
worth 325 grade points (about 108 points per hour). 

prtmagames.com 
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Term papers are an efficient way to earn grade points, 
but make sure you have enough academic capacity to 
absorb all those points before the Job is done. To be 
safe, save term paper work until after you've met all the 
semester's skill requirements. 


Unlike assignments, Sims can’t select to do 
another Sim’s term paper nor can anyone help speed 
the process. Your Sims can, however, use their 
Influence points (2,500) to Influence other Sims to 
write papers for them. If the Influenced Sim accepts 
the request and completes the project, your Sim gets 
the full grade point benefit with no actual effort. 
There’s no better reason to amass large batches of 
Influence in college! 



9ince farm paper writing is such a lengthy process, 
make sure the 9im you're Influencing is in a good Mood 
and is showing no signs of Need distress. If they're 
displaying Hunger thought balloons, your Influence will 
only produce a partially completed term paper. The cost 
in Influence is the same regardless, so invest only in 
9ims who are up to the task. 

Relationships with Professors 

Sims earn grade points from having relationships with 
their Professors. Every Daily and Lifetime Relationship 
point with any Professor in your Sim’s major earned 
during the current term adds grade points (five per 
Daily point up to 340 and six per Lifetime point up 
to 475) to your Sim’s Class Performance. 

Sims don’t NEED 
to be romantic with 
Professors to improve 
their grades, but it 
does Work well. 
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On the first day of class or the first day in a new 
major, the names of a Sim’s current Professors are 
announced: write them down! These Professors are 
added to your Sim’s Relationship panel but aren’t 
distinguished from any other Professors your Sim has 
met. Since only Relationship points with Professors 
within your Sim’s major affect Class Performance, 
know which Profs are the right ones. 

Relationships with major Professors, however, 
can also cause your Sim to lose grade points. Daily 
or Lifetime Relationship points lost during a semester 
due to negative or rejected social interactions drop 
your grade by five or six points, respectively. 
Therefore, maintain relationships (a daily phone call 
is a good relationship investment) once established 
and beware employing high-risk interactions. 

Ash For Tutoring/Talh about Major 

One social interaction, in addition to building rela- 
tionship and fulfilling Social Need, also builds class 
performance. When it’s available and how fast it 
boosts grades depends on whom it’s being used. 

Asking a Professor for 
tutoring earns grade points 
from the tutoring and for any 
relationship increases during 
the chat. 


The Ask for Tutoring interaction can only be done 
with Professors in the Sim’s current major, and it 
increases class performance at a rate of four points 
per conversation exchange. Your Sim is also increasing 
the Daily Relationship with the Professor simultane- 
ously, so the Sim gains grade points that way too. 

When Sims in the same major 
talk about that major, they 
earn grade points. 




Talk about Major is available only with other 
young adult Sims in the same major; it boosts class 
performance by two points per conversation exchange. 

wooHoo uiith Professor 

Good relationships are fine, but the most efficient 
way to wring academic benefit from a Professor is 
with a good, old-fashioned WooHoo. 


Sims earn grade 
points by relating 
with Professors and 
even more grade 
points by RELATING 
with Professors. 


Every WooHoo with a Professor in your Sim’s 
current major earns 50 grade points per encounter. 

Perhaps the Love Tub Aspiration reward object could help 
woo a Professor! On the other hand, if your 9im gets 
rejected for WooHoo, you can probably kiss the dean's 
list good-bye. 


HacHing Grades 

After a Sim is a member of the Secret Society (see 
the “Secret Society” section in Chapter 6), they gain 
the ability to Hack Grades on any computer. 

Hacking is dangerous 
business. Keep your 
eyes on that Risk 
Level and quit out of 
the interaction if it 
gets too high. 
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Hacking grades is a fast way to earn grade points 
but it’s risky. Start by interacting with a computer 
and select “College” and “Hack Grades.” 



If you're hacking and fear getting caught, place objects to 
obstruct the police from reaching the computer. You still lose 
the grade points and get tagged with the fine, but the cops 
won't be able to confiscate the computer. 


Every minute your Sim hacks, his or her grade 
climbs. The longer the Sim hacks, the better his 
grade. Hacking, however, must be done with care. 
Your Sim trips a random number of security alerts 
every minute he or she hacks. This number changes 
periodically, but each alert is added together and 
reflected in the displayed Risk Level. The higher your 
Sim’s Logic skill, the fewer alerts he or she is likely to 
raise each interval and, thus, the longer the Sim can 
go before the Risk Level becomes dangerous. 



Hacking becomes more difficult as a grade increases. Getting 
from a D to a C is much faster than getting from a B to an A. 
Also, the Risk Level rises with the level of the grade so that 
backing B to A is inherently riskier than backing a D to a C. 


Even high Logic skill Sims can get nabbed in the 
early stages of hacking. Because the number of alerts 
is random, any Sim could trip enough to raise the Risk 
Level on the first try. The probability of this happening 
drops as Logic skill rises, but it never disappears. 



Busted. Hope you weren't too attached to that computer. 
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Getting caught hacking undoes any grade increase 
your Sim achieved, imposes a §450 fine, and results 
in the confiscation of the computer (if the police 
can physically reach the object). If, however, you 
stop hacking (by clicking on the interaction’s icon 
in the gueue or closing the hacking dialog box) 
before the Risk Level rises too high, your Sim gets 
away with the crime. Your Sim may then reengage 
and start the process over to improve the grade 
further with the Risk Level back to normal for 
their current grade level (the higher the grade, 
the greater the risk). 

Attending Final Enam 

The final exam is one of the biggest contributors to 
your Sim’s semester grade. Missing it denies your 
Sim the grade increase of attending, and it costs 
a large number of earned grade points. 



If an exam conflicts with a regular class time, the class 
is cancelled. 


The Skills and Major panel 
changes in the last five 
hours before an exam to call 
attention to the pending final. 


Just like regular classes, the grade score increases 
from attending the final exam is based on your Sim’s 
Mood when he or she leaves for the exam and the 
time the Sim spends at the exam. Gompared to 
regular classes, however, the two-hour exam can earn 
up to (with Good Mood and on-time attendance): 

^ Good Mood (+55 or above): 336 
^ Medium Mood (-20 to +55): 264 
^ Bad Mood (-20 or below): 168 



Protected by copyright. Unauthorized or uniawfui copying or downioading expressiy prohibited. 




Late arrivals receive a proportional percentage of 
this score. Missing the exam entirelg gives your Sim 
no points for the exam but also inflicts a penalty 
of -350. The lesson; even if your Sims attend no other 
classes, make sure they go to the final. 

PROmOTlOH AND 
ACADEiniC PROBATION 

To be promoted at a semester’s end, your Sim must 
have a grade of C- or higher. Sims who fail to meet 
this reguirement go on academic probation or, if they 
make a habit of it, get kicked out. 

Promotion 

Getting a passing grade promotes the Sim auto- 
matically to the next semester. When the Sim returns 
from the final exam, the semester grade is tabulated, 
the monetary grant for it is added to the household 
funds, and their cumulative GPA is updated. 

Whenever a Sim successfully finishes a year 
of college, he or she gets a special bonus to 
keep for life; 

^ Freshman; One additional Want slot 
^ Sophomore; One additional Want/Fear lock 
^ Junior; Opportunity to change Aspiration 
^ Senior; Another additional Want slot 

To start a new semester, the Glass Performance 
meter is reset to zero points and its capacity is 
reduced based on how many of the semester’s skill 
reguirements are already met. Time to earn that A+ 
all over again. 

proDation and Expulsion 

If Sims fail to make passing grades, they go on 
academic probation and must repeat the semester. 

If they get a passing grade on the second try, they 
move out of probation and onto the next semester. 
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Sims who can't muster a passing grade get no money and must 
repeat the semester. They also get that embarrassing red 
"Academic Probation" label until they prove themselves. 


Sims who can’t muster a G- or higher while on 
academic probation are immediately kicked out of 
college. They are returned to the Family Bin of their 
original neighborhood and, as a badge of failure, 
given an third Fear slot. 



Qims can fail (below C-) every semester and still 
complete four years as long as they get a passing 
grade while on academic probation. 9uch a 9im would, 
in effect, do every semester twice and spend about 
48 days as a young adult. If you enjoy campus life, this 
is a good way to prolong it. Just don't imagine your 9im 
graduating with honors. 


ORAOUATIOH 

Sims graduate from college when they successfully 
complete all eight semesters. From there they get to 
hang out on campus for a bit and prepare for the real 
world with the advantages college has given them. 
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Graduc 

Sims with v 
honors. The 
4 3.7 GPA: 
4 3.9 GPA: 
4 4.0 GPA: 
Graduat 


Sims who haven’t graduated can’t 
take jobs in these tracks. These expan- 
sion careers generally pay higher and 
offer more days off, but getting 
promoted in them reguires relatively 
higher levels of skill and more friends. 

See Ghapter 7 for full details. 

initial Joh Leuei 

All Sims who finish college get some 
advantage over nongraduates even in one 
of the original career tracks. How much 
of a boost, however, depends 
on how well they did in college and 
whether they’re entering a career 
aligned with their major. 
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graduate who qualifies for a Level 4 job would be 
offered a Level 3 Job (-2 levels + 1 level) and a non- 
honors Biology graduate with Level 4 qualifications 
would be offered a Level 2 Job. 

Magna cum Lauda 

Sims graduating magna cum laude (3.9 GPA) get 
similar benefits as cum laude graduates, but they get 
+1 level for careers outside their major and +2 for 
careers aligned with their major. 

summa Gum Laude 

Summa cum laude (4.0 GPA) graduates receive similar 
benefits as magna cum laude but they get +2 level for 
careers outside their major and +3 for careers aligned 
with their major. 

GRADUATION 

When all the classes, exams, term papers. Professor 
schmoozing, and homework are done, it’s time for 
Sims (at least those who got a G- or better) to enjoy 
their graduation. 

To give the happy graduates some time to 
unwind, colleges permit their students to remain on 
campus for 48 hours after their last final exams. 
During this period, they can work on skills, socialize, 
satisfy Wants (they now have six glorious Want slots 
and two locks to work with, after all), or do anything 
else they care to try. 

There are three ways that this carefree period — 
and, with it, the Sim’s tenure as a young adult — can 
come to a close: 

^ Expiration of the postgraduate break: When the 
clock runs out, a taxi automatically arrives to take 
Sims back to their neighborhoods. There isn’t 
much fanfare, just an age transition to adult and 
a cab ride. 

^ Summoning a taxi: Sims anxious to get on with life 
can call a taxi to take them back to their neigh- 
borhoods any time. Other than the timing, this is 
identical to waiting for the clock to expire. 


^ Graduation Party: Graduating Sims can throw a 
Graduation Party via the Throw Party menu on the 
phone. At the party’s end, you’ll see the otherwise 
unavailable graduation cinematic and your Sim 
rides off amidst much fanfare. 


Graduation Party 

The Graduation Party is a variation on the standard 
House Party that can give the inviting Sim a good 
(or, if things don’t go well, bad) party memory, 
possibly satisfy a Want, and a cinematic send-off 
no other college departure can trigger. 



The Graduation Party 
allows a Sitn to depart 
campus in style. 


The host of the party immediately switches into 
a cap and gown, as do any invited guests with a high 
Lifetime Relationship with the host. 

At its conclusion, the party is scored and the 
appropriate Memory (good or bad) is entered, 
any Wants or Fears associated with the party are 
registered, and the graduation cinematic unspools. 

Your Sim gloriously age transitions to adulthood 
and gets a royal send-off for a triumphant return to 
the neighborhood. 

rjoifl ^ 

A Graduation Party always ends a 9im's college career 
even if the 48-hour break is not over. If you want to 
spend maximum time at college, wait until near that 
time's end to throw the party. 
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Chapter 6 



The vista of college presents you and your Sims with 
many choices. Navigating these choices effectively 
reguires a little inside info. This chapter deals with 
all the non-academic considerations of life at college. 


RESIDENTIAL OPTIONS 


In college towns, there are three different living styles 
available to college Sims, but not all college Sims are 
eligible (due to either money or membership). 



Dorm life is the 
classic entry point 
for young scholars. 


Sims of any academic year may reside in: 
^ Dorms 
^ Private housing 
^ Greek housing 


Where Should a Freshman Live? 

Upon arrival on campus, dorm dwelling isn’t mandatory, 
but economics make it the only reasonable choice for all 
but a few. 

Sims who lack scholarship money cannot (alone) 
move into private housing and must earn their way into 
a Greek house. With most houses requiring upwards of 
§2,500 to move in, it takes many roommates or an aston- 
ishing collection of scholarships to even get in the door. 

Therefore, do what students everywhere do: have 
them spend some time in the dorms. Have them get good 
enough grades and/or work hard enough at jobs to bank 
up some money, and move out at the first opportunity. 


Each kind of residence has advantages and disad- 
vantages. The most obvious of these is financial. Dorm 
and Greek housing have no move-in fees, and private 
housing has a reduced (compared to normal neigh- 
borhood housing) but still significant up-front cost. 

Bills differ among the housing types. From lowest 
to highest, they typically are: 

1. Dorm 

2. Private housing 

3. Greek housing 

Other features revolve around amenities, social 
opportunities, and nonbill expenses. Decide what 
you want your Sim to achieve. Studious Sims, for 
example, who want to live where they can work on 
skills without having to buy new objects, should live 
in a dorm, while a more gregarious Sim, who craves 
several social options and wants to meet many new 
Sims, should live in a Greek house. 

A 9im's Aspiration can be a guide to the best 
housing for them. 


Dorms 

Features: 

^ Low bills 
^ No move-in cost 
^ Free food service 
^ Not convertible into Greek house 
^ Most in-house Fun/skill objects 
^ Gan’t change architecture 

nolfl 

The number of PLAYABLE 9ims in the house has no effect 
on the per-9im-share of the bills, though it raises the 
gross amount of the bills. 
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The price is right and 
the food is free, but 
dorms don't offer 
much privacy. 



Dorm dwellers can add objects to their home, but 
the objects’ purchase prices come out of the house- 
hold funds and increase bills. However, since your 
Sims are “sharing” the total bills with all the 
nonplayable Sims living on the lot (aka, “Dormies”), 
the increase isn’t as much as on a neighborhood lot. 


The more 9ims living in a dorm, the more demanding it 
is on your computer's hardware. Players with slower 
computers may want to stick to smaller dorms. 


iG It. 


Build mode tools are limited in dorms. 

While you can’t make any major changes to a dorm 
(i.e., build and demolish walls), there are a limited 
set of Build tools, such as the Design Mode tool and 
wall covering, flooring, terrain, and garden center. 

There are cheats that allow you to alter or create dorms 
from scratch. You must follow several rules for your 
creations to function. These are covered in Chapter 13. 


Every built-in campus has three or more dorms of 
varying sizes. Though they differ in their design and 
overall contents, all dorms contain at least one of the 
following objects: 

^ Bookshelf ^ Mailbox 

^ Cafeteria stove ^ Minifridge 

^ Computer ^ Refrigerator 

^ Counter island (any kind) ^ Sprinkler 

^ Desk ^ Stereo (any kind) 

^ Telephone 
^ Dresser 


^ Garbage can (inside) 
^ Garbage can (outside) 
♦ Lights 

Claiming Rooms 



A Sim's first order of 
business is claiming 
the dorm room of 
their choice. 


When moving into a dorm, each playable Sim must 
guickly claim a room. Your Sims are alone on the lot 
for one hour before the rest of the students arrive and 
begin claiming rooms. To get your desired rooms, 
immediately click on the room’s door and select 
“Claim Door.” Your Sim’s picture appears on the door 
and gives them the exclusive right to lock the door. 

< nolB > 

Claiming a room doesn't mean other 9ims can't use 
objects in the room or even enter as they please. They 
will treat your 9ims' rooms like any other space unless 
you lock the door. 
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Each claimed room 
is private, so, in Live 
mode, you can't see 
inside any nonplayable 
Sim's room. The 
contents of the 
room become visible 
only if your Sim is 
permitted inside. 


" V nplfi 



If you merge Qims into an inhabited dorm, space is 
made by randomly kicking out the needed number of 
nonplayable Dormies. If, for example, a dorm has ten 
rooms with four playable Sims and you want to merge in 
three more, three of the dorm's six nonplayable Sims will 
vacate, leaving the new arrivals three rooms to claim. 


rjolfi 

Nonplayable Sims ALWAYS lock their doors when they're 
sleeping or at class and always leave them unlocked 
when they're doing things on the lot. 


Peek into locked rooms by switching the game 
into Buy or Build mode. From here you can move 
objects out of other Sims’ rooms or sell them for 
cash. Selling your dormmates’ beds is most uncool, 
unless you like your dorm floor cluttered with 


snoozing scholars. 



If house bills are placed in a room that's subsequently 
locked (as will happen if the room contains the closest 
uncluttered surface to the mailbox), retrieve them by 
switching into Buy mode and moving them somewhere 
your Bim can go. 




A Dortnie can be sleeping 
(Bed icon) ... 



or be away at class 
(Green chalkboard icon). 



To shut out distur- 
bances and interlopers, 
Sitns can lock tbeir 
dorm doors. 


having Fun in the dorm 
(TV-Fun icon) ... 


When a nonplayable Sim is in their room or the 
room is locked, the room displays a thought bubble 
informing you what the room’s owner is doing. 


LocKing Rooms 

To prevent other Sims from using your Sims’ rooms 
when your Sim is away or asleep, click on the door 
and select “Look Door.” 


When a door is locked, only the room’s owner 
may pass through it without knocking. 

nois ^ 

Rooms needn't be locked every time your 9im 
goes in or out; they remain locked until your 
Bim unlocks them. 
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Even sleeping Sims answer if they have a Well-established 
relationship with the person knocking. If not, they express 
their displeasure. 


If a nonplayable Sim is in their room with the 
door locked, your Sim can try to gain access by 
knocking (click on the door and select “Knock on 
Door”). Even if the Sim is asleep, they answer the 
door if their Lifetime Relationship toward the knocking 
Sim is above 20. If Lifetime Relationship is too low, 
they refuse to answer (displayed by a thought bubble 
with your Sim’s face crossed by an X). 

Entering a Dormie’s unlocked room while they’re 
inside may get a Sim shooed out, depending on how 
high Daily Relationship is between the Sims. 


Ealing in Dorms 

Every dorm is eguipped with two primary sources 
for food: the cafeteria and a self-serve kitchenette. 

Dorms have twenty-hour-a-day food service. The 
food is free, paid for in advance by your Sims’ bill 
payments. No other college living spaces have this 
service, though it is available on some college 
community lots. 

There's always at least 
some space in dorms 
for Sims to prepare 
simple meals, even 
when the Cafeteria 
Worker has command 
of the kitchen. 
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Dorm denizens also have access to a minifridge 
(which can double as a prep surface) and, in many 
dorms, a microwave or toaster oven. Some even come 
with self-serve coffee machines. Eind full details on 
college food service in the “Eating at College” section. 



Sims can vacate the dorm by moving to a Greek house 
after they've gained membership (see following) or by 
using the phone or computer to "Find Own Place." 


Priuate Housing 

features: 

^ Medium bills 
^ Steep move-in cost 
^ No food service 
^ Convertible into Greek house 
^ few in-house Eun/skill objects 
It’s more expensive to live in a private house than a 
dorm, first, there’s the move-in cost. At least four or 
five non-scholarship Sims in their first semester would 
have to pool their money to afford even the least 
expensive private home. Then they must have enough 
money left to pay the bills. 

Those bills are typically higher than dorm bills. 
They’re less than bills on Greek houses (which include 
Greek dues), but the financial burden is still heavier. 

Unlike dorms, there is no free food service; Sims 
must cook for themselves, live off expensive delivery 
food, or travel to community lots for free food- 
service meals. There are also no dorm doors with 
their elaborate access rules. 

Turning Green 

The most interesting and useful feature of private 
homes is that they can be converted into Greek houses. 
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Direct a Sim to pick up any house (or cell) 
phone, use the Greek House menu, and select “Apply 
for Charter.” If the house can part with the §20 
national organization fee, Greek life can be theirs. 

With this change, the household bills rise, but the 
myriad of benefits of Greekdom begin to flow. To 
unlock these treats, however, you must know how 
Greek houses work. 

GreeK Housing 

Features: 

^ Highest bills 
^ Toga Parties 

^ Increased walk-bys and higher chance Sims 
are greeted automatically 
^ Influence new pledges without spending 
Influence points 

^ Hunger, Energy, Comfort, Bladder, and Hygiene 
Needs decay more slowly as Greek house level 
increases, while Social and Fun decay more guickly 
^ Residents can elect to “Sleep on Floor” 

^ Members may occasionally wander off lot and 
bring back free pizza and “borrowed” objects 
Whether you convert a house into Greek housing or 
use a prebuilt Greek house, it pays to know how the 
houses work and how to make one great. 

Although all the Greek lots in the three built-in 
colleges follow the traditional single-sex model, you 
can change this. Your pre-built Greek houses can also 
be either. 


View Greek house status by clicking on any Greek 
letter decoration (if there is one) and select “Check 
Greek House Status.” This tells you: 

^ Greek house level 
^ # of members 
^ # of pledges 
^ # of family friends 

^ # of family friends needed to gain the next 
house level 

^ Maximum # of members at current level 

Greek houses grow and prosper based on how 
many friends the household members collectively make. 
The more “family friends” the residents have, the higher 
their Greek house’s level and the more members 
(including nonresident members) they can have. 

GreeK ueuse Leueis 

Every Greek house has a rating based on the resident 
members’ collective number of family friends. 

^ 

Household Sims don't count as family friends. 

To get beyond Level 1, the house must have at 
least one Greek letter decoration (found under the 
Wall Hangings submenu). Purchase this or wait for a 
member to wander off the lot and bring one back for 
free (happens within the house’s first few days). 
Without this item, no number of friends will raise 
the house’s level. With each increase in level, 
house’s maximum number of members rises. 
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Greek House Levels 


Level 

# DF Family Friends 

Member Max 

1 

D 

8 

z 

3 

ID 

3 

5 

15 

4 

7 

ZD 

5 

ID 

3D 

B 

15 

3Z.DDD 



Ffiends of noncesident members do nof contribute to the 
family friend count. 


More members means more Sims who can move 
in and make friends, adding to the house’s collective 
count of family friends. If, for example, the house has 
four residents and each of these Sims has two unique 
friends, the Greek house gets credit for eight friends, 
enough to raise the house to Level 4. 



When a resident member graduates, his or her unique 
(not shared by any other members) friendships are lost 
from the family friend count, possibly causing the 
house's demotion. Alternatively, if a friend graduates 
or drops out, he or she is still counted as a friend even 
though they've moved off campus. Friends in the base 
neighborhood do count for Greek house level. 


Beyond raising the member limit, Greek house 
levels offer additional benefits. Each level retains the 
benefits of lower levels: 

^ Level 1: Members may randomly wander off the lot 
and return with a Greek letter object (if there isn’t 
one on the lot already). 

^ Level 2: Members may randomly wander off the 
lot and return with pizza. 

^ Level 3: No bonuses, raises member maximum 
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^ Level 4: Elevated chance of Cheerleader and 
Mascot NPCs visiting lot. 

^ Level 5: Elevated chance of Evil Mascot NPC 
visiting the lot. 

^ Level 6: Members may randomly wander off the 
lot and return with inexpensive objects to add 
to the lot. 

GreeH Houses and needs 

As the house rises in prestige, all Needs other than 
Pun and Social decay more slowly. This means Sims 
can spend less time tending to their essential Needs 
and more time having Eun, socializing, building skill, 
or doing schoolwork. 

Social and Eun Needs for any Sim on the lot 
decay more quickly as the Greek house level 
increases. This drives all Sims to autonomously do 
Eun activities and socialize more often. 

Piedoino and Getiino neui Memhers 

There are two ways for a Greek house to gain 
new members: 

1. Members can recruit members on the Greek house 
lot with the “Ask to Pledge” interaction. 

2. Nonmember Sims can submit themselves for 
consideration on their own or community lots by 
doing the “Ask to Join Greek House” interaction 
with visiting house members or over the phone 
(home lot only). This triggers the Pledge scenario. 

Pledging on Greeh House Lot 

You can use the “Ask to Pledge” interaction to direct 
Greek lot residents to invite visitors to become a 

Every visitor to a Greek 
house is a potential Pledge. 


house member. 
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The visitor accepts the invitation if: 

1. The house has, by virtue of its level, any space for 
new members, and 

2. There’s sufficient relationship between the prospec- 
tive Pledge and the member who invited them 
(see following). 

Specifically, the visitor accepts the invitation if 

the visitor’s: 

1. Outgoing/Shy >5, Daily with the member >50, and 
Lifetime with the member >10, or, 

2. Outgoing/Shy <5, Daily with the member >40, and 
Lifetime with the member >5. 



Becoming a member of a Greek house has no mandatory 
effect on a Qim's housing situation. Members can, but 
don't have to, move into the Greek house lot. 


When a Sim becomes a member in this fashion, 
they immediately become a “Pledge.” Pledges are still 
autonomous, nonplayable Sims but, as prospective 
members, they get extra visitor privileges (they can 
use beds to restore Energy and can get more than 
snack food from the refrigerator). 

Because they’re Pledges, however, they are indi- 
rectly controllable via Influence. In fact, one of the 
reguirements of a Pledge is that they spend their 
pledgehood (14 hours after accepting the offer to 
join) doing resident members’ bidding — resident 
members can issue Influence To commands to Pledges 
without expending their Influence points. After 
spending 14 hours on the Greek house lot. Pledges 
become full-fledged members and can no longer be 
Influenced for free. 



If they keep a constant stream of new Pledges around, 
resident members shouldn't ever have to write a term 
paper or do an assignment. Thus, being in a Greek house 
can be leveraged to get high grades. 


After the expiration of this “servile” period, 
a Pledge becomes a full member and any house 
members gather round to cheer. 


Ash to Join Greeh House 

In this alternative route into Greek membership, 
the potential member (not the house member) is the 
playable Sim. If ever a house member is encountered 
as a visitor (on a residential or community lot), 
playable Sims can use the “Ask to Join Greek House” 
interaction to begin the process. 

l/l/hen a Sitn really Wants 
to join a Greek house, the most 
direct Way is to just invite the 
members over and show them 
your stuff. Befriend the 
members beforehand and the 
job gets even easier. 

Alternatively, playable Sims can start the process 
by using their house or cell phone (on their home 
lot only). Select the Greek House menu, then select 
“Join...” and the house you want them to Join. 

Be ready to charm them 
because the members 
come ready for Fun. 


Immediately, several members arrive at the Sim’s 
lot (dressed in togas) and the Pledging scenario 
begins. The playable Sim has six Sim hours to reach 
specified Daily Relationship targets with each of the 
house members on the lot. 






If the playable 9im has a preexisting relationship with any 
or all of the members, these scores are considered. Thus, 
the 9im may he able to satisfy the scenario immedi- 
ately based on socializing they've already done. 
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Kicky Bag is a great Way 
to build relationships with 
several members at once. 


It is not your Sim’s relationship to the member 
that matters. It’s the member’s Daily Relationship to 
your Sim. Normally this score is invisible (as when 
Sims socialize with nonplayable Sims), but here it’s 
shown in the scenario’s tracking box. Looking at your 
own Sim’s Relationship panel is, therefore, not an 
entirely accurate measure of progress. 



Draw several Greek house members into Hang Out to 
simultaneously build relationship with all of them. When 
relationship is a hit higher, involve several of them in 
a game of Kicky Bag. The more efficiently you build 
relationships, the faster you complete the scenario. 


If your Sim builds all relationships to or beyond 
the target scores, he immediately becomes a member 
of the Greek house, and the members gather around 
to cheer and then depart. 

Charm everyone from the 
Greek house in time and 
membership is as good 
as yours. 


Sims who join in this way never become Pledges 
who can be freely Influenced. 
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Benefits ler nenresident Members 

After a nonresident Sim is a member (by either 
method), several things change; 

^ When you’re playing the Greek house, nonresident 
members freguently walk by and usually are 
greeted autonomously. 

^ Nonresident members visiting the Greek house 
can use objects normally off-limits to visitors. 

They can use beds for sleep or make meals from 
the refrigerators. 

^ Nonresident-member visitors can move to the 
Greek house from their home lot by using the 
phone (cell or house), selecting the Greek House 
menu, and then “Move into Greek House.” 

^ When a nonresident member visits the Greek 
house, resident members can invite them to move 
in with the “Ask to Move In” interaction. 

GreeH House uie 

If at least one member resides in a Greek house, that 
lot can remain a Greek house eternally. Since, however, 
college forces Sims to eventually move on, it’s essential 
to keep a steady flow of younger members to take 
over the house as older ones graduate. 

If all playable Sims move out of a Greek house, 
it loses its Greek charter and reverts to a private 
residence. To restore its status, move in Sims and 
reapply for a charter via phone. 

EATING AT COLLEGE 

There are several food sources in college towns, but 
some are only available in certain locations. 

Food Seruice 

Dorms and some college town community lots are 
eguipped with an industrial cooktop and a Cafeteria 
Worker who constantly prepares group meals between 
4 a.m. and midnight. 
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If the 9hinyTyme Cooktop is placed on a residential or 
Greek lot in college towns or on any lot in base neigh- 
borhoods, it isn't manned by a Cafeteria Worker and 
serves as a standard cooker. It, however, can only make 
stovetop-cooked meals. 



In dorms and some 
community lots, 
nourishing food 
is free from the 
Cafeteria l/l/orker. 


Sims can eat food-service meals at no cost, but 
the meals tend to be low-skill meals that don’t provide 
much Hunger satisfaction. The Cafeteria Worker 
prepares three different meals each day. Occasionally, 
the Cafeteria Worker makes a “special” — a higher-skill 
meal that offers more Hunger satisfaction: 


Meal Standard Special 

Breakfast Pancakes Dmelets 

Lunch Macaroni and Cheese Chili Con Came 

Dinner Macaroni and Cheese Spaghetti 

no 

When a playable 9im takes over the Cafeteria Worker's 
job (see the "Earning Money at College" section), they 
make the same dishes the Cafeteria Worker would. If the 
menu calls for a special, however, they only make that 
dish if they have Cooking skill of 5 or higher. 




Home Coohlng 

On private residences and Greek lots with fully 
eguipped kitchens, residents can prepare meals within 
their Cooking skill. Visitors to these lots can eat for 
free from any served meal residents prepare. 


" - — DUlfi 3 = 

With a bit of cash, you can upgrade the dorm's self- 
serve kitchen facilities to allow residents to prepare any 
kind of meal. 


Dorms are usually eguipped with limited kitchens 
from which residents can cook meals any time of day 
(usually with a provided microwave or toaster oven). 
While the Cafeteria Worker is on duty, residents may 
make cold meals or take snacks from the dorm’s full- 
sized refrigerator. Between midnight and 4 a.m. they 
can prepare stovetop-only meals in accordance with 
their individual Cooking skill. 



9elf-serve meals and snacks from dorm refrigerators 
deplete refrigerator stocks and must be replenished with 
groceries from community lot stores or the grocery 
delivery service (summoned by computer, house phone, 
or cell phone). Meals prepared by the Cafeteria Worker 
DO NOT deplete refrigerators stocks. 


CUP O' Rumen 

If a residential lot has a refrigerator and a microwave, 
Sims can create a new meal: the Cup O’ Ramen. 

^ Food Points: 55 
4 Cost: §2 

Cup O' Ratnen is 
perfect college food: 
quick and cheap. 



The meal reguires no skill and can be prepared 
in college town and neighborhood residential lots 
by children and older. 
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Delluery 

Sims can order (by house or cell phone) delivered 
food from any kind of college town lot. Cost is 
§30-§40 for eight servings. 

Chinese Food (§30) 

In addition to pizza, all Sims (in college towns or 
neighborhoods) can order Chinese food delivery. 

Order up some Chinese 

H I I for some really 

P JiuBr'LjiKB&l 




y r 


Functionally, Chinese food 
is identical to pizza in terms 
of Hunger satisfaction and 
efficiency but slightly cheaper 
than pizza. 

It does, however, have a 
hidden cost that Sims, espe- 
cially those fearful of the 
“freshman 15,” should 
know. Chinese food is very 
fattening. Normally, a Sim 
only loses Fitness when 
they eat with Hunger fully 
satisfied. With Chinese food, 
however, they lose Fitness 
just for eating it. 
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BILLS 



Sims living at college get bills Just like regular Sims, 
but several factors beyond the value of objects on 
the lot affect their amount. 

In general: 

^ Bills in dorms cost the least. 

^ Bills in private residences are the next highest. 

^ Greek house bills are the highest. 

Bills arrive in the same way and with the same 
freguency as in neighborhoods. 


As in neighborhoods, it pays to drop an end table near 
the mailbox to provide a convenient place to deposit 
bills as they arrive and await payment. Keep this place 
clear and bills will never get lost (locked inside a 
Dormie's room). 


BILL Calculation 

Bitts are computed by the fottowing formula: standard 
bills X (playable Sims total resident Sims) x housing- 
type factor. 

The division of playable Sims by total residents is 
only a factor in dorms where there are many objects on 
the lot that don’t benefit your playable Sims. Thus, their 
bills are reduced according to their “share” of the object 
value. In any other college residence, the number of 
playable Sims and total Sims is identical and, therefore, 
has no effect on the calculation. 

The housing-type factor scales the amount of the bills 
to the lot’s housing type. Bills (adjusted by the number 
of playable Sims among the residents) are modified 
as follows: 

♦ Dorms: multiplied by 6 

♦ Private residence: multiplied by 1.6 

♦ Greek housing: multiplied by 1.8 

Though the housing-type factor for dorms seems 
high, the result (along with dividing the bills by the 
number of residents) usually works out less than the per 
Sim bills in other housing. 
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EARNING mONEV 
AT COLLEGE 

Although they can’t hold conventional jobs, college 
students must earn regular income so they can 
pay the bills, buy objects, order groceries and food 
delivery, and play arcade games. 

There are several ways of earning cash at college, 
and no one way is right for everybody. 

Starting Moneg: 

Grants and Scholarships 

Every entering Freshman gets a §500 grant upon 
enrollment in a college. If they’re a teen from the 
base neighborhood, they can apply for various schol- 
arships that add significantly to this starting reserve. 

note 

Qcholarships are detailed in Chapter 4. 


College Jobs 

College Sims don’t have careers like teens, adults, 
and elders in the neighborhoods, but they can earn 
money doing odd Jobs at various college facilities. 

cafeteria. Barista. Bartender 

Anywhere there’s a working Cafeteria Worker, Barista, 
or Bartender NPC, you can take over for them by 
interacting with either them or their object (stove, 
espresso machine, or Juice bar, respectively) and 
selecting “Work as....’’ 

It's not the best-paying 
job, but for dortn dwellers, 
Working in the cafeteria is 
a Way to make money right 
at home. 





Your Sim assumes the Job’s uniform and takes the 
NPC’s position behind the object, behaving precisely as 
the NPC does at work. You can’t direct your Sim to do 
anything else while they’re working one of these Jobs. 

While your 9im works hard for the money, the relieved 
NPC stays on the lot, behaving like a regular visitor. 


Slinging coffee can't 
be done at home, but it 
pays somewhat better. 


The longer your Sim works, the more money 
they make; 

^ Barista; §80 per hour 
^ Bartender; §80 per hour 
^ Cafeteria Worker; §50 per hour 

Meanwhile, however, their Needs and overall 
Mood slowly deplete. 

When you’ve stayed long enough, cancel the Job 
interaction and the NPC retakes their post. If critical 
Needs or Mood fall too low, your Sim exits the Job 
autonomously. 

Every few Sim minutes, the Sim receives an infusion 
of cash for their labors. 

Tutoring 

Helping another Sim do their assignments lets that 
Sim complete their schoolwork faster. Tutoring has 
the same effect and makes money for your Sim. The 
longer the tutoring session, the more money you earn. 
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Helping less 
successful students 
is a good Way for 
smart Sims to earn a 
few extra simoleans. 


If you dick on another Sim’s assignment book 
and your Sim has a high enough GPA, your Sim can 
“Tutor Sim for Simoleans.” Sims can’t tutor during 
their first semester since they don’t yet have 
a GPA. After that, however, tutoring an NPG 
is available if your Sim has a G or better GPA. To 
tutor a playable Sim, the tutoring Sim’s GPA need 
only be higher than the Sim being tutored. 

When the assignment is done, the tutoring Sim 
gets their cash (§6o per hour). 



The most fruitful place to make money tutoring 
is the library. 


Personal training 

Similar to tutoring, a Sim can make money training 
other Sims on exercise machines. 



Part of being a Personal Trainer is demonstrating how to 
do the exercise. Thus, the training 9im is also building 
their Body skill while making money. 


To train a Sim with lower Body skill, interact with 
them or their machine while they use an exercise 
machine. The trainee Sim earns Body skill faster while 
being trained. 
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The best place to make money as a Personal Trainer is at 
the campus gym. 


The longer the Sim acts as Trainer, the more 
money they earn (§70 per hour). When you choose to 
stop training, when the trained Sim exits, or when your 
Sim’s critical Needs or Mood forces them to stop, 
the session ends and your Sim collects their pay. 



Being a Personal Trainer to another playable 9im is 
doubly efficient since it gives the trainee more Body skill 
in less time and earns the trainer money. If both trainer 
and trainee share the same funds, no money comes out 
of the household funds to pay the training 9im. Tutoring 
or being a Personal Trainer, in the end, is a financial gain 
for the household. 

Monev for Grades 

Your Sim’s current semester grade entitles them to 
a grant awarded at each semester’s end. 


Semester Grants 

Grade Earning 

Grade 

Earning 

A+ 

§I,2DD 

B- 

§B0D 

A 

§1.100 

0+ 

§500 

A- 

§1,000 

0 

§400 

B+ 

§800 

C- 

§300 

B 

§700 

0+ (or below) 

§0 
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other uiays to Earn Money 

There are several other ways to earn spending money; 

^ Counterfeit Machine; If your Sim is a member 
of the Secret Society (see the “Secret Society” 
section later in this chapter), they can use the 
Society’s Counterfeit Machine to print simoleans. 
There’s a risk of getting busted by the police, but 
working diligently at this device earns the eguiva- 
lent of a mid-level career job. Sims not in the 
Secret Society can also get a Counterfeit Machine 
as an Aspiration Reward for their homes, but it 
costs §27,750 Aspiration Reward points. 

^ Money Tree; With enough Reward points, your 
Sim can own a Money Tree. The tree reguires 
freguent tending or it dies, but the money’s not 
bad (about the eguivalent of a low-level Job). 

^ Hustle Pool; If your Sim has played a lot of pool, 
they can profitably Hustle Pool at any pool table 
object. The larger the difference between your Sim 
and their competitor’s Pool skill, the greater the 
odds of your Sim winning. If your Sim has high 
skill and plays for the biggest possible stakes, 
they’ll make some of the best money on campus. 

^ Freestyle for Tips; The self-interaction Freestyle 
(under the Entertain menu) can be done for tips. 
Your Sim puts down a tip Jar and does their thing. 
The higher their Charisma, the better their tips. 

Try to perform on community lots where there are 
plenty of other Sims. 

^ Perform in a Band; Performing (rather than prac- 
ticing) any of the musical instruments is done with 
a tip Jar nearby. Any Sims who like the music put 
cash in the jar. The higher your Sim’s Creativity 
(and the higher the Nice/Grouchy of passersby), 
the more simoleans they’re likely to make. Playing 
with other Sims in a band attracts more observers: 
check out clubs on campus that have a full comple- 
ment of instruments and an open mike policy. 


COLLEGE PARTIES 

There are two new kinds of college parties: the Sports 
Party and the Toga Party. They are both initiated and 
scored like other parties (the more social interaction, 
the better the party) but are distinct in their own way. 




Sports Party 

You can throw Sports Parties on resi- 
dential lots in college towns or neighbor- 
hoods, if there’s a television somewhere 
on the lot. 

While the party is going on, Sims turn 
the TV to the new SimStation Sports 
channel, boo or cheer at the TV, talk 
about sports, and do the School Cheer. 

If there’s a Juice barrel on the lot, 
they’ll guzzle Juice from cups and 
directly from the tap. 

If the party is going particularly 
well, the Mascot or Cheerleader NPC 
shows up. 

Toga Party 

This classic party is only available on 
Greek lots. 


The Toga Party 
is a special 
party with a 
special dress code. 


The main feature of the Toga Party is 
guest attire. This depends on personality: 

^ Sexy Glothes: If Outgoing/Shy is more than 8, 
they’ll wear a “sexy” outfit (lingerie for women 
and shirtless for men). 
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^ Toga: If Outgoing/Shg is 2-8, they’ll wear togas. 

^ Everyday: If Outgoing/Shy is 

less than 2, they’ll wear their Everyday outfit. 

The Sim throwing the party changes into a toga as 
soon as they invite others and hang up the phone 
(they’re really excited) and other household residents 
change when the party begins. 

CAinPUS DIRECTORY 

The campus directory is available via the phone 
(under the College menu) and lists all Sims on 
campus whether or not the caller has met them. 

This allows Sims to initiate relationships via phone. 

SECRET SOCIETY 

Every campus has a shadowy organization lurking 
below the surface. Its members seem to have advan- 
tages other students lack, like snazzy black blazers 
with embroidered llama crests. Who wouldn’t want 
to be a member? 

Gaining Memnersnip 

To be inducted into the Secret Society, your Sim 
must become friends with three Secret Society 
members (Daily >50 for both Sims in each relation- 
ship). That may not be as easy as it sounds. How 
do you find Secret Society members? Your Sim may 
know them already. When they’re hanging around 
your residence or visiting the homes of others, they 
wear their normal clothes. It’s entirely possible to 
gain admission into the Secret Society without ever 
seeing a Sim in their member outfit. It could be a 
total surprise if your Sim just happens to befriend 
the right Sims. 

To take a more aggressive approach, you can 
often find Secret Society members in their telltale 
outfits on community lots. When you arrive, keep 
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your eyes peeled for Sims wearing black blazers with 
the Society’s crest on the pocket. There’s almost 
always at least one about. 

Engage them in conversation and build a relation- 
ship with them as guickly as possible. When your Sim 
returns home, have them call, talk to, or invite the 
member to build the relationship further. 

You can never be sure 
when "they" will come 
for your Sim. 


After your Sim has three friends in the Society, 
the Society comes to your Sim. When a limo pulls 
up to the door and your Sim is handcuffed and led 
away, you know it’s time. 

After their abduction, the Sim is brought to the 
hidden Secret Society house and welcomed by 
the members. You are henceforth a Society member. 

This place is a 
Well-kept secret 
for good reason: 
it contains some of 
the most powerful 
and hard-to-get 
objects around. 


Benetits ot MembershiD 

There are several benefits to being in the Secret Society: 
^ Your Sim can use any computer to Hack Grades. 
This dishonest endeavor boost grades guickly but 
it’s risky. The higher the Sim’s Logic, the less 
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Chapter 7 

iiu nmfi 

The Sims™ 2 University boasts four brand-new career 
tracks, but they’re a little different from the old 
careers. Not every Sim is equipped to undertake the 
increased challenge they entail, and only Sims who’ve 
graduated from college may even apply. The rewards, 
however, are tremendous, with greater pay, more 
free time, and four of the most powerful objects ever. 

NEW CAREERS, 

HEW CHALLENGES 

In most ways, the four new careers in The Sims™ 2 
University are identical to any other Sims career. 

They feature 10 increasingly lucrative Jobs to which 
your Sims must go several times a week, they reward 
achievement with an exclusive career reward object, 
and they require your Sims to improve themselves by 
gaining greater skill levels and amassing large circles 
of family friends. 

The differences, however, arise in the details: 

^ Availability: New career tracks are only available 
to Sims who have graduated college. 

^ Number of skills: The Sims™ 2 University careers 
require development in four rather than the tradi- 
tional three skill areas. 

^ More friends: The new careers require larger 
numbers of family friends at nearly every level 
and begin to require friends at lower levels. 

^ Days per week: Beginning at about Level 7, the 
new careers require fewer days per week than the 
10 core Jobs. At Level 10, one career pays more 
per week than any of the 10 originals while 
requiring only one day of work! 
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^ Less demanding: The expansion careers deplete 
your Sim’s Needs less while they’re at work, 
requiring less replenishing time after hours. Many 
of the highest-level jobs substantially fill some 
Needs while the Sim is at work. 

^ New reward objects: Four new reward objects 
can create posed photographs suitable for 
framing, alter your Sims’ facial features, resurrect 
dead Sims, and provide a particularly morbid way 
to add days to your Sims’ life (see “Cow Plant” 
later in this chapter). 

^ Chance cards: New careers have chance cards but 
not at every level. 

HEW CAREER OUERUIEW 

Every career requires development in four skill areas, 
which are listed in the following table. The person- 
ality traits that allow Sims to learn those skills more 
quickly are also presented here. Sims with accelerated 
skill building are best suited for careers that demand 
those skills. 

The following tables also include the college 
majors that feed into each career, new and old. Sims 
who graduate with honors receive a substantial level 
boost if they enter a career affiliated with their major. 
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New Career Tracks, Featured Skills, Majors, and Helper Personalities 


Career Track 

Skill I (Pers.) 

SKILL 2 (PERS.) 

SKILL S (PERS.) 

Skill 4 (Pers.) 

Majdr(s) 

Artist 

Creativity (Playful) 

Mechanical (None) 

Charisma (Outgoing) 

Cooking (None) 

Art, History 

Natural Scientist 

Logic (Seriaus) 

Body (Active) 

Mechanical (None) 

Cleaning (Neat) 

Biology, Mathematics 

Paranormal 

Creativity (Playful) 

Charisma (Outgoing) 

Cooking (None) 

Cleaning (Neat) 

Psychology, Philosophy, Physics 

Shaw Business 

Logic (Serious) 

Body (Active) 

Creativity (Playful) 

Cleaning (Neat) 

Drama, Economics, Literature, Political Science 


Core Careers and Majors 
CAREER TRACK MAJDR(S) 

Core Careers and Majors 
CAREER TRACK MAJDR(S) 

AthlEtic 

Drama 

Medicine 

Bialagy, Physics 

Business 

Psychalagy, Ecanamics 

Military 

ffistary, Political Science 

Criminal 

Mathamatics, Literature 

Pnlitics 

Pciitical Science, History, Drama 

Culinary 

Philnsaphy, Art 

Science 

Physics, Mathamatics 

Law Enfarcement 

Psychalagy, Bialagy 

Slacker 

Art, Philosophy, Literature 


(V 

^ i 
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JOBS BV CAREER LEUEL 

Artist 


Level 

Jdb Name 

Logic 

Body 

Creativity 

Mechanical 

Charisma 

Cooking 

Cleaning 

Friends 

HDORS 

1 

Canvas Stratchar 

3 

3 

3 

3 

3 

D 

3 

D 

7 a.m.-2 p.m. 

2 

Straat Caricaturist 

3 

3 

1 

3 

3 

D 

3 

D 

II a.m.-G p.m. 

3 

Sauvanir Whittlar 

0 

3 

3 

2 

0 

D 

3 

1 

3 a.m.-4 p.m. 

4 

Cnmic Bank Pancillar 

3 

3 

4 

3 

3 

1 

3 

2 

ID a.m.-5 p.m. 

5 

Waddiag Phatagraphar 

3 

3 

5 

4 

3 

2 

3 

4 

8 a.m.-3 p.m. 

G 

Art Fnrgar 

0 

3 

5 

5 

4 

3 

3 

5 

2 p.m.-3 p.m. 

7 

Fashian Phatagraphar 

0 

3 

G 

G 

G 

3 

0 

8 

ID a.m.-5 p.m. 

B 

Acclaimad Muralist 

0 

3 

7 

7 

7 

4 

3 

3 

12 a.m.-7 p.m. 

3 

Cnncaptual Artist 

3 

3 

3 

8 

7 

5 

0 

ID 

ID a.m.-5 p.m. 

10 

Visiaaary 

0 

3 

ID 

3 

7 

B 

0 

13 

1 p.m.-G p.m. 

Natural Scientist 
Level Jdb Name 

Logic 

Body 

Creativity 

Mechanical 

Charisma 

Cooking 

Cleaning 

Friends 

Hours 

1 

Ratkaapar 

3 

3 

3 

3 

3 

D 

3 

D 

3 a.m.-4 p.m. 

2 

Algaa Huntar 

3 

1 

3 

1 

0 

D 

1 

D 

8 a.m.-3 p.m. 

3 

Clam Wraaglar 

3 

3 

3 

2 

0 

3 

2 

D 

3 a.m.-4 p.m. 

4 

Scatmastar 

3 

4 

3 

3 

0 

D 

3 

1 

II a.m.-G p.m. 

5 

Gail Idaatifiar 

1 

5 

3 

4 

3 

D 

5 

2 

3 a.m.-4 p.m. 

B 

Ragaa Bataaist 

3 

5 

3 

G 

3 

D 

B 

4 

ID a.m.-5 p.m. 

7 

Animal Linguist 

G 

5 

3 

G 

3 

D 

B 

G 

ID a.m.-5 p.m. 

8 

Unnatural 

Crassbraadar 

8 

5 

3 

7 

3 

D 

7 

8 

3 a.m.-4 p.m. 

3 

Dinasaur Clanar 

ID 

B 

3 

3 

3 

D 

8 

ID 

II a.m.-B p.m. 

10 

Eaalagiaal Guru 

ID 

8 

3 

ID 

3 

D 

8 

12 

12 p.m.-3 a.m. 
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Days Dff # Wdrk Days 

Daily Saury 

Weekly Average 

Energy 

Bladder 

Hygiene Sdcial Hunger 

Fun 

CUMFURT 

Mon. 5 Wed. 

5 

§231 

§1,155 

-8 

-8 

-10 

3 -4 

-10 

-3 

Mon. 5 Sat. 

5 

§357 

§1,785 

-8 

-8 

-10 

3 4 

-7 

3 

Tue. 5 Than. 

5 

§483 

§2,415 

-8 

-8 

-8 

4 -4 

-8 

-5 

Sun. 5 Fri. 

5 

§B3D 

§3,153 

-8 

-8 

-3 

3 -5 

-4 

-5 

Sun. 5 Tub. 

5 

§808 

§4,D4D 

-8 

-8 

-8 

2 5 

-4 

8 

Sun., Fri., & Sat. 

4 

§1,333 

§5,358 

-4 

-8 

-5 

2 -5 

-5 

-3 

Sun., Tub., & Thu. 

4 

§1,785 

§7,143 

-5 

-8 

-4 

2 8 

-4 

4 

Sun., Wad., Fri. ,5 Sat. 

3 

§2,232 

§8,838 

-5 

-8 

-7 

2 -8 

-7 

-1 

Sun., Thur., Fri., & Sat. 

3 

§2,825 

§7,875 

-4 

-8 

-2 

2 -8 

-4 

-3 

Sun., Man., Wnd., & Fri. 

3 

§4,543 

§13,847 

-4 

-8 

-2 

2 8 

-4 

2 


Days Dff 

# Wdrk Days 

Daily Saury 

Weekly Average 

Energy 

Bladder 

Hygiene 

Sdcial 

Hunger 

FUN 

CUMFURT 

Sun. 8 Fri. 

5 

§325 

§1,825 

-8 

-8 

-10 

-3 

-4 

-10 

-3 

Mnn. 8 Fri. 

5 

§483 

§2,415 

-8 

-8 

-10 

-3 

-4 

-7 

-3 

Sun. 8 Wad. 

5 

§872 

§3,380 

-8 

-8 

-8 

-3 

-4 

-8 

5 

Sun. 8 Sat. 

5 

§787 

§3,335 

-8 

-8 

-10 

-3 

-5 

-4 

-5 

Mnn. 8 Thu. 

5 

§345 

§4,725 

-8 

-8 

-10 

-2 

-5 

-4 

-8 

Tue. 8 Thu. 

5 

§1,134 

§5,B70 

-4 

-8 

-5 

-2 

-5 

-5 

3 

Sun. 8 Sat. 

4 

§1,344 

§5,378 

-5 

-8 

-4 

-2 

8 

-4 

4 

Tue. 8 Thu. 

4 

§1,554 

§8,218 

-5 

-8 

-7 

-2 

8 

-7 

1 

Sun., Men., 8 Sat. 

4 

§2,283 

§3,132 

-4 

-8 

-2 

-2 

-B 

-4 

3 

Mnn., Tubs., Thurs., 
Fri., Sat., 8 Sun. 

1 

§10,437 

§10,437 

10 

10 

-10 

10 

10 

10 

10 
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Paranormal 


Level 

Jdb Name 

Logic 

Body 

CREATIVITY 

MECHANICAL 

CHARISMA 

Cddking 

Cleaning 

Frienos 

Hours 

1 

Psychic Phone Pol 

0 

D 

D 

D 

D 

D 

D 

D 

B p.m.-3 a.m. 

2 

Conspiracy Theorist 

0 

D 

2 

D 

1 

D 

D 

D 

5 p.m.-l2 a.m. 

3 

Tarot Card Reader 

Q 

D 

4 

D 

2 

D 

D 

1 

G p.m.-l a.m. 

4 

Hypnotist 

0 

D 

5 

D 

3 

D 

D 

2 

II a.m.-B p.m. 

5 

Medium 

0 

D 

5 

D 

3 

1 

1 

4 

5 p.m.-l2 a.m. 

B 

Douser 

0 

D 

G 

D 

3 

3 

3 

G 

5 p.m.-l2 a.m. 

7 

Police Psychic 

0 

D 

7 

D 

4 

4 

B 

B 

1 p.m.-7 p.m. 

B 

UFD Investigator 

0 

D 

7 

D 

5 

4 

7 

3 

ID a.m.-5 p.m. 

3 

Exorcist 

0 

D 

B 

D 

B 

5 

B 

ID 

3 p.m.-3 a.m. 

ID 

Cult Leader 

0 

D 

ID 

D 

ID 

7 

3 

13 

G p.m.-3 a.m. 


Shaw Business 
Level Jdb Name 

LOGIC 

Body 

CREATIVITY 

MECHANICAL 

CHARISMA 

CDDKING 

CLEANING 

FRIENDS 

Hours 

1 

Screen Test Stand-In 

D 

D 

D 

D 

D 

D 

D 

D 

ID a.m.-5 p.m. 

2 

Body Double 

D 

1 

D 

D 

1 

D 

D 

D 

1 p.m.-B p.m. 

3 

Bit Player 

D 

2 

D 

D 

2 

D 

D 

D 

3 a.m.-4 p.m. 

4 

Commercial Actar/ 
Actress 

D 

3 

D 

D 

3 

D 

D 

1 

B a.m.-5 p.m. 

5 

Cartoon Voice 

1 

3 

2 

D 

4 

D 

D 

3 

1 p.m.-B p.m. 

B 

Supporting Player 

2 

5 

3 

D 

5 

D 

D 

5 

B p.m.-l a.m. 

7 

Braadway Star 

3 

7 

4 

D 

G 

D 

D 

7 

G p.m.-l a.m. 

B 

Leading Man/Lady 

4 

ID 

5 

D 

7 

D 

D 

3 

1 p.m.-7 p.m. 

3 

Blockbuster Director 

5 

ID 

7 

D 

3 

D 

D 

II 

ID a.m.-5 p.m. 

ID 

Icon 

G 

ID 

3 

D 

ID 

D 

D 

14 

4 p.m.-3 p.m. 
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Days Dff 

# Wdrk Days 

Daily Saury 

Weekly Average 

Energy 

Bladder 

Hygiene Social Hunger 

Fun 

CUMFDRT 

Sun. 5 Wed. 

5 

§252 

§I,2B0 

-8 

-8 

-ID -3 4 

-ID 

-3 

Man. 5 Thurs. 

5 

§375 

§1,875 

-8 

-8 

-ID -3 -4 

-7 

-3 

Sun. 5 Tug. 

.5 

§525 

§2,825 

-8 

-8 

-8 -3 -4 

-G 

-5 

Sun. 5 Wed. 

5 

§G72 

§3,3GD 

-8 

-8 

LTD 

1 

DO 

1 

DO 

-4 

5 

Sun. 5 Fri. 

5 

§B4D 

§4,2DD 

-B 

-8 

-8 -2 -5 

-4 

-G 

Sun. 5 Tug. 

5 

§I,D32 

§5,4BD 

-4 

-8 

LTD 

1 

D^ 

LTD 

-5 

-3 

Sun. 5 Sat. 

5 

§I,38B 

§B,B3D 

-5 

-8 

-4 -2 -G 

-4 

-4 

Sun., Tug., & Sat. 

4 

§2,IDD 

§8,4DD 

-5 

-8 

-7 -2 G 

-7 

1 

Man., Tugs., 
Thurs., 5 Sat. 

3 

§2,4D4 

§7,482 

-4 

-8 

-2 -2 B 

-4 

-3 

Sun., Man., Wsd., 
Thurs., 5 Fri. 

2 

§4,725 

§3,45D 

5 

-8 

3 4 ID 

5 

ID 


Days Dff # Work Days 

Daily Salary 

Weekly Average 

Energy 

Bladder 

Hygiene Social Hunger 

FUN 

CUMFDRT 

Man. G Sat. 

5 

§42D 

§2,IDD 

-8 

-8 

-ID 

3 4 

-ID 

3 

Man. G Fri. 

5 

§577 

§2,885 

-8 

-8 

-ID 

3 4 

-7 

3 

Sun. G Wsd. 

5 

§714 

§3,57D 

-8 

-8 

-8 

3 4 

-B 

5 

Sun. G Man. 

5 

§8GI 

§4,3D5 

-8 

-8 

-3 

3 5 

-4 

5 

Sun. G Sat. 

5 

§I,DD8 

§5,D4D 

-B 

-8 

-8 

2 5 

-4 

B 

Sun. G Fri. 

5 

§1,155 

§5,775 

-4 

-8 

-5 

2 5 

-5 

3 

Man., Wad., G Fri. 

4 

§1,312 

§5,248 

-5 

-8 

-4 

2 B 

-4 

4 

Sun., Wad., 
Fri., G Sat. 

3 

§2,2D5 

§B,BI5 

-5 

-8 

-7 

2 B 

-7 

5 

Sun., Wad., Fri., G Sat. 

3 

§3,D5I 

§3,153 

-4 

-8 

-2 

2 B 

-4 

3 

Sun., Man., Fri., G Sat. 

3 

§5,D22 

§I5,DGG 

-4 

-8 

-2 

2 ID 

-4 

ID 
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A new feature in The Sims™ 2 University allows Sims 
to keep their super-cool (and not-so-cool) career 
outfits as wardrobe options. After a Sim reaches any 
job level, the costume associated with that Job level 
becomes a selectable Everyday outfit, if your Sim 
owns a wardrobe object. 


Some Work clothes are 
too cool not to Wear 
around the house. Now 
your Sims can slap on 
the duds of any job 
they've ever held. 


Go to the wardrobe and Plan Outfit for Everyday. 
Select the work clothing of your choice and it 
becomes your Sim’s default duds. 

CAREER REWARD OBJECTS 


Career objects appear in the Rewards panel when Rims 
reach their career's reward level. Place the object on the 
lot or save it until later. 


With the new careers comes a slate of new career 
reward objects. Like career objects in The Sims™ 2, 
these objects are awarded at Job Level 5 or 6, 
depending on the career. Unlike the 10 original Job 
objects, however, they are not skill builders. They 
instead offer extremely powerful new abilities for 
college-educated, successful Sims. 


© 
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Interactions: 

^ Modify facial Structure: Can be 
used by young adults and 
older. Sims can now change 
their facial features using 
the facial controls found in 
Create A Sim. These changes 
have no effect on genetics if 
the Sim later reproduces: the 
resulting offspring will receive 
genes from the altered Sim’s 
original facial features. Each 
time Sims alter their facial 
structure, there is a 20 percent 
chance that they will emerge 
absurdly disfigured; however, 
using the machine again can 
undo the damage. 
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^ Career; Show Business (Level 6) 


This Sim is pleased 
with the results. 


Dr. Vu’s Automated 
Cosmetic Surgeon 







LaganaDhviiis simnouorii 
(aha “Cow Plant”) 


Laganaphyllis 

Sitnnovorii 



^ Career; Natural Scientist (Level 6) 

Interactions: 

^ Feed: Costs §35. Child or older only. The Lagana- 
phyllis Simnovorii is an extraordinary example of 
botanical engineering. Feed it regularly (at §35 per 
feeding) and it’s a nice, harmless (if freakishly huge 
and bovine in appearance) bit of home vegetation. 
Let it go hungry for 12 hours, however, and it 
becomes extremely dangerous or extremely useful 
(or both, depending on your view). Feeding the plant 
while it’s in “cake mode” (see next bullet) causes 
it to retract its lure and go dormant for 12 hours. 

^ Grab Cake: Kills visitor Sims. Can only be done by 
teen or older. Unfed, the Cow Plant takes matters 
into its own hands. ..er... leaves, extending a 
birthday-cake-shaped “tongue” (complete with lit 


candle) from its maw. The cake calls to hungry 
visitors (household Sims will not autonomously 
grab the cake), drawing them into devouring 
range. Within seconds, the ravenous plant gulps 
down the unwary visitor and unceremoniously 
regurgitates a tombstone. 

^ Milk; Adds five days to current age. Can only be 
used by child or older. To use your new ferocious 
flora for your Sims’ benefit, leave it unfed somewhere 
visitors are likely to go. After feeding on Sim flesh, 
the Cow Plant’s udders become engorged; milking 
them provides an elixir that adds five days to the 
current age of the Sim who drinks it. 

If you don't want your 9tms' visitors (including friends) 
periodically digested, keep the Cow Plant well fed and 
somewhere inaccessible. Also, the Cow Plant will not 
eat a 9im with very low hygiene, which is a way to 
avoid ingestion. 




If a family friend is eaten, it may affect your 9ims' career 
promotion qualifications by reducing the friend count. 
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After eating a 9im, the Cow Plant remains dormant for 
12 hours before extending its cake lure again. 



Turn one Sitn's 
misfortune into 
another's longevity. 



primagames.com 
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Luminous Pro Antiaue camera 



Luminous Pro 
Antique Camera 


^ Career; Artist (Level 5) 


- C time > 

Posed 9ims turn their heads to look at the camera as 
you change the view's angle. 



Position Sims anywhere 
(the location of the 
camera doesn't matter) 
in whatever goofy pose 
you choose. Frame 
the scene and press 
to snap. 


To get into camera mode, press |Tab| . 

Interactions: 

^ Shoot Picture: Select either portrait or landscape 
and any picture effects (Normal, Lighting Bloom, 
Film Grain, Letterbox, or Vignette). This brings 
up the picture-framing box. Follow the onscreen 
instructions for shooting. The camera object’s 
position is irrelevant to the picture you create; 
you can shoot anywhere on the lot from any angle. 
With the framing box up, position your view 
anywhere you like (even utilizing Cameraman 
mode) and press to take the shot. First, 
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however, have your Sims strike a pose. Note 
that the Sim taking the picture cannot be posed, 
though the photographer will appear in the photo 
(standing at the camera) if they’re within the 
framing box. 

^ Pose; Any selectable Sim 
on the lot can do the Pose 
interaction. Position the 
Sim within the framing 
box (direct the Sim to 
“Walk Here”) and click 
on the Camera to select 
“Pose.” Choose any 
of the zany poses 
for your Sim. 

Posed Sims’ Needs 
decay while posing, 
so they eventually 
bail out if Mood or 
critical Needs drop 
enough. Left-click on the 
Pose icon in the gueue to 
unpose a Sim. 

^ Stand Next To: With 
another Sim selected, 
click on a posed Sim 
and position the 
selected Sim some- 
where in relation to the 
posed Sim. Now you 
can pose this Sim, too. 

^ Sell Picture; After you 
take the picture, any 
Sim can click on the camera 
and select “Sell Picture.” The 
picture disappears and §40 is 
added to the household funds. 


Continuous picture-taking results in the same 
time commitment and income as a low-level job. 
Alternatively, you may hang the picture in your 
Sims’ home. Switch the game to Buy mode, use 
the Hand tool to grab the picture from the 
camera’s side, and place it somewhere on the lot. 
If you hold the picture near a wall, it switches to 
a hanging frame. Hold it over a surface and it 
becomes a tabletop frame. You can sell the picture 
any time, but it does not depreciate or gain value 
from the photographer’s Creative skill (as would 
easel paintings). 


The memories from 
photos are Worth more 
than §40; hang this 
family portrait on 
the Wall or place it 
on a table. 



For information on Camera mode and effects (see the 
"Cinematic Cheats" section in Chapter 9). 


^ iJOlfl ^ 



The picture-taking system on the camera object is very 
similar to the Paint Portraits/9till Life interactions on the 
easel. 9ee Chapter 5 for details. 
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Resurrect-o-nomitron 


Resurrect-O-Nomitron 


|D\SV flk 


■ r-r 


^ Career: Paranormal (Level 5) 



ii; 111 - '-i- 


Choose your resurrec- 
tion budget carefully; 
the price of frugality 
may be quite high. 


Interactions: 

^ Call Grim Reaper: Child or older Sim places a call 
to the hereafter to revive any Sim whose tomb- 
stone/urn exists in the neighborhood or college 
town. The amount of money you pay for a resur- 
rection dictates how the deceased comes back 
(see the Note) as a household member. This 
interaction is unavailable if there are already eight 
Sims in the household, since the resurrection adds 
more than the lot can hold. 


68 ) primagames.com 


Zombies spend 
a lot of time 
thinking of brains. 



The amount of money you spend on a resurrection 
affects the quality of the resurrection: 

♦ §1-§987: Resurrection fails and money paid 
is forfeit. 

♦ §988-§4,127: 8ims return in their previous age 
group but as zombies. Zombies' Needs are badly 
depleted and they're extremely angry at the Sim 
doing their poor resurrection, causing a -20 Daily/ 
-15 Lifetime point reduction in relationship with the 
caller. They lose most of their skills and get the 
"zombie personality." 

♦ §4128-§8,512: Sims return but with all skills 
reduced by three levels and all personality factors 
reversed (low becomes high and vice versa). 
Imperfect Sims are nevertheless happy to be back 
and experience a -HlO Daily/ -1-5 Lifetime point 
increase in relationship with the caller. 

♦ §8,513-§10,000: Sims return exactly as they were 
at the time of death. Perfectly resurrected Sims 
are ecstatic to be risen and get a -1-35 Daily/ 

-1-25 Lifetime point increase in Daily Relationship 
with the caller. 

If the resurrected Sims are children, they can only 
come back perfectly or not at all. Offering less than 
§987 gets you nothing but §1,000 poorer. Above §1,000 
yields the same perfect children, just as you knew them. 
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Don't spend more than §8,513 on a resurrection, since 
spending more won't have any additional benefit. 


ZOMBIE LIFE 

Zombie Sims, not surprisingly, have several limitations 

but also a few advantages: 

♦ Skin tone and change of face: All zombies come back 
with distorted facial features and a special zombie skin 
tone. They also have a special portrait when their 
interaction menu appears; don’t make them look in 
one direction for too long. When idle, they occasion- 
ally have trouble keeping their head up. 

♦ Shamble: Zombies can’t run, walk, or skip, no matter 
how far you direct them to travel, the level of their 
personality, or how you direct them to go. They 
always move with the zombie shamble. 

♦ WooHoo and Procreation: Zombie Sims can WooHoo 
but cannot Try for Baby. If, however, a Sim expired 
while pregnant, she (or he, via alien abduction) will 
return pregnant and give birth to a normal (or normal 
alien) baby. 

♦ Age Transition: Zombies don’t age and are, effectively, 
immortal. Thus, they have unlimited time to work 

on skills and pursue other self-improvements. This 
makes them fantastic resources as skill teachers or 
personality encouragers. There is one exception to 


zombies’ inability to age 
and it pertains to college 
(see College bullet below). 

Zombies can, however, 
die accidentally (electro- 
cution, starvation, etc.) 

♦ Skills: Some skills are lost. 

♦ Personality: All zombies return with 
the same personality. Generally, 
they’re Mean, a bit Outgoing, 
very Sloppy, and a bit Playful 

and Active. 

♦ Thoughts: Zombies have frequent 
thoughts of brains. 

♦ College: Teen Zombie Sims can go 
to college. In fact, there’s a special 
scholarship just for Zombies. In 
this one case, zombies WILL age; 
they become young adults in 
college and adults upon graduation. 
They don’t, however, advance in 
age any further. 


Zombies can WooHoo 
but don't expect to 
start a family. 
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Chapter 8 

MiUlM 


A new world like college requires new objects to make it come 
alive. How does over loo new objects sound? This chapter provides 
stats for each one. We also detail the new trio of personal inven- 
tory objects (think pocket-sized electronics). 


OBJECT DIRECTORY 


Price and Depreciation Needs 


Object 

a SB 

'u 'u 'u 

cu ”cB “ ^ ^ 

aa 'cn aa u 

Hunger 

Cumfurt 

Hygiene 

Energy 

Fun 

Envirnnment 


A-maz-ing Matey! 

§I,D5D 

§157 

§ID5 

§420 

0 

0 

0 

0 

8 

D 


ADD Oisca Dining Chair 

§32D 

§48 

§32 

§128 

0 

4 

0 

0 

0 

D 


ADD Oisca Dining Table 

§755 

§113 

§75 

§302 

0 

0 

0 

0 

D 

2 


Blinding Soldier Wall Lamp 

§23D 

§34 

§23 

§32 

0 

0 

0 

0 

D 

1 


Blanms S Beamers End Table 

§I2D 

§18 

§12 

§48 

0 

0 

0 

0 

0 

D 


Blossoming Heart 

§485 

§D 

§D 

§D 

0 

0 

0 

0 

D 

4 


Cafeteria-Style Steelate Counter Island 

§8ID 

§121 

§81 

§324 

0 

0 

0 

0 

D 

2 


Circle ef Light Friendship Lamp 

§215 

§32 

§21 

§88 

0 

0 

0 

0 

D 

1 


Clob Ronm Countertop 

§BDD 

§3D 

§8D 

§240 

0 

0 

0 

0 

0 

D 


College Public Phone 

§55D 

§82 

§55 

§22D 

0 

0 

0 

0 

0 

D 


Corner Pocket Pool Table 

§I,8DD 

§27D 

§I8D 

§72D 

D 

0 

0 

0 

ID 

0 


Cnmerstone Veritable Vanity 

§I,2DD 

§180 

§12D 

§48D 

0 

0 

0 

0 

D 

D 


Cnzmo MP3 Player 

§185 

§D 

§D 

§0 

0 

0 

0 

0 

7 

D 


Dablen Library Bookcases 

§7DD 

§ID5 

§7D 

§280 

0 

0 

0 

0 

1 

D 


Deceptico Plano Glass 

§58D 

§87 

§58 

§232 

0 

0 

0 

0 

D 

3 


Don Meswitthis Bonny Pennant 

§B5 

§D 

§D 

§0 

0 

0 

0 

0 

0 

1 


Downbeat Kit 

§3,IDD 

§585 

§33D 

§I,58D 

0 

0 

0 

0 

ID 

3 


Dr. Vo's Automated Cosmetic Surgeon 

§D 

§D 

§D 

§0 

0 

0 

0 

0 

0 

D 


Exerto Butterfly Exercise Machine 

§8DD 

§135 

§3D 

§38D 

0 

0 

0 

0 

1 

2 


Exerto Free Press Exercise Machine 

§8DD 

§135 

§3D 

§38D 

0 

0 

0 

0 

1 

2 


Exerto Leg Extension Exercise Machine 

§8DD 

§135 

§3D 

§38D 

0 

0 

0 

0 

1 

2 


Fallnrayne Fountain 

§825 

§D 

§D 

§0 

0 

0 

D 

D 

D 

10 


Fearless Elyin' 4DDD Treadmill 

§2,25D 

§337 

§225 

§S0D 

0 

0 

0 

0 

5 

2 


Fighting Llamas Pennant 

§85 

§D 

§D 

§0 

0 

0 

0 

0 

0 

1 


Fighting Llamas Tri-Pennant Combo 

§85 

§D 

§D 

§0 

0 

0 

D 

D 

D 

1 


Fighting Piranhas Tri-Pennant Combo 

§85 

§D 

§D 

§0 

0 

0 

0 

0 

0 

1 


Fists of Bonny Poster 

§45 

§D 

§D 

§0 

0 

0 

0 

0 

D 

1 
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SI 


Room Sort 


Community Sort 


c/a 







Electronics 





X 


X 


X 







Comfort 


X 

X 





X 



X 





Surfaces 



X 





X 








Lighting 



X 


X 

X 

X 


X 


X 





Surfaces 





X 


X 




X 





Decorative 


X 


X 





X 

X 






Surfaces 








X 

X 







Lighting 


X 

X 


X 


X 


X 


X 





Surfaces 






X 


X 

X 







Electronics 
















Elobbies 





X 




X 







Surfaces 







X 









Persanal 
















Hobbies 


X 



X 


X 


X 




X 



Decorative 





X 

X 

X 




X 





Decorative 


X 





X 




X 



X 


Hobbies 





X 




X 







Career Rewards 















X 

Hobbies 


X 


X 





X 






X 

Hobbies 


X 


X 





X 






X 

Hobbies 


X 


X 





X 







Decorative 




X 





X 

X 





X 

Hobbies 


X 


X 





X 







Decorative 


X 





X 




X 





Decorative 


X 





X 




X 





Decorative 


X 





X 




X 





Decorative 


X 





X 




X 
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Object Directory continued 

Flickering Mercenary Table Lamp 

Flawin' PrntDznan Oauble Bed 

Flawin' PrntDzaan Single Bed 

Fusty Hers D'eeuvres Gym Lackers 

Genuine Buck's Famuus Cuuuterfeiting Machine 

Grauvy Dresser by Keen Cc. 

Impressa Espress-c-Matic 

Industrial Steelate Ccunter 

It's Reggae, Man Paster 

Laganaphyllis Simuavurli 

LeTuurnament Decahedreu XS 

Lccker Ream CcunterFeet 

Luminaus Pra Antique Camera 

Magnificently Medieval Armchair 

Majestically Medieval Duuble Bed 

Masterfully Medieval Safa 

Maturely Medieval Single Bed 

Mediucre Medieval Luveseat 

Merry-making Dining Table 

Mini-Disen Dinette Table 

MMM Mini Fridge 

Madest Medieval End Table 

Myne Cafeteria Table 

Mysteriuusly Medieval Dining Chair 

NDYIN 2B8D Cellular Phune 

Drbs cf Ccnnectedness Ceiling Lamp 

Party Juice Barrel 

Pimp Viking 3D Arcade Game 

Psychedelic SimAtri Cuffee Table 

Really Distressed Luveseat by Club Distress 

Resurrect-D-Numitrnn 

Retru Bcdaciaus Luveseat 

Retru Dvereasy Eggseater 

Retra Dvereasy Eggseater Recliner 

Revuluticuary Rebelliun Pester 

Ragged Llamas ef the Nertb Seuvenir Rugby Jersey 
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Environment 




Charisma 


Skills Raom Sort Community Sort 



E -t 

'ra ™ ^3* 

U U □□ 

Function 

Kids 

Study 

Dining Room 

Outside 

Living Room 

Bathroom 

Bedroom 

Kitchen 

BO 

B 

u 

c . B1 

CO — 

B - — 

oa P g- 

M ^ B B 

S a bo i_^ 





Lighting 

X 

X 

X 


X 


X 


X 








Comfort 







X 










Comfort 







X 










MisoelloneDos 







X 


X 








Aspiration Rewards 

















MiscellaneDos 







X 










Appliances 









X 

X 


X 





Surfaces 








X 



X 






Decorative 


X 





X 




X 






Career Rewards 

















Personal 

















Surfaces 








X 



X 






Career Rewards 

















Comfort 





X 




X 


X 






Comfort 







X 










Comfort 





X 






X 






Comfort 







X 










Comfort 





X 




X 








Surfaces 



X 





X 




X 





Surfaces 




X 






X 


X 





Appliances 








X 









Surfaces 





X 


X 










Surfaces 



X 









X 





Comfort 


X 

X 





X 



X 

X 





Personal 

















Lighting 



X 


X 

X 

X 

X 

X 


X 

X 





Miscellaneous 


X 


X 





X 

X 







Electronics 





X 


X 


X 








Surfaces 





X 


X 




X 






Comfort 





X 






X 






Career Rewards 

















Comfort 





X 




X 








Comfort 





X 




X 


X 






Comfort 





X 




X 








Decorative 


X 





X 




X 






Decorative 


X 





X 




X 
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Save the Sheep Faux Sheepskin Oipinma 

§0 

§D 

§D 

§0 

0 

D 

D 

D 

D 

D 


Sellafone Gadget Kiosk 

§2,5DD 

§375 

§250 

§I,DDD 

D 

D 

D 

D 

4 

7 


Shining Knight Standing Lamp 

§315 

§47 

§31 

§I2G 

0 

D 

D 

D 

D 

2 


ShinyTyme Cooktop 

§9DD 

§135 

§99 

§3GD 

ID 

D 

D 

D 

D 

D 


Simbic Bisectaur Bass 

§1.800 

§525 

§35D 

§1,409 

D 

D 

D 

D 

ID 

2 


SimCity Championship Roster 1984-85 Season Poster 

§55 

§D 

§D 

§0 

D 

D 

D 

D 

D 

1 


Simgreek Letter Sign — Cham 

§IOD 

§14 

§9 

§39 

D 

D 

D 

D 

D 

D 


Simgreek Letter Sign — Hob 

§IOD 

§14 

§9 

§39 

D 

D 

D 

D 

D 

D 


Simgreek Letter Sign — Urele 

§IOD 

§14 

§9 

§39 

D 

D 

D 

D 

D 

D 


Simgreek Letter Sign — Annya 

§IOD 

§14 

§9 

§39 

D 

D 

D 

D 

D 

D 


Simgreek Letter Sign — Frubm 

§IOD 

§14 

§9 

§39 

D 

D 

D 

D 

D 

D 


Simgreek Letter Sign — Nagard 

§IOD 

§14 

§9 

§39 

D 

D 

D 

D 

D 

D 


Simgreek Letter Sign — Dresha 

§IOD 

§14 

§9 

§39 

D 

D 

D 

D 

D 

D 


Simgreek Letter Sign — Var 

§IOD 

§14 

§9 

§39 

D 

D 

D 

D 

D 

D 


Skimmer Securities Ceiling Sprinkler 

§245 

§3B 

§24 

§98 

D 

D 

D 

D 

D 

D 


Space Oddity 

§50 

§D 

§D 

§0 

D 

D 

D 

D 

D 

1 


Spaceship Spacious Fountain 

§B,25D 

§D 

§D 

§0 

D 

D 

D 

D 

D 

ID 


Stack-D-Flames Bonfire 

§245 

§D 

§D 

§0 

D 

D 

D 

D 

D 

ID 


Stick 'Em Up Bulletin Board 

§75 

§D 

§D 

§0 

D 

D 

D 

D 

D 

1 


Strut Your Stuff Communal Shower 

§425 

§B3 

§42 

§I7D 

D 

D 

7 

D 

D 

D 


Superflux Dber UV Guitar 

§2,5DD 

§375 

§250 

§I,DDD 

D 

D 

D 

D 

ID 

3 


Surfing the Universe Poster 

§59 

§D 

§D 

§0 

D 

D 

D 

D 

D 

1 


The Truth is Somewhere 

§55 

§D 

§D 

§0 

D 

D 

D 

D 

D 

1 


Tushugger Cushy Chair 

§38D 

§57 

§38 

§152 

D 

7 

D 

D 

D 

D 


Way Cnolinary Countertop 

§410 

§BI 

§41 

§IG4 

D 

D 

D 

D 

D 

D 


Way Cnolinary Fluid Island Bar 

§1,850 

§277 

§185 

§740 

D 

D 

D 

D 

3 

D 


Way Cnolinary Island 

§810 

§121 

§81 

§324 

D 

D 

D 

D 

D 

2 


We Call It Football Limited Edition Prints 

§75 

§D 

§D 

§0 

D 

D 

D 

D 

D 

1 


White Rahhit Nirvana Blower 

§1,729 

§258 

§172 

§G88 

D 

G 

D 

D 

8 

D 


Wnmable Easy Chair 

§180 

§27 

§18 

§72 

D 

7 

D 

D 

D 

D 


Wnmable Fridge 

§375 

§5G 

§37 

§I5D 

ID 

D 

D 

D 

D 

D 


Wnmable Sofa 

§195 

§27 

§18 

§72 

D 

5 

D 

2 

D 

D 


Wrath af Sack Man Pinhall 

§1,750 

§2G2 

§175 

§790 

D 

D 

D 

D 

ID 

2 
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Environment 




SI 


Room Sort 


Community Sort 


c/3 







Career Rewards 
















Electronics 









X 


X 





Lighting 


X 

X 


X 


X 


X 


X 





Appliances 








X 






X 


Hobbies 





X 




X 







Decorative 


X 





X 




X 





Decorative 




X 

X 











Decorative 




X 

X 











Decorative 




X 

X 











Decorative 




X 

X 











Decorative 




X 

X 











Decorative 




X 

X 











Decorative 




X 

X 











Decorative 




X 

X 











Miscellaneous 








X 

X 







Decorative 


X 





X 




X 





Decorative 




X 





X 

X 






Miscellaneous 




X 





X 

X 






Decorative 


X 





X 




X 





Plumbing 






X 



X 





X 


Hobbies 





X 




X 







Decorative 


X 





X 




X 





Decorative 


X 





X 




X 





Comfort 





X 




X 


X 





Surfaces 






X 


X 

X 







Miscellaneous 









X 







Surfaces 








X 

X 







Decorative 


X 





X 




X 





Miscellaneous 


X 


X 







X 





Comfort 





X 




X 


X 





Appliances 








X 








Comfort 





X 






X 





Electronics 





X 




X 
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OBJECT CATALOG 
Comtort 
Dining Chairs 

AOD Disco Dining cnair 

^ Price: §32D 
^ Need Effects: Comfert 4 


Mgsteriousig medieuai 
Dining cnair 

^ Price: §95D 

^ Need Effects: Comfert 7, Environment 2 


Lluing Chairs 

wornaDie Easy cnair 

^ Price: §I8D 
^ Need Effects: Comfort 7 


mshugger Cusng Chair 

^ Price: §38D 
^ Need Effects: Comfort 7 


Retro Ouereasg Eggseater 

^ Price: §G2D 
^ Need Effects: Comfort 7 





Magnificentig Modieuai Armchair 

^ Price: §I,DDD 

^ Need Effects: Comfort 9, Environmeot 2 

Reciiners 

Retro Overeasy Eyyseater Reciiner 

♦ Price: §G4D 

^ Need Effects: Comfort 7, Energy 2 (Nap) 

^ Need Max: Energy op to 8D (Nap) 

Sofas & Loueseats 

Roaiig Distressed Loueseat ng 
GiuD Distress 

♦ Price: §185 

^ Need Effects: Comfort 4 (Sit), Comfort 5 (Lounge), 
Energy 2 (Nap), Fun 4 (Play) 

^ Need Max: Energy up tu 29 (Nap) 

uiorname sota 

^ Price: §195 

^ Need Effects: Cumfort 4 (Sit), Comfort 5 (Lounge), 
Energy 2, Eun 4 (Play) 

^ Need Max: Energy up to 29 (Nap) 

Retro Bodacious Loueseat 

^ Price: §815 

^ Need Effects: Comfort 8 (Sit), Comfort 7 (Loonge), 
Energy 2 (Nap), Fun 4 (Play) 

^ Need Max: Energy up to 89 (Nap) 

Mastertuiig medieuai seta 

♦ Price: §849 

^ Need Effects: Comfort 7 (Sit), Comfort 8 (Lounge), 
Energy 2 (Nap), Fun 4 (Play) 

^ Need Max: Energy up to 55 (Nap) 
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Beds 




Surfaces 

counters 


medlocra Madleual Laaeseal 

♦ Price: SUSP 

^ NEed Effects: Comfort 7 (Sit), Cooifort 8 (Louoge), 
Energy 2 (Nap), Eon 4 (Play) 

^ Need Max: Eoergy op to 85 (Nap) 


FiouiitT Protozoan single Bed 

^ Price: §52D 

^ Need Effects: Comfort 8, Energy 8, Environment I, 
Eun 2 (Jomp) 

^ Need Max: Eun up to 7D (Jump) 

Flowin’ Protozoan Doume Bed 

^ Price: §G2D 

^ Need Effects: Comfurt 2, Energy 8, Envirnnment I, 
Eun 2 (Jump) 

^ Need Max: Eun up to 7D (Jump) 

matureig Modieuai single Bed 

♦ Price: §IJDD 

^ Need Effects: Comfort 5, Energy G, Environment 2, 
Eun 2 (Jump) 

^ Need Max: Eun up to 80 (Jump) 

Maiesticaiig Modieuai ooume Bed 

^ Price: §8,400 

^ Need Effects: Comfurt 8, Energy 8, Environment G 
^ Need Max: Eun up to 80 (Jump) 


LocHor Room GounterFoet 

^ Price: §90 
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Coffee Taetes 

psvcnedeiic simAtri coffee Tame 

♦ PHce: §145 


Misceftaneous 

* cornerstone ueritame uaniti; 

, ♦ Price: §I,ZDD 

^ Need Effects: Fun 2 (Leak et Self) 

^ ♦ Change Appearance: Wnrks just like 

standard mirrar. 

^ Makeuver: Allnws ynu tu Change Appearance uf ether Sims, including 
NPCs and Tnwnies. 

oecoratiue 

wall Hangings 

Fists ot Bunns poster 

♦ Price: §45 

^ Need Effects: Fun 3 (View), Envirnnment I 
^ Need Max: Fun up tn 95 (View) 


It’S Reggae, mon Poster 

♦ Price: §45 

^ Need Effects: Fun 3 (View), Envirnnment I 
^ Need Max: Fun up tn 95 (View) 

Reuolutionarg Reneiiion Poster 

♦ Price: §45 

^ Need Effects: Fun 3 (View), Envirnnment I 
^ Need Max: Fun up tn 95 (View) 
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space Odditp 

^ Price: §50 

^ Need Effects: Fun 3 (View), Envirenment I 
^ Need Max: Fun up te 95 (View) 



simcitp Championship Roster 
i98a-85 season poster 

^ Price: §55 

^ Need Effects: Fun 3 (View), Envirenment I 
^ Need Max: Fun up te 95 (View) 



The Truth is someuihore 

^ Price: §55 

^ Need Effects: Fun 3 (View), Envirenment 
^ Need Max: Fun up te 95 (View) 


B Surting the uniuerse Poster 

^ Price: §59 

^ Need Effects: Fun 3 (View), Envirenment ( 
^ Need Max: Fun up te 95 (View) 



Don Mesuiittnis Bunnp Pennant 

^ Price: §95 

^ Need Effects: Fun 3 (View), Envirenment ( 
^ Need Max: Fun up te 95 (View) 



Fighting Llamas Pennant 

^ Price: §95 

^ Need Effects: Fun 3 (View), Envirenment ( 
^ Need Max: Fun up te 95 (View) 



Fighting Llamas Tri-Pennant combo 

♦ Price: §95 

^ Need Effects: Fun 3 (View), Envirenment ( 

^ Need Max: Fun up tu 95 (View) 



Fighting Piranhas Tri-Ponnant combo 

♦ Price: §95 

^ Need Effects: Fun 3 (View), Envirenment ( 

^ Need Max: Fun up tu 95 (View) 



sticH ‘Em up Buiiotin Board 

♦ Price: §75 

^ Need Effects: Fun 3 (View), Envirenment ( 
^ Need Max: Fun up tu 95 (View) 



Ulo call It Football 
Limitod Edition Prints 

♦ Price: §75 

^ Need Effects: Fun 3 (View), Envirenment ( 
^ Need Max: Fun up tu 95 (View) 



simgrooH Lottor signs 

^ Price: §100 

^ Need Effects: Fun 3 (View), Envirenment 0 
^ Need Max: Fun up tu 95 (View) 



Ruggod Llamas ot tno north 
souuonir Rugng Jorsog 

♦ Price: §115 

^ Need Effects: Fun 3 (View), Envirenment I 
^ Need Max: Fun up tu 95 (View) 
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sculpture 



Biossoinin!i Heart 

^ Price: §485 

^ Need Effects: Fun 8 (View), Envirenment 4 
^ Need Max: Fun up te 95 (View) 


Faiioravne Fountain 

^ Price: §G25 

^ Need Effects: Fun 8 (View), Envirenment I 
^ Need Max: Fun up te 95 (View) 


Interactiens: 

^ View: Lual( at fauntain fer Fun. 

^ Add Snap: Sims adds detergent te fnuntain tn make it sudsy. 
Dutdear unly. 

^ spaceship spacious Fountain 

('■' ♦ Price: §9.250 

^ ♦ Need Effects: Fun 8 (View), Envirenment I 

< ✓ ^ Need Max: Fun up te 95 (View) 

Interactiens: 

^ View: Leak at fauntain fer Fun. 

^ Add Snap: Sims adds detergent te fnuntain tn make it sudsy. 
Dutdear unly. 


Mirrors 


DBCBPtICO PIBBB BIBBS 

^ Price: §580 

^ Skill: Charisma (Practice Oamance ur Practice 
Speech) 

^ Need Effects: Envirenment 8 
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Plumbing 
Showers and Tuhs 



strut VBur stun csiumunBI ShsuiBr 

♦ Price: §425 
^ Skill: Mechanical (Repair) 

^ Need Effects: Hygiene 7 (Take a Shewer), Oladder 2 
(Take a Shnwer, Slappy enly) 

If the cemmunal shnwer is an a nnncnllege Int, yuung 
adults and nider will shun away ynunger Sims wha 
enter the ranm centaining the shnwer. 


ODDiiances 

Coohlng 


ShlnvTuniB GBSIIIBP 

^ Price: §900 
^ Need Effects: Hunger ID 

W This stnve can nnly be used tn ceuk stnvetnp funds: 
anything that gnes in the even will he unavailahle. 

./ Thnugh it can he placed nn durm, residential, 
nr enmmunity lets in either hnme neighhurhunds ar 
callage tawns, the Int type dictates hew the stnve can be used: 

^ Residential lets in neighbnrhueds: stavetap-nniy fends but 
etberwise nurmal. 

^ Cummunity lets in neigbburhunds: self-serve stevetap-nniy funds but 
etberwise nurmal. 

^ Durm ur cullege enmmunity lets: Fram 9 a.m. tn II p.m., the NPC Cafeteria 
Werker enmes tn the let and takes aver the stnve. He ar she serves 
grnup meals censtantly thrnugheut the day. Playahle Sims can nnly use 
the Steve when the Cafeteria Werker is aff duty and then unly far stevetep 
funds. They can use it during serving hnurs if they Wurk in Cafeteria. 

See the "Eating at Cullege" and "CnIlege Jnbs" sectinns in Chapter 9 far 
full details. 

^ Private residences nr Greek huusing in cullege tawns: stnvetnp-enly fends 
but atherwise nermal. 


Refrigerators 



BiMBi Mini Fringe 

^ Price: §850 
^ Feud Capacity: 80 

^ Need Effects: Fun 8 (Juggle Onttles ur Play), 
Hunger ID 
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Lighting 
Tame Lamps 


^ Need Mex: Fun up tu 5D (Juggle Buttles nr Play) 

Its capacity Is smaller than a traditiunal fridge, but it fits under cuunterteps. 
Use it fur cnid, teaster even, ur micruwave fund (including the new Cup D' 
Ramen). It CANNOT be used tn get baby buttles. 

A freestanding minifridge withuut a cnunter serves as a prep surface, 
tun, su keep it clear and Sims can prepare meals an it. 

uiornahie Fridge 

♦ Price: §375 
^ Fuud Capacity: 2DD 

^ Need Effects: Fun 3 (Juggle Buttles ur Play), 
Hunger ID 

^ Need Max: Fun up tn 5D (Juggle Betties ur Play) 

Electronics 


A-maz-ing mategi 

♦ Price: §I,D5D 

^ Need Effects: Eun E (Play), Eun 5 (Watch), 

Sucial (Watch) 

^ Need Max: Eun up te SB (Watch) 

Interactiens: 

^ Play: Casts §1 per play. Gets mare Eun fer a win than a less. 

^ Watch: Watchers get Eun. If multiple Sims are watching, they get duuble 
the Eun nf a snin watcher plus Secial. 

Pimp uiHing 3D Arcade Game 

♦ Price: §I.D5D 

^ Need Effects: Eun G (Play), Eun 5 (Watch), 

Sucial (Watch) 

^ Need Max: Eun up te SB (Watch) 

Interactiens: 

^ Play: Casts §1 per play. Gets mare Eun fur a win than a less. 

^ Watch: Watchers get Eun. If multiple Sims are watching, they get duuble 
the Eun nf a snIn watcher plus Secial. 


wrath at sach man Pinnaii 

♦ Price: §I,75D 

♦ Need Effects: Eun ID (Play), Eun 3 (Watch), 
Envirnnment 1 

Identical tu standard pinball machines (see Chapter 5). 




Games 


/ \ 



V / 




FlicKering mercenarg Table Lamp 

^ Price: §135 

^ Need Effects: Envirnnment I 


Floor Lamps 




circle ef Light Friendship Lamp 

♦ Price: §215 

^ Need Effects: Envirnnment I 


Shining Knight standing Lamp 

♦ Price: §315 

^ Need Effects: Envirnnment 2 


wall Lamps 

Biin[iin!i soldier wall Lamp 

^ Price: §23D 

^ Need Effects: Envirenment I 


Hanging Lamps 

orns et cennectedness 
Gelling Lamp 

^ Price: §I8D 

^ Need Effects: Envirenment I 




Protected by copyright. Unauthorized or unlawful copying or downloading expressly prohibited. 













PRIMA OFFICIAL GAME GUIDE 



NI\TO!T/ 


Hobbles 

Greatiulty 


JDjfi 


The Chimeway & Daughters Qaloon Piano has been 
slightly modified from its function in the base game. It 
works essentially the same but now features the Perform 
and Joinable interactions. 

simbic Bisectaur Bass 

I ^ ♦ PricE: §I.8DD 

p ^ Skill: Creativity (slower if Performing) 

. ’ QB ^ Need Effects: Fun ID (Perferm/Practice), Fun 4 

(Watch), Fun 8 (Dance), Energy -2 (Dance), 

^ Sncial (Watch, Dance, Perfnrm), Envirenment 2, 

^ Need Max: Fun up tu 75 (Dance Sale) or 85 (Daoce Together) 
loteractleos: 

^ Practice: Sim plays (Country, Ruck, ur Jazz), has Fun, and builds Creativity, 
All practicing Sims play by themselves, not in unisnn. Sim's Creativity skill 
determines hew well they play and hew watchers react, 

^ Perfnrm: Sim puts uut a tip jar and plays (Country, Rnck, nr Jazz), If there 
are other instruments in the same room, other Sims cao jein in by clicking 
on the already-perfnrming Sim, Sims get Creativity skill. Fun, and Sncial, If 
other Sims put tips in the tip jar, Sim earns meney when they step playing 
and empties the jar, Sim's Creativity skill determines how well they play 
and how watchers will react. Is available eo community lots in regular 
neighborhoods but won't build Creativity, 

^ Dance: Click on instrument when another Sim is playing it and Sim dances 
to the music. Gives Fun and, if nther Sims Dance Together, Social, 

^ Watch: Gives Fun and, if more than one Sim is watching. Social, 


' m ^ Superflux Uber uu Buitar 

I ♦ Price: §2,5DD 

I ^ Skill: Creativity (slower if Performing) 

^ Need Effects: Fun ID (Perform/Practice), Fun 4 
(Watch), Fun 8 (Dance), Energy -2 (Dance), 
Social (Watch, Dance, Perform), Environment 8, 
^ ^ ♦ Need Max: Fun up to 75 (Dance Solo) nr 

85 (Dance Together) 

All ioteractions are the same as the Simbic 8isectaur 8ass, 


prtmagames.com 


Buuinbeat mt 

- ♦ Skill: Creativity (slower if Performing) 

♦ Need Effects: Fun ID (Perfnrm/Practice), 

L. J Fun 4 (Watch), Fun 8 (Dance), Energy -2 (Dance), 

Social (Watch, Daoce, Perform), Environment 3, 
^ Need Max: Fun up to 75 (Dance Solo) or 85 (Dance Together) 

All interactloos are the same as the Simbic 8isectaor Bass, 


Knowledge 



^ y Dahlen UDrarv BooHcasBS 

♦ Price: §7DD 

^ Skill: Cooking (Study), Mechanical (Study), 

Cooking (Study), Cleaning (Study) 

^ Need Effects: Fun I (Read or Read To), 

^ Fun I (Be Read To), Comfort I (Write in Diary), 

Fun I (Write in Diary) 

^ Need Max: Fun up to 75 (Read/Read To/Be Read To) 

Interactions: 

^ Same as standard bookshelves. All bookcases now feature the College 
menu that allows for the new Research interaction. This joinable interaction 
builds Social and increases class performance. The more Sims that join (up 
to four), the faster the class performaoce increase. More than four Sims 
can join, but there's no additional speed benefit (though extra Sims provide 
insurance against Sims who drop out due to Mood or Needs), Research is, 
like other bookshelf interactions, also available from any unreturned book. 

Exercise 

' T EKeno FPBe ppbss eebpcisb mbcbibb 

|j ^ Price: §DDD 

> > ^ ♦ Skill: Body (Work Out) 

^ Need Effects: Fun I (Work Out, Active only). Hygiene 
^ - » J -4 (Work Dot), Environment 2 

^ Need Max: Fun up to 9D 

Interactions: 

^ All interactions same as standard exercise equipment, 

^ Be Personal Trainer: If another Sim is using equipment, a Sim with higher 
Body skill can offer personal training services for money. Click on exercise 
machine to start job: training Sim earns money by the minute, and Sim on 
machine gets faster Body skill. The Sim on the machine can also click on 
any other playable Sim with higher Body skill and ask them to be their 
Personal Trainer (doesn't cost money). 
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Exerto Buttertii; Exercise Machine 

^ Price: §900 
♦ Skill: Oody (Work Out) 

^ Need Effects: Fun I (Work Out, Active only). 
Hygiene -4 (Wnrk Out), Environment 2 
^ Need Max: Fun up te 90 


Interactiens: 

^ See Exerto Free Press Exercise Machine, above 


Exerte Leg Extensien Exercise Machine 

^ Price: §900 
♦ Skill: Body (Work Out) 

^ Need Effects: Fun I (Wnrk Out, Active unly). 

Hygiene -4 (Work Dot), Environment 2 
^ Need Max: Fun up te 90 

Interactiens: 

^ See Exerto Free Press Exercise Machine, above 



Fearless Figin’ aooo Treadmill 

♦ Price: §2,250 

♦ Skill: Oody (Run) 

^ Need Effects: Fun 5 (Run, Active nnly). 

Hygiene -4 (Run), Envirenment 2 
^ Need Max: Fun up te GO 

Interactiens: 

^ See Exerto Free Press Exercise Machine, above 

Recreation 

Garner Pacnet Peel Tame 

♦ Price: §I,8DD 

♦ Skill: Peol (Hidden) 

♦ Need Effects: Fun ID (Play), Fun S (Watch), 

Sncial (Group Play, Watch) 

^ Need Max: Fun up te GO (Watch) 

POOL SKILL 

Every moment a Sim spends playing pool (either solo or 
against other players) or doing trick shots, the better at 
pool and trick shots they become. This is due to an invisible 
Pool skill that Sims acquire as they gain experience with 
the pool table. There is no way to view Pool skill. 

Teen Sims who excel at pool are eligible for a pool schol- 
arship. This is a good way to tell how good your teen Sim is 
and whether they’ll have a chance to make consistent money 
hustling pool at college. 




Interactiens: 

^ Play: Sim can play ainne for Fun. Up tn three more Sims can join: earn Fun 
and Sncial. Guilds Pool skill. Player with higher Pool skill wins: if equal, 
winner is random, 

^ Join: Joins game in progress. All players get Social in addition tn Fun. 
Guilds Pool skill, 

^ Perform Trick Shot: Sim chooses Xylophone or Cup trick shot, gets Fun, 
Quality of trick depeods on hidden PonI skill. Guilds Pool skill. Relationships 
with all watching Sims are boosted for a successful trick shot and reduced 
for unsuccessful trick shots, 

^ Watch: Gives Fun and Social, 

^ Watch Trick Shots: Relationship with Sim dning the trick shot increases if 
shot succeeds and decreases if shot fails, 

^ Hustle: Click on pool table while annther Sim is playing solo or click on 
annther Sim when your Sim is playing solo. Select a simolean amount fnr 
the game stakes. Sim with highest PonI skill wins: if both players are 
equal, winner is random. If your Sim offered the Hustle, the vanquished 
Sim reduces Daily Relationship with winner. Not available after game has 
begun; tn change a regular game to a Hustle, cancel the game in progress 
or wait until it ends naturally and then Hustle. 



Hustling pool earns about the same amount of money 
per hour as working other campus jobs (Cafeteria, 
Personal Trainer, etc.). 


IID 

When hustling, play against 9ims your 9im doesn't know 
or need as friends, since winning reduces Daily 
Relationship. 




Miscellaneous 

Dressers 

fJDle 

Dressers now contain every career outfit any playable 9im 
in the household has ever worn. These can be changed 
into or designated as your 9im's Everyday outfit. 
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Grooui; Dresser Dv Keen Ge. 

♦ PricE: §425 

^ NeeiI EffEcts: EnvironiriEnt 4 
IntEractlons: 

^ SairiE as standard drassars. 



Fustv Hers D’eeuures Gi/m Lechers 

^ Price: §700 

^ Need Effects: Environment 4 
Interactions: 

^ Same as standard dressers. 


Pariv 

' ' ^ FTun Punch Barrel 

♦ Prica: §145 

^ Need Effects: Hunger I (Orink), Oladder -I (Orink), 
Eun G (Orink from Tap) 



If there's a Qports Party going on, 9ims are especially 
attracted to the Fruit Punch Barrel. 


Interactions: 

^ Have a Orink: Child or older can use to satisfy Hunger and deplete Gladder. 
When finished, Sims place cup on a surface or on the floor (depending on 
Neat/Sloppy), or randomly crush it on their forehead (teen and older only). 
^ Drink from Tap: Child or older can drink directly from the tap. Satisfies 
Fun and Hunger, depletes Oladder. 

stacH-D-Fiames oonfire 

♦ Prico: §245 

^ Need Effects: Eun, Hygiene -2 (Clean Up), 
Environment ID 




Bonfire is not a normal burning object. It must be located 
outside but can't ever ignite nearby objects or Qims. 


Interactions: 

^ Light Eire: Teen or older can ignite honfire. Eire spreads and slowly 
consumes woodpile. Sims cheer or hang out around it for Eun and Social. 
Sums for three hours. 

^ Join: Child and older Sims will gather around the fire and interact. Feeds 
Social and Fun. 

^ Roast Marshmallows: Satisfies Fun. Cooking skill dictates whether Sim's 
marshmallow ignites. 

^ Tell Stories: Satisfies Fun. 

^ Oonfire Dance: Click on another Sim and, if relationship is high enough, 
Sims does a special dance around the fire. Increases Social and Daily 
Relationship. 

^ Clean Op: After fire is spent, it hecomes an ash pile (reduces Environment). 
Cleaning it eliminates the mess hut reduces cleaner's Hygiene. 



White Rahhit niruana Diouier 

♦ Price: §1,720 

^ Need Effects: Comfort G, Eun 8, Social 
Interactions: 

^ Blow Bubbles: Child or older Sims can use to 
increase Eun and Comfort. Sims will float while 


Blowing Bubbles. If multiple Sims Blow Bubbles, all get Social with Group 


Talk. Op to four Sims can join and blow at a time. Each station produces its 


own color bubbles. 



If four Btms are using fhe Bubble Blower, the color of 
the bubbles depends on the personalities of the blowers. 
If all four have: 

♦ exactly 5 Charisma: blue 

♦ exactly 8 Playful: green 

♦ more than 5 Charisma and 8 Playful: blue and green 
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miscellaneous 

smmmer securities ceiiino spneKier 

♦ PricE: §245 

^ NeeiI EffEcts: Fun 5 (PrBnk) 

AutuiTiBtically triggErEd by fires in the same morn 
and puts out any fire within sprinkler range without 
invulving the Fire Department. The speedy respunse 
uf this device reduces the damage from fires but 
creates a big mess tu clean up. Place ene in kitchens and near fireplaces. 

Can enly be placed over cevered fluors. 

Interactiens: 


Only teens or older can purchase personal 
objects, but they can buy a LeTournament Decahedron 
XS Handheld Game and give it to a child via the Give 
Handheld social interaction. Others can thereafter play 
handheld games versus the child (for Fun and Social). 

Hovm 2680 cellular Phone 

♦ Price: §143 

^ Need Effects: Fun 5 (Text Message, Talk), Social 
(Talk, Text Message) 

^ Need Max: Fun op to 3D (Text Message) 





All MP3 Player in-feracTions are self-inTeracTions, 
acHvaTed by clicking on the active 3im. 


^ Pull Prank: Teens nr elder can bold a lighter under the sprinkler to set it 
off. Satisfies Fun but creates a big puddle (reducing Envirenment), Standing 
in the spray reduces Fun, Cumfert, Hygiene, and Energy, Can, very rarely, 
occor autonomeusly. 

Personal inuentorv oniects 

The Sims™ 2 University introduces Sims’ first personal 
inventory objects: the Gozmo MP3 Player, the 
Noyin 2680 Gellular Phone, and the LeTournament 
Decahedron XS Handheld Game. 

Purchasing each object unlocks a menu of self- 
interactions. If two Sims both have handheld games, 
they can play each other via social interaction. 

Purchase these objects from the Sellafone Gadget 
Kiosk. These vending machines exist solely on 
community lots (in neighborhoods or college towns). 


Due to spectrum sharing issues between the nascent 
NOYIN mobile telephone company and the local phone 
service providers, there can often be interference 
between the cordless phones 9ims use at home and 
their cellular phones. Often, only one or the other can 
be used at a time. 


Interactiens: 

^ Text Message: Satisfies Fun and Social. Nn Daily Relationship increase since 
message is between Sim and an unknown recipient. 

^ Call: Featores the same menos as a heme telephene but optiuns differ 
depending nn whether the Sim is on his home lot or 00 a commuoity lot 
(i.e., can't initiate a party er order delivery). They can, however, get and 
make personal calls from other Sims to iocrease Social, Fun, and Daily 
Relatinnship with the other Sim, 


Gozmo MP3 Piaoer 

^ Price: §135 
^ Need Effects: Fun 7 
^ Need Max: Fun up to 75 
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InteractiDns: 

^ Listen: Young adults or older satisfy Fun. Switches en to last mosic 
chaonel selected. 

^ Switch To: Choose among different musical genres: Techno, Salsa, Pop, 
Metal, Nip Hop, R S B, Jazz. 


LeTournament Decahedron xs 

^ Price: §245 
^ Need Effects: Fun 


Interactinns: 

^ Play...Handheld: This interaction, found under the Play 
menu if the Sim owns an XS, allnws the Sim to satisfy 
Fon hy themselves. 

^ Play...Haodheld (vs. other Sim): Click on a different Sim who owns a hand- 
held game and choose 

this interactieo te satisfy Fun and Social and huild Daily Relatinnship. The 
other Sim will always accept. 

iOtB ^ iMTTTmr^ 

All Townie 9ims have handheld games. 


Reward Objects 

Aspiration Reward Objects 




Genuine buch’s Famous 
counterfeiting machine 

^ Price: 27,750 Reward poiots 
^ Used hy: yoong adult or older 


Put a sprinkler above a counterfeit machine. 
They get really hot. 


Interactions: 

^ Coonterfeit Simnleans: Teens or older can torn crank. Earns money until 
interaction is cancelled nr until Sim is banted by Needs or Mood. There's 
a random chaoce of tbe frictioo of the machine starting a fire. There's 
also a raodom chance that the police will show up, fioe your Sim §2,DDD, 
aod confiscate the Cnunterfeiting Machine. 

Get Cash: After ynur Sim's turned the machine's crank for a while, collect 
the product and add it to his funds hy clicking on the machine again and 
selecting "Get Cash." 

career Reward Objects 

See Chapter 7. 
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Communal Lot Only 
appliances 


nole 

Using the kiosk does not, in itself, give Fun. The Fun 
eating for this object is based on the Fun derived from 
the objects bought from it. 




seiiafone Gadget 

KIOSK 

♦ Price: §2.SDD 
^ Need Effects: Fun 4, 
Environinent 7 
^ Need Max: Fun up to 8 

Interactions: 

^ Buy: Teen or older Sim can purchase personal 
objects (handheld game, cell phone, or 
MP3 player). 


Electronics 


note y 


If you place identical bars side by side, 
they'll connect. 


Interactions: 

^ Order Drink: Order a Blended (§15) or Poured (§10) drink from 
NPC Bartender. Drinking satisfies Fun. 

^ Tend Bar: Young adult or older can replace the NPC Bartender 
at the machine and serve any Sims who order drinks. Earn 
simoleans for time spent working job, awarded when you 
cancel interaction. 


miscellaneous 


way Fluid island Bar 

♦ Price: §1.850 
^ Need Effects: Fun 3 
^ Need Max: Fun up to 80 


impresso Espress-o-matic 

♦ Price: §1.405 

^ Need Effects: Hunger I, Energy 4, 
Bladder -I, Fun I (Drink) 

^ Need Max: Fun up to 50 

Interactions: 

^ Order Coffee: Order coffee from NPC Barista in 
exchange for §5. Satisfies Energy but depletes Bladder. 

^ Work as Barista: Young adult or 
older can replace tbe NPC Barista 
at the machine (interact with 
machine or barista NPC) and serve 
any Sims who order coffee. Earn 
simoleans for time spent working 
job, awarded when you cancel interaction. 
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Chapter 9 



This chapter outlines the new social interactions, 
when they’re available, under what conditions they 
are accepted, what the outcomes are, and more. Most 
of these new interactions are available to Sims in the 
neighborhoods, but some are limited to Sims in, or 
who’ve been to, college. 


New socials like Hang 
Out sum up what's great 
about college. 

Sim-TO-Sim INTERACTIONS 
Entertain interactinns 
eust-A-Moue 

^ Who: teen/young adult/adult/elder to teen/young 
adult/adult/elder 



SOCIAL INTERACTION DIRECTORY 

Social Interactions: Availability, Aotonomoos Personalities, and Social/Daily/Lifetime Effects 

AVAILABILITY AVAILABILITY AVAILABILITY AVAILABILITY 


Interaction 

Menu 

Daily 

A TD B ABOVE 

Daily 

A TO B BELOW 

AND/DR 

LlEETIME 
A TD B Above 

LlEETIME 
A TO B Below 

CRUSB 

LOVE OR AOTONOMOOS 

Go STEAOY PERSONALITY 

User directeo 

Bonfire Dance 

Bonfire 

-3D 

IDD 

Dr 

-2D 

IDD 

— 

— — 

Yes 

Bust-a-Move! 

Entertain 

15 

IDD 

And 

5 

IDD 

— 

— Active 

Yes 

Freestyle Join 

Entertain 

25 

IDD 

Dr 

15 

IDD 

— 

— Dotgoing 

Yes 

Handheld 

Play 

2D 

IDD 

Dr 

ID 

IDD 

— 

— — 

Yes 

Hang Out 

Talk 

ID 

IDD 

Dr 

5 

IDD 

— 

— Dotgoing 

Yes 

Introduce 

Talk 

35 

IDD 

And 

2D 

IDD 

— 

— Net Aotonomoos 

Yes 

Joy Buzzer 

Prank 

-lOD 

IDD 

And 

-IDD 

IDD 

— 

— Meao 

Yes 

Kicky Bag 

Play 

15 

IDD 

Dr 

5 

IDD 

— 

— — 

Yes 

Pillow Fight 

Play 

4D 

IDD 

Dr 

25 

IDD 

— 

— Playfol 

Yes 

School Cheer 

Entertain 

5 

IDD 

Dr 

5 

IDD 

— 

— Dotgoing 

Yes 

Secret Handshake 

Entertain 

-lOD 

IDD 

Dr 

-IDD 

IDD 

— 

— Dotgoing 

Yes 

Ventrllo-Fart 

Prank 

-IDD 

IDD 

And 

-IDD 

IDD 

— 

— Sloppy 

Yes 

Water Balloon 

Prank 

-lOD 

IDD 

And 

-IDD 

IDD 

— 

— Playfol 

Yes 

Wolf Whistle 

Flirt 

-15 

5D 

And 

-15 

4D 

Sets 

Sets Sloppy 

Yes 
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Only available -fo 9ims wi-fh Dancing skill 6 or beHer. 


Practice dancing and 
your Sitns can entertain 
their friends with their 
fly moves. 


Accepted if Sim B’s: 

1. Daily >25, or, 

2. Daily -25-25 and Lifetime >10, or, 

3. Daily -25-25, Lifetime <10, and Playful/ 
Serious >6, or, 

4. Daily -25-25, Lifetime <10, Playful/Serious <6, 
and Dancing >9 



school Cheor 

^ Who: young adult/adult/elder to young 
adult/adult/elder 
Accepted if Sim Bs: 

1. Is at or went to college and Daily >5, or, 

2. Did not go to college and Daily >15 and 
Playful/Serious >0, or, 

3. Did not go to college and Playful/Serious 0 
and Daily >45 



If 9im B went to college, he joins in the cheering. If he 
didn't, he reacts with approval but doesn't cheer along. 


AUTQNDMDUS 

If Accept. 
A’s Social 

IF ACCEPT, 
A'S DAILY 

If accept, 
A’s LIFETIME 

If accept. 

B'S SOCIAL 

If accept, 
B’s DAILY 

If Accept. 
B’s Lifetime 

If Reject, 
A’s Social 

If Reject, 
A’s DAILY 

If Reject. 
A'S LIFETIME 

If Reject. 
B’s Social 

If Reject, 
B’s DAILY 

If Reject, 
B’s Lifetime 

Yes 

20 

5 

1 

2D 

5 

1 

-ID 

-4 

-1 

-ID 

-4 

-1 

Yes 

IS 

0 

2 

IS 

0 

2 

-5 

-5 

-2 

-5 

-5 

-2 

Yes 

VBriablE 

VariablE 

VariablE 

Variable 

Variable 

Variable 

Variable 

Variable 

Variable 

Variable 

Variable 

Variable 

Nd 

D 

4 

0 

0 

4 

D 

-5 

-2 

D 

-5 

-2 

D 

Yes 

VariablE 

VariablE 

VariablE 

Variable 

Variable 

Variable 

Variable 

Variable 

Variable 

Variable 

Variable 

Variable 

Nd 

IB 

13 

5 

IB 

13 

5 

-5 

-3 

-1 

-5 

-3 

-1 

Yes 

IS 

4 

0 

IB 

4 

D 

— 

— 

— 

— 

— 

— 

Yes 

ID 

1 

D 

ID 

1 

D 

D 

-4 

D 

D 

-4 

D 

Yes 

VariablE 

VariablE 

VariablE 

Variable 

Variable 

Variable 

-S 

-5 

-1 

-2 

-5 

-2 

Yes 

12 

4 

0 

12 

4 

D 

-3 

-2 

D 

-3 

-2 

D 

Yes 

20 

5 

1 

2D 

5 

1 

-ID 

-4 

-2 

-ID 

-4 

-2 

Yes 

IS 

4 

0 

IB 

4 

D 

— 

— 

— 

— 

— 

— 

Yes 

IS 

4 

0 

IB 

4 

D 

— 

— 

— 

— 

— 

— 

Yes 

14 

4 

1 

14 

4 

1 

-S 

-3 

-1 

D 

-B 

-2 
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Join Freestyle 

Who cat! freestyle? 

Sitns can freestyle! 

^ Who; teen/young 
adult/adult/elder 
to teen/young 
adult/adult/elder 



Up to four 9ims can join, and other Sims can watch 


for Fun. Observers will cheer or boo based on Daily 


Relationship with participants. The higher a Sim's 


Charisma, the better the Sim will Freestyle. 


Accepted if Sim B’s: 

1. Daily >25, or, 

2. Daily -5-25 and Lifetime >10, or, 

3. Daily -5-25, Lifetime <10, and Creativity >7, or, 

4. Daily -5-25, Lifetime <10, Creativity <7, and 
Playful/Serious >9 



Sims get +1 Daily for each change of turn. 


Flirt Interactions 


uioii Whistle 



He's got a thing for Mascots 
and isn't afraid to show it. 

^ Who: young 
adult/adult/elder 
to young 
adult/adult/elder 
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Accepted if Sim B’s: 

1. Mood >-20, Daily >30, and Lifetime >20, or, 

2. Mood positive, Daily >30, Lifetime <20, 
or Playful/Serious >6, or, 

3. Mood positive. Daily >30, Lifetime <20, 
Playful/Serious <6, and Nice/Grouchy >6, or, 

4. Mood >20, Daily >30, Lifetime <20, 
oPIayful/Serious <6, and Nice/Grouchy <6, or, 

5. Mood positive. Daily 20-29, Outgoing/Shy >6. 

Play interactions 
secret Handshahe 

^ Who; young adult/adult/elder to young 

adult/adult/elder and is member of Secret Society 

Accepted if Sim B’s: 

1. A member of the Secret Society or was while in 
college and Daily >-20 


Few better Ways to blow off 
steam than a no-holds-barred 
pillow fight. 

^ Who; teen/young 
adult/adult/elder 
to teen/young 
adult/adult/elder 

Accepted if Sim B’s; 

1. Daily >45, or, 

2. Daily -5-45 and Lifetime >35, or, 

3. Daily -5-45, Lifetime <35, and Active/Lazy >9, or, 

4. Daily -5-45, Lifetime <35, Active/Lazy <9, and 
Playful >9 



Daily Relationship increases 1 point with each hit. 

Pillow Fight increases Fun but reduces Energy 
and Hygiene. 



-r" 
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A hot game of Kicky Bag helps 
Sims get to know each other 
quickly and have some Fun. 

^ Who: teen/young 
adult/adult/elder 
to teen/young 
adult/adult/elder 

Accepted if Sim B’s: 

1. Daily >20, or, 

2. Daily <20 and Lifetime >10, or, 

3. Daily <20, Lifetime <10, and Active >7, or, 

4. Daily <20, Lifetime <10, Active <7, and 
Playful >8, or, 

5. Daily <20, Lifetime <10, Active <7, Playful <8, 
and Outgoing >9 

■ V -ime y 

Kicky Bag is joinable and gains Fun but depletes Energy 
in addition to 9ocial and Daily. 


KicKi; Bag 



Flag Handheld 

^ Who: child/teen/young adult/adult/elder to 

child/teen/young adult/adult/elder. Both Sims must 
have LeTournament Decahedron XS Handheld 
Game (all Townie Sims have one). 

If two friends have handheld 
games, they can play together 
for even more Fun. 

Always accepted. 



Accepting gives initial Daily and Lifetime boost. Play gains 
Fun and 9ocial increases with time (+75 per hour). 



Prank interactions 

Pranks can’t be rejected, but Sim B’s reaction 
depends on his Mood, Personality, and Lifetime 
Relationship with Sim A. 

Sim B's Reaction to Pranks 


Daily Delatidnship td A 

MDDD 

Persdnality 

Reactidn 

High 

Bad 

Brnuchy 

Shake Head 

High 

Bad 

Nice 

Smile 

High 

Band 

Sariaus 

Laugh Strung 

High 

Band 

Playful 

Prank Back 

Low 

Band 

Mean 

Poke 

Low 

Band 

Nice 

Light Cry 

Low 

Bad 

Mean 

ShevB 

Low 

Bad 

Nice 

Heavy Bry 


" C 

When a pranked 9im pranks back, the prank he chooses 
is dictated by personality, specifically his levels in 
Nice/Grouchy, Playful/9erious, and Neat/9loppy. 
Whichever of the three is his the highest controls his 
return prank: 

♦ Grouchy: Joy Buzzer 

♦ Playful: Water Balloon 

♦ 9loppy: Ventrilo-fart 

If two or more of these traits are equal, the 9im 
will choose randomly. 



Jog Buzzer 



Shock your Mascot, amuse 
your friends. Or the other 
Way around. 


^ Who: teen/young adult/adult/elder to 
teen/young adult/adult/elder 


0 
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^ Prank Back and Laugh if: Lifetime >15, 

Mood positive, and Playfui/Serious >5. 

^ Smile if: Lifetime >15, Mood positive, 

Playfui/Serious <5 or Lifetime >15, Mood negative, 
and Nice/Grouchy >6. 

^ Shake Head if: Lifetime >15, Mood negative, 
and Nice/Grouchy <6. 

^ Light Cry if: Lifetime <15, Mood positive, 
and Nice/Grouchy >4. 

^ Poke if: Lifetime <15, Mood positive, and 
Nice/Grouchy <4. 

^ Heavy Cry if: Lifetime <15, Mood negative, 
and Nice/Grouchy >4. 

^ Shove if: Lifetime <15, Mood negative, and 
Nice/Grouchy <4. 

uentriio-Fari 

^ Who: teen/young adult/adult/elder to teen/young 
adult/adult/elder 

^ Prank Back and Laugh if: Lifetime >15, 

Mood positive, and Neat/Sloppy >5. 

^ Smile if: Lifetime >15, Mood positive, 

Neat/Sloppy <5 or Lifetime >15, Mood negative, 
and Nice/Grouchy >6. 

^ Shake Head if: Lifetime >15, Mood negative, 
and Nice/Grouchy <6. 

^ Light Cry if: Lifetime <15, Mood positive, 
and Nice/Grouchy >4. 

^ Poke if: Lifetime <15, Mood positive, and 
Nice/Grouchy <4. 

^ Heavy Cry if: Lifetime <15, Mood negative, 
and Nice/Grouchy >4. 

^ Shove if: Lifetime <15, Mood negative, and 
Nice/Grouchy <4. 
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water Balloon 



^ Who: teen/young adult/adult/elder to teen/young 
adult/adult/elder 

^ Prank Back and Laugh if: Lifetime >15, 

Mood positive, and Playfui/Serious >5. 

^ Smile if: Lifetime >15, Mood positive, 

Playfui/Serious <5 or Lifetime >15, Mood negative, 
and Nice/Grouchy >6. 

^ Shake Head if: Lifetime >15, Mood negative, 
and Nice/Grouchy <6. 

^ Light Cry if: Lifetime <15, Mood positive, 
and Nice/Grouchy >4. 

^ Poke if: Lifetime <15, Mood positive, and 
Nice/Grouchy <4. 

^ Heavy Cry if: Lifetime <15, Mood negative, 
and Nice/Grouchy >4. 

^ Shove if: Lifetime <15, Mood negative, and 
Nice/Grouchy <4. 


Talk Interactions 


introduce 


Use Introduce to help one 
Sitn get to know another. 



^ Who: child/teen/young adult/adult/elder to 
child/teen/young adult/adult/elder 
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Offer fo introduce 9tm B to a Btm currently on the lot 
("Bim C"). Btm B and C get a higher initial boost than if 
they'd met normally. 

College graduates keep this interaction for life after 
they graduate. 

Accepted if Sim B’s: 

1. Lifetime >20 and Daily >35, or, 

2. Lifetime >20, Daily <35, and Nice/Grouchy >3, or, 

3. Lifetime <20, Daily >35, and Nice/Grouchy >5, or, 

4. Lifetime <20, Daily <35, and Nice/Grouchy >9 

Hang out 

^ Who: teen/young adult to teen/young adult 
Always accepted. Up to six Sims can join with Hang 
Out. It follows the standard Talk model of volleying 
interests back and forth with Daily Relationship and 
Social Need points resulting from each volley. See 
Chapter 1 for details. 

TaiK annul malar 

^ Who: young adult to young adult (when both Sims 
have same major) 

Talking about their 
majors actually 
increases Sims' 
class performance. 



Always accepted. 

ASK far Tuiaring 

^ Young adult to elder (Professor for A’s major) 
Always accepted. 


miscellaneous 

EuroKiss 

^ Who: teen/young adult/adult/elder to teen/young 
adult/adult/elder 

This greet is done in place of “Wave” if the Sims 
share a Daily Relationship between 30 and 50. 

iniiuance la... 

^ Who: toddler/child/teen/young adult/adult/elder 
to toddler/child/teen/young adult/adult/elder 
Accepted if Sim B’s: 

1. Daily and Lifetime >0 

OBJECT-BASED 
INTERACTIONS 
Bonfire Dance 

^ Who: child/teen/young adult/adult/elder to 
child/teen/young adult/adult/elder 

There's something 
about burning 
furniture that helps 
Sims get in touch 
with their primal side. 


Accepted if Sim A is interacting with a Stack-O-Flames 
Bonfire and Sim B’s: 

1. Daily >5 
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Chapter io 



College is the best time to cross paths with people 
you’d never meet back home. There are plenty of 
folks to meet in every college town, many of them the 
kind of classic characters one expects to encounter in 
institutions of higher learning. This chapter introduces 
you to all of the new nonplayer characters (NPCs) 
who come your way in The Sims™ 2 University. 



All -the new NPCs are 9ocial NPCs, meaning they can be 
interacted with, befriended, and even romantically entan- 
gled. Young adult 9ims can't marry, but they can get 
engaged. After graduation, their betrothed will be moved 
as an adult (or elder if they're already an elder) to the 
9im's neighborhood. They can then be invited over and 
wedded/joined. 



BARISTA 


Baristas man the new 
industrial espresso 
bar object; there’s an 
Impresso Espress-o- 
Matic, you’ll find a 
Barista standing 
behind it. These coffee 
servers are tireless and 


apparently drinking 

straight from the caffeinated nozzle of the machine, 
because they’re on the Job twenty-four hours a day. 

Since the Impresso Espress-o-Matic is only available 
on community lots (neighborhood and college town), 
these are the only places you encounter Baristas. 

Sims can replace the Baristas at their Job to earn 
a little money; click on either the machine or the 
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Barista and your Sim takes the helm of the coffee 
bean express. The relieved Barista becomes a standard 
visitor, wandering the lot, tending to Needs, and 
socializing until your Sim relinguishes the job. 


The Bartender goes 
wherever the Way 
fluid Island Bar 
goes. Available only 
on neighborhood 
and college town 
community lots. 

Way fluid Island 
Bar is staffed at 
all hours by these indefatigable mixologists. 

Sims can replace the Bartender at his or her Job 
to earn a little money; click on either the bar or the 
Bartender and your Sim takes control of the industrial- 
strength blender. The relieved Bartender becomes a 
standard visitor, wandering the lot, tending to Needs, 
and socializing until your Sim relinguishes the Job. 



This NPC Bartender is different from the Bartender who 


can be hired by telephone. That bartender costs your 
9ims money and will only work if there's a normal bar 
on the lot. The new Bartender is tethered to the Way 
Fluid Island Bar object and appears wherever it is. Your 
Bims only pay this NPC if they order a drink. 

CAFETERIA WORKER 

The Cafeteria Worker 
(male or female elder) 
labors wherever 
there’s a ShinyTyme 
Cooktop. Though 
the cooktop itself 
can be placed on 
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either residential or community lots in neighborhoods 
or college towns, it’s only tended by the Cafeteria 
Worker in college town dorm or community lots. 


For full details on the food provided by the Cafeteria 
Worker, see the "Eating at College" section in Chapter 6. 

The Cafeteria Worker’s shift is 4 a.m. to midnight. 
During this shift, the Cafeteria Worker cooks a 
constant supply of mealtime-appropriate group meals 
and cleans up dishes and food containers in the 
immediate area. While the Cafeteria Worker is on the 
job, no other Sim can use the cooktop (or get 
anything out of the fridge that reguires use of the 
cooktop unless there’s another cooking appliance on 
the lot or unless they take the Cafeteria Worker’s Job. 


The Cafeteria Worker only cleans up dishes and trash 
if there's a dishwasher or trash can/trash compactor, 
respectively, in the same room. 

Sims can replace the Cafeteria Worker at his or 
her Job to earn a little money; click on either the 
cooktop or the Cafeteria Worker and your Sim takes 
control of the kitchen. The relieved Cafeteria Worker 
becomes a standard visitor, wandering the lot, 
tending to Needs, and socializing until your Sim 
relinguishes the Job. 


Cheerleaders (female 
young adults) visit 
college lots periodi- 
cally to whip up 
school spirit. Most of 
the time, they are 
normal visitors, but 
they freguently do 





Flirt interactions and perform the School Cheer social 
(if the recipient of this cheer is very Outgoing, they’ll 
cheer back). Other Sims gather to watch and cheer or 
boo — depending on Nice/Grouchy. You may also 
direct your Sims to watch a cheerleader for Fun. 


COACH 

The Coach (male or 
female elder) occasion- 
ally appears on lots 
to get students into 
shape. He or she acts 
generally as a visitor 
but freguently yells at 
and lectures Sims and 
forces them to work 
out (developing Body skill). If the unfortunate targets 
of the Coach’s wrath are too low in Energy to work 
out, they’ll cry. 

Coaches are particularly drawn to Sims with low 
fitness, so constant badgering by the Coach might 
mean your Sims need to cut out the Chinese food. 



EUIL niASCOT 


The Evil Mascot (male 

V- young adult) from a 

rival college (home 
- of “The Thunderin’ 

' Udders”) occasionally 

visits residential and 
A ^ community lots in 

college towns. He 
sports an off-putting 

personality (Nice/Grouchy 0, Neat/Sloppy 0, Outgoing/ 
Shy 10, Playful/Serious 10, Active/Lazy 0) and likes to: 


^ Set Off Sprinklers 
^ Put Soap in Fountains 
^ Drink from Juice Barrels 
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Here We see an 
enraged Cheerleader 
engaged in a life -or- 
death struggle with an 
Evil Mascot. 


they meet, but the real benefits come from getting to 
know the profs in your Sim’s current major. 





The all-important in-major professors are announced on 
the first day your Qim goes to class in his or her major 
(or undeclared if it's the first day of school and your 
Sim doesn't declare first). Write down the professors' 
names because there's no way to distinguish them from 
other professors your Sim has already met. 


If the Mascot or Cheerleader are on the lot, they 
likely attack the Evil Mascot. Given the Evil Mascot’s low 
Body skill (o vs. the Cheerleader/Mascot’s lo), the 
hometown NPC almost always wins, and the Evil Mascot 
departs the lot in shame. There’s a very small chance 
the Evil Mascot will win, but it doesn’t happen often. 

mASCOT 


Building Daily and Lifetime Relationships with 
professors associated with your Sim’s major earns 
Class Performance points, as does the Ask for 
Tutoring interaction. WooHooing with professors 
is even more academically lucrative. 

STREAKER 





PROFESSORS 

\ 


Your Sims’ college’s 
mascot (male young 
adult) arrives periodi- 
cally to stir up school 
spirit, functionally, 
he’s identical to the 
Cheerleader (see 
above) but wears 
a funnier suit. 


Professors (male or 
female elders) can be 
invited and befriended 
and will drop by when 
one of the playable 
Sims on the lot meets 
them. Your Sims may, 
of course, socialize 
with any professors 
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Randomly invades, 
pixilated and raptur- 
ously happy. He 
or she generally 
runs around and, 
well, streaks, occa- 
sionally doing a 
little streaker dance. 


Streakers are more likely 
to show up when there’s a 
party underway. They only 
appear in college towns and 
only when there are no Sims 
younger than young adults 
on the lot. 

Streakers will revert 
to their clothes if you 
engage them in any 
kind of interaction. 






Chapter ii 



Build mode in The Sims™ 2 University has become 
even more powerful with the addition of five new 
features and abilities. This chapter describes how to 
utilize each of them. 

CONNECTING COLUNINS 

For beautiful archways and more elaborate supported 
structures, builders can now make connecting columns. 
Found in Build mode under “Miscellaneous” and the 
“Connecting Column Arches” submenu, use this collec- 
tion of five columns individually or in conjunction to 
create automatically connecting archways. 

To make an arch, 
place one column 

^ ■ from the Connecting 

/ / ( -F Column Arches 

/ . L ' * - submenu. 

^ - 1 - ■ \ ~ ^ - 



Then, place a second IDENTICAL column TWO TILES in any 
perpendicular direction (diagonals aren't allowed). The arch 
forms and previews automatically when the correct spacing 
is achieved. 



Place additional 
identical columns 
to generate more 
arches. Several 
different configura- 
tions are possible. 


Sims recognize these archways as passable and 
will walk under them. They do not, however, count 
as doors and don’t, therefore, delineate a “room” for 
Environment scoring purposes. 


mULTISTORV COLUNINS 

Multistory columns function exactly as regular 
columns in terms of spacing and how much they can 
support. Unlike traditional columns, however, they 
can support floors two or three stories above ground. 



Previously, to extend 
columns, you had 
to build one, put 
a single floor tile 
on it, and place 
the second column 
on top — effective 
but inelegant. 



Now balconies or 
larger upper floors 
can be supported 
without so much 
fuss and considerably 
more style. 
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There are two kinds each of two-story and 
three-story columns, each with four Design mode 
variations. They are located under the Miscellaneous 
menu under “Multistory Columns.” 

mULTISTORV DOORS 
AND ARCHES 

First there were multistory windows. Now there are 
multistory doors! 

Under the Doors menu in the new Multistory 
Doors and Arches menu, there is one two-story 
door and one two-story arch, each with six Design 
mode variations. 


Multistory doors and 
arches require a Wall 
three-tiles long and 
two stories high. 


SniART FEHCES 

Many fences are now “smart fences” — they automati- 
cally space out posts in long, straight runs. 

It also places posts at the fence’s ends Ifc, 
and anywhere it intersects with ^ 

another smart fence. 



There's no special menu for smart fences; 
the fences that need the ability have it and 
the ones that don't, do not. 



This feature is automatic and applies to many (but 
not all) fences in the catalog; namely, those that look 
more realistic with more widely spaced posts. 


The fence in the 
foreground uses 
the new smart 
fence system. 
The one in 
the background 
doesn't. 


DUILD WALL ON WALL 

It is now possible to build a wall directly atop 
other walls without having to lay down floor tiles 
for support. 


To build Wall on 
Wall, go up one 
floor and start 
dragging from 
the top of any 
Wall segment. 
Upper-story Walls 
must have support 
and cannot over- 
hang at all. 


its «; V: , , j&M 
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HEW BUILD mODE OBJECTS 


Dbject 

Purchase Price 

INITIAL DEPRECIATIDN 

DAILY DEPRECIATIDN 

DEPRECIATIDN 

Calanial Cdumn PIjs — ThrEE-Stcry, from 
Brace YaursElf! Designs 

§75D 

§3D 

§2D 

§B0 

Calanial CDlumn Plus — Twa-Stary, frnm 
Brace Ynurselfl Designs 

§45D 

§3D 

§2D 

§B0 

Calanial Cannecting Calumn Arches frnm 
Brace Ynurselfl Designs 

§ZDD 

§D 

§0 

§0 

Creeping Ivy Trellis 

§I7D 

§25 

§17 

§BS 

Daniel the Linnheartad Arch 

§455 

§D 

§0 

§0 

Daniel the Linnheartad Dnnr 

§480 

§D 

§0 

§0 

Hay Nanny Nn Arch 

§1,010 

§5B 

§37 

§I5D 

Hay Nanny Nn Dnnr 

§1,110 

§5B 

§37 

§150 

High Sneiety Cannecting Calumn Arches 

§230 

§D 

§0 

§0 

High Sneiety Pillar Plus — ^Thrae-Stary 

§85D 

§3D 

§2D 

§B0 

High Sneiety Pillar Plus — ^Twn-Stnry 

§5DD 

§3D 

§ZD 

§B0 

Myne Dnnr 

§I4D 

§15 

§10 

§40 

Out af the Dark Ages Windnw 

§110 

§IB 

§11 

§44 

Peace and Lnve Windnw 

§I2D 

§IB 

§11 

§44 

Pnrtal nf Peaca Archway 

§I5D 

§0 

§0 

§0 

Pnrtal nf Peaca 

§135 

§D 

§0 

§0 

Rnmanesgue Calumn in Cnncrete with Lattice Baiting, 
by Rich R. Snn 

§I7D 

§21 

§14 

§58 

Rnmanesgue Calumn in Cnncrete, hy Rich R. Snn 

§155 

§21 

§14 

§58 

Rnmanesgue Calumn in Red Stnne, by Rich R. Snn 

§IB5 

§21 

§14 

§58 

Rnmanesgue Cnnnacting Calumn Arches in Cnncrete, 
by Rich R. Snn 

§I7D 

§D 

§0 

§0 

Rnmanesgue Cnnnacting Calumn Arches in Rad Brick 
and Cnncrete, by Rich R. Snn 

§155 

§D 

§0 

§0 

Rnmanesgue Cnnnacting Calumn Arches in 

§IB5 

§0 

§0 

§0 


Red StoHE, by Rich R. Son 
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The Sims™ 2 University comes with three thoroughly 
fleshed out and vibrant colleges, but there’s no 
reason you can’t change them or make your own 
from scratch. This chapter outlines the tools available 
for modifying existing college towns and building new 
ones. We even provide the super-secret cheats to 
alter the otherwise inalterable dorm lots. 

ANATOmV OF COLLEGE TOWN 

College towns function as separate neighborhoods 
from your Sims’ base neighborhoods. The Sims in it 
can come from the base neighborhood and will return 
to it when they graduate. 

Actually, any college town is a template that can 
be associated with any or all base neighborhoods 
with each incarnation existing entirely separate from 
every other. If you have three base neighborhoods, 
for example, there can be three Sim State Univer- 
sities, each with totally different student bodies. 

Within college towns, there are five different 
kinds of lots: 

^ Dorms: Can only be placed pre-made from the 
Lots and Houses Bin in the Specialty Lots panel. 
Can’t be visited by taxi. Officially, you can’t make 
your own dorms and can’t significantly edit them 
once placed. Unofficially? We’ll get to that later. 

^ Private Residences: Exactly like residential lots in 
the base neighborhoods. Can’t be visited by taxi. 
Can be converted into Greek houses. 

^ Greek houses: Gan’t be placed in Gollege Town 
view. Created by placing/constructing a private 
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residence, moving in a household, and converting 
it to Greek status via the Apply for Gharter inter- 
action on the telephone. Gan’t be visited by taxi. 

^ Gommunity lots: Built and function exactly like 
base neighborhood community lots. Gan be 
visited by taxi. 

^ Secret Society lots: One per college town can 
only be placed pre-made from Lots and Houses 
Bin in the Specialty Lots panel. Gan only be 
visited by members and only by special limo 
called via phone. 

EDITING A COLLEGE TOWN 

Gollege towns can be substantially, but not entirely, 

edited from the Gollege Town view. Here’s a helpful 

list of what you can do: 

^ Add, move, or delete decorations. There are 
several new decorations that fit nicely into any 
university. 

^ Place unoccupied houses from the Lots and 
Houses Bin to serve as private residences or 
future Greek houses. These may include custom 
content houses. 

^ Place pre-made and unalterable dorms from the 
Specialty Lots panel in the Lots and Houses Bin. 
These can be moved or returned to the Lots and 
Houses Bin. 

^ Place pre-made Secret Society lots from the 
Specialty Lots panel in the Lots and Houses Bin. 
Once placed, they disappear and can’t be moved. 
All unused Secret Society lots in the Lots and 
Houses bin also disappear. You can edit these 


Protected by copyright. Unauthorized or uniawfui copying or downioading expressiy prohibited. 


lots in Buy and Build modes, but only when 
visiting them with a playable Sim. 

^ Place and edit pre-made community lots. These 
may also include custom content lots. 

^ Place empty lots and specify whether they’re 
residential or community. 

^ Build private residences or community lots 
from scratch. 

^ Create or modify dorms with cheats discussed 
later in this chapter. 

CREATING A NEW COLLEGE 
TOWN TENIPLATE 

Many of the steps for creating a new college town 
are identical to the procedures for base neighbor- 
hoods. See Chapter 25. 

The College Chooser's 
Create College button 
is where to begin. 


To begin the process, access the College Chooser 
and scroll through the available colleges to find the 
Create College button. 

The Create College tool contains all unassociated 
templates, including the pre-made college towns. To 
add a new template, press the Create Custom College 
button below the Template Colleges list. 

In the Create Custom College tool, choose a 
terrain file to form the canvas for your new college. 

Next, press the Create 
Custom College button 
below the Template list. 




College towns can use the same terrain files as base 
neighborhoods. Ceveral of these were installed with 
your game but new ones can be created via the tools 
in SlMClTY™ 4. 




Choose a terrain file on 
which to build your campus. 


Finally, enter the name of your new college town, 
create a description of your college, and decide 
whether the terrain will be green and lush or beige 
and desert scrub. 



The College template is now listed in the Create 
College tool. You can associate it with neighborhoods 
of your choice. First, however, add the critical 
structures for college life. 



From then on, you can associate 
your custom college with ANY 
home neighborhood. 
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COLLEGE ESSENTIALS 

There are no hard rules as to what should go in 
a college town, but there are several elements 
that probably should be present. Some, if missing, 
will make game elements unavailable. 

A good college should have: 

^ Dorms of various capacities. 

^ Some private homes in a range of cost. 

^ At least one Greek house. No Greek house 
elements are available without one. 

^ A Secret Society lot. No Secret Society elements 
are available without one. 

^ Community lots, including a gymnasium, library, 
coffee shop, nightclub (with bar and live music), 
campus center and/or guad (outdoor space), 
and shops. 

SPECIALTY LOTS 

Two kinds of lots populate the Specialty Lots panel: 
dorms and Secret Society lots. 

Dorms 

Choose from lo pre-made dorms of various sizes 
and capacities. 
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Secret society Lets 

There are three Secret Society lot models available 
in the Specialty Lots panel. Each is used in one 
of the three built-in college towns and features a 
powerful selection of career and Aspiration reward 
objects to which college town Sims normally have 
no or limited access. 

Secret Society lots are the opposite of dorm lots: 
you can freely use the Build and Buy modes (when 
you have a Sim visit the lot) to alter and save the lot. 
You can’t, however, move it or access it from the 
college town view in any way. 

There can only be one Secret Society lot in any 
college town, and it is (once placed) invisible. Thus, 
there’s no way to either move it or replace it with 
a different Secret Society lot. 

You can, however (as noted above), decide which 
of the three pre-made Secret Society lots you want in 
your custom colleges, place them initially wherever 
you wish, and later enter them with a playable Sim 
to alter them in Build and/or Buy mode. 

secret seciety Lot i 

^ Career skill objects: 
SensoTwitch Lie Finder 
(Creativity) 

^ Other career objects: 
Laganaphyllis Simnovorii, 

Dr. Vu’s Automated Cosmetic 
Surgeon, Resurrect-O-Nomitron, Luminous Pro 
Antigue Camera 

^ Aspiration reward objects: Genuine Buck’s Famous 
Counterfeiting Machine 

^ Appears in: Academie Le Tour (“Volauvent Society”) 

secret seciety Lot 2 

^ Career skill objects: Execuputter (Charisma), 
SensoTwitch Lie Finder (Creativity) 



^ Other career objects: 
Laganaphyllis Simnovorii, 
Luminous Pro Antigue Camera, 
Resurrect-O-Nomitron 
^ Aspiration reward objects: 
Genuine Buck’s Famous Gounterfeiting Machine 
(x2). Money Tree, Electric and Enigmatic Energizer 
^ Appears in: Sim State University 
(“Landgrabb Society”) 



secret seciety Lot 3 

^ Gareer skill objects: 
AguaGreen Hydroponic 
Garden (Greativity), Trauma- 
Time “Incision Precision” 
Surgical Training Station 
(Mechanical), Simsanto Inc. 
Biotech Station (Logic) 

^ Other career objects: Laganaphyllis Simnovorii, 
Genuine Buck’s Famous Gounterfeiting Machine 
^ Aspiration reward objects: None 
^ Appears in: La Fiesta Tech (“LFT Society”) 



THE DORin CHEAT: EDITIHG 
AHD BUILDIHG DORmS 

Free creation and modification of dorms is not 
permitted — unless you have the cheats that make 
it possible. 

r > 



Dorm Doors should always This, for example, is Wrong, 
face out from the room. 
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Whether you’re modifying or creating dorms, 
it’s imperative that you observe the following 
rules when working with dorms or they do not 
function properly: 

A door to the bathroom may 
seem practical, but it defeats 
any attempts to lock the 
dorm door. 


^ Dorm doors must always face out. 

^ Dorm rooms should not have more than one 
dorm door leading into them. 

^ Dorm rooms with dorm doors that share 
a bathroom do not lock properly. 

^ Don’t change the zoning of your lot after you 
move in Sims. 

A dorm isn't a dorm without 
this food-service cooktop. 
Remember the counter islands 
or the Cafeteria Worker Won't 
have anywhere to place the 
finished food. 


Every dorm must contain the following objects: 
^ ShinyTyme Cooktop 
^ Counter islands 

^ Dishwasher or sink in the same room as the 
ShinyTyme Cooktop 
^ Garbage can 
♦ Lights 

^ Phone (at least one) 

^ Sprinkler 
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To alter an exiting dorm: 

1. Place any dorm template from the Specialty Lot 
catalog or enter a placed dorm. 

2. Enter the lot, open the cheat window 

( [Ctrl I Shift fcl ) and type boolprop dormspecific- 
toolsdisabled false to unlock Build and Buy mode. 

3. Make your desired changes. 

4. Save and exit to college town. 

maKing Dorm Templates 
from Scratch 

To make your own dorms: 

1. Start by placing any size residential 
lot in a blank neighborhood. 

2. Enter the lot and build your desired “dorm.” 

3. Open up the cheat window and type changelot- 
zoning dorm. This will rezone your lot as a dorm. 

4. Save and exit to college town. 

maKing a new Dorm lor the 
SDOciaitg Lot catalog 

The previous methods only affect dorms placed in the 
college town. These altered dorms can’t, for example, 
be placed in any other college towns. To do that, you 
must get them into the Specialty Lots Bin. 

1. from the College Town view, move your new dorm 
into the lot catalog. 

2. find the file you Just modified (In \My Documents\ 
EA Games\The Sims 2\LotGatalog and find the 
newest lot by sorting under “date modified”). 

3. Gopy that file into The Sims™ 2 > TSData > Res > 
LotTemplates and rename 
Anything_Permanent. package (adding the 
_Permanent. package part makes the file 
“infinitely” placeable.) 

4. Exit and reload the game. 

5. That new dorm template will now appear in your 
Specialty lot catalog in college towns. 
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Chapter 13 




The Sims™ 2 University comes with three elaborately 
designed college towns where your Sims can 
learn about literature, life, and love. Each campus 
has its own character and facilities and some 
unigue personalities. 



Each Neighborhood can have one or more colleges 
linked to it. Every college has a student bin. Qtudent 
bin contains households. The same households appear 
in the student bin of every college linked to a common 
neighborhood, no matter how or in what college the 
household is created. 


This chapter outlines all the structures on campus, 
including dorms, private residences, Greek houses. 
Secret Society clubhouses, and community lots. 

For community lots, we list the lot’s attractions, 
including what skill can be built there, what money- 
making opportunities are offered by its objects, and 
what stores or services are available. 





When a lot features a computer, you can use these 
objects for several functions: Fun, 
Qocial, Creative skill (write novel). 
Hack Grades, Write Term 
Paper, etc. 


ACADEiniE LE TOUR 



Community Lots 

^ Academy Gym: Body skill, swimming pool, 
food service 

^ Academy Park: Public grill 
^ Campus Boutigues: Electronics kiosk, clothing 
store, magazine rack 

^ Kings Music Hall: Creativity skill, band instru- 
ments, public grill. Logic skill 
^ Le Tour Student Center: Barista, bookcases, elec- 
tronics kiosk, food service. Logic skill, pool tables 
^ Library D’Livre: Bookcases, computers, public grill 
^ Little Fallorayne Amphitheatre: Creative skill, band 
instruments. Barista, public grill 
^ Loungerama Leisureland: Bar, pool tables. Creative 
skill, band instruments, public grill 
^ Romara Coffee Shop: Barista, bookcases, 
public grill 

^ Waffleway Shoppes: Electronics kiosk, video game 
rack, grocery store 
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First Year 



^ Phineas Furley; Freshman, 
Political Science 
^ Ellen Frost: Freshman, 
Economics 

^ Chaz Whippier: Freshman, 
Literature 


students 



^ Emily Lee: Freshman, History 
^ Tom Freshe: Freshman, 
Economics 


Community Lots 

^ 51st Street Gym: Body skill, clothing store, 
food service, magazine rack 
^ Cacti Cafe: Logic skill. Barista, magazine rack 
^ College Corner Market: Barista, grocery store 
^ Fiesta Swim Center: Swimming pool. Barista, 
pool tables. Body skill 

^ LET Student Union: Food service, pool tables. 

Logic skill, bookshelves. Barista, video game rack, 
magazine rack 

^ Mirage Shopping Center: Electronics kiosk, video 
game rack. Barista, bookshelves, magazine rack, 
grocery store, clothing store 
^ Shallow Valley Library: bookshelves 
^ The Plaza: Logic skill. Barista, public grill 
^ The Wasteland Lounge: Creativity skill, band 
instruments, bar 


Dorms 

^ Oasis Dormitory: 5 rooms 
^ Desert Dormitory: 8 rooms 
^ Canyon Commons Dorms: 9 rooms 
^ Fiesta Hall: 16 rooms 
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Priuate Residences 

^ 12 Land Lane: §2,285 ^ 54 Dusty Drive: §2,153 

^ 15 Land Lane: §2,247 ^ 57 Dusty Drive: §2,153 

^ 16 Land Lane: §2,285 ^ 5 ^ Dusty Drive: §2,153 

^ 50 Dusty Drive: §2,153 ^ 59 Dusty Drive: §2,153 

Green Reuses 

^ Oresha-Hoh-Var House 
^ Tri-Fruhm House 

Secret seciety Lot 

^ LFT Society (Secret Society Lot 3) 

moued-in sims 
Fraternity 

(Oresha-Hoh-uar House) 

^ Guy Wrightley: Sophomore, 
Literature 

^ Matthew Hart: Freshman, 
Economics 

^ Mickey Dosser: Freshman, 
Undeclared (Probation) 


sorority nri-Fruhm House) 

^ DJ Verse: Freshman, Literature 
^ J^^sie Pilferson: Freshman, 

^ Monica Bratford: 

^ I Sophomore, Art 

JT I ^ Sarah Love: Freshman, Biology 




Shilling Paradymes 
(Its urldostra Driue) 


'll. 

Ml a 


^ Gunnar Rogue: Junior, 
History 

^ Jasmine Rai: Freshman, 
History 

^ Zoe Zimmerman: Freshman, 
History 


uuorihington flsa uridosira Driuo) 


^ Francis J. Worthington 
Freshman, Economics 



Student Gin 
nauis 


■S'j- I? 


% 


^ Almeric Davis: Freshman, 
Undeclared 

^ Aldric Davis: Freshman, 
Physics 
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^ Kevin Beare: Freshman, Psychology 
^ Castor Nova: Freshman, Philosophy 


Greek Houses 

^ Urele-Oresha-Cham Fraternity ^ Tri-Var Sorority 

Secret society Lot 

^ Landgrabb Society (Secret Society Lot 2) 

ittoued-in Sims 
Bright (20 reanul street) 

w. ^ ^ Stacks: Junior, Physics 
I M I ^ Allegra Gorey: Freshman, Art 


^Sam Thomas: Psychology 
^ Jared Starchild: Art 
^Ty Bubbler: Philosophy 


^ Jimmy Phoenix: Freshman 
History 


Tri-uar sorority nri-uar House) 


^ Tiffany Sampson: 
Freshman, Literature 
^ Brittany Upsnott: 
Sophomore, Drama 
^ Heather Huffington: 
Freshman, Drama 


^ Erik Swain: Freshman, Art 


Frat Brothers 

(Ureie-Oresha-Cham House) 


^ Ashley Pitts: Sophomore, 
Mathematics 

^ Joshua Ruben: Freshman 
Undeclared 
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Chapter 1 



They say nighttime is the right time, that the 
night belongs to lovers, that the night is magic. 
Now, for your Sims, it's all those things and more. 
Heck, it doesn't even have to be nighttime for 
some nightlife with the happenin' expansion that 
is The Sims 2 Nightlife. 

Sims have always loved to go out on the town, 
but they've never been able to hang for real with 
more than one other Sim from their own 
household. Plus, even when your Sim and his pal 
arrived at their destination, the companion would 
go about her own business without much regard 
to the "Sim what brung her." 

With The Sims 2 Nightlife, Sims can go out in 
cohesive groups either casually or on scored 
group outings or romantic one-on-one dates that 
can gain your Sim a myriad of benefits. Sims also 
exhibit attraction to Sims who are their "type," 
making the courtship game more challenging and 
interesting than ever. Combine these two new 
major elements with new Aspirations, objects, 
social interaction, NPCs, and relationships, and 
you'll see a whole new world emerge from your 
Sims' neighborhoods. 

So take your Sims downtown or let them 
enjoy their new powers in their own burgs. Either 
way, many new adventures and mysteries await 
them in the neon glow of the night. 


Here are but a few of the new features 

and additions: 

♦ New AttractiEH system allows Sims to build PElatioaships faster 
with other Sims who suit their particular taste. 

♦ A new Chemistry Simalogy panel displays your Sim's Turn Dns 
and Turn Off and offers a Chemistry sort for the Relationship 
panel that shows only Sims to whom your Sim is attracted. 

♦ Sims can go an dates with individual Sims to quickly huild 
romance and earn romantic rewards. 

♦ Sims can invite several Sims nut on the town or to their home 
with one phone call, thanks to the new group system. Groups 
stick together and have fun en masse. 

♦ Groups can gather for a good time at your Sim's hcuse or on a 
Community Lot just for fun or on a scored "outing" that earns 
ycur Sim valuable rewards. 

♦ A new restaurant system offers realistic dining Experiences. 

♦ Sims can own cars tc travel to and frnm wcrk or school or to 
Community Lots. No more waiting for cabs and living at the 
mercy of the carpaol. 

♦ Sims' lives can be pninted in new directions with the 
Pleasure Aspiration. And, if they're unlucky enough to misuse 
a certain chject, they could end up with a decidedly odd and 
awkward new Aspiration. Let's just say, we hope you really 
like grilled cheese. 

♦ Sims can become creatures of the night thanks to the arrival 
of the Grand Vampires in Downtown Community Lots. Being a 
Vamp limits your daylight activities but offers major benefits 
after nightfall. 

♦ New places for public WooHoo include your Sims' very awn cars 
and the barely private photo booths. 

♦ No misdeed goes unpunished now that Sims can harbor grudges. 
Certain affronts will render a Sim "furious" and uninterested in 
dealing with the offending Sim for a time. 

♦ Almost any object can be placed in your Sims' expanded 
personal inventories. Want your Sim to pocket a tree? Go 
right ahead. 
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W Chapter I 

WhatIsINew in The Sims 2 Hichtlife 


♦ Sims can interact with several new NPCs: the Gypsy Matchmaker, 
the restaurant Hast and Server, the Grand Vampires, the Diva, 

Mr. Big, and the Slab, as well as the eternally disapprnving Mrs. 
Grumplebottnm. 

♦ Graves can nnw be moved from the place of their demise to 
Gommunity Lots or even other family lots (though the ghosts may 
not be happy abaut the latter). 

♦ Nearby neighboring houses are visible fram every lat. You oan 
even switoh to a house next door or go direotly to the 
Gommunity Lot aoross the street without going to the 
Neighborhood view. 

♦ Ghoosing a Cammunity Lot is now easier thanks to a revamped 
destination seleotion tool. 

♦ New objeots for your home or Gommunity Lots oan turn any 
lat into a nightclub, restaurant, or any happenin' hang out you 
oan imagine. 

♦ A new Aspiration reward abject can change your Sim's 
Aspiration, Turn Off, or Turn 0ns. Use it at the wrang time, 
however, and you oould get a Sim with an unseemly desire for 
grilled oheese sandwiches. 

♦ New diversinns include karaoke maohines, bawling alleys, and 
oard tables. 

♦ Gover your Sims' floors with a bevy of new rugs. 

♦ Seating options expand with mndular seotinnal snfas and ourved 
kitohen islands. 

♦ New sncials allaw for effeotive outings and dates and far finding 
the Sims to whom your Sim is most attraoted. Discover new 
nested sooials to do while slow dancing, sitting in restaurant 
booths, and dining. 

♦ Disonver nther Sims' wants, fears, interests, zndiao sign, skills, 
job, wealth. Turn Dns, and Turn Offs with an array of new 

Ask sooials. 

♦ The autfit-planning interfaoe has been revamped to be easier 
to use. 

♦ Your Sims oan now cook Crepes Suzette in their very own 
kitohens. Plus, several new dishes await the oulinarily adven- 
turous in restaurants. 


♦ New Build mode features include nnn-rectangular pools, 1/2 
walls, several new very big and very small lot sizes, a terrain 
smoothing tool, garages and driveways, eyedrapper-enabled 
fenoes, and (via a handy cheat) modifiable raaf pitoh. 



♦ The Lots and Houses Bin has been ohanged so 
that unoooupied houses 
pulled from it remain in 
the bin tn be plaoed 
again and again if 
ynu desire. 


♦ Your oustom 
neighborhoods can be 
surfaced with two new 
terrain types: dirt and 
concrete. 

♦ The downtown neigh- 
borhood is a destination 
for all the Sims of your 
base neighborhoods. 

You can even start new 
households or move 
old ones right in the 
heart of the electri- 
fying downtown. 

When you've sampled 
everything the first 
downtown has to 
offer, try your 
hand at building 
your own. 
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Downtown can be a scary place, but it can also be 
viscerally exciting-a place that bursts with 
energy, opportunity, and promise. Sure you might 
end up with pale skin, fangs, and a taste for Sim- 
biting, but isn't a good smustle worth the risk? 

This chapter provides an overview of how this 
new kind of neighborhood functions and how it 
alters life for your Sims old and new. Next, it 
details several of this expansion pack's extremely 
important but more compact changes and 
additions, including the fully enabled personal 
inventory, new lot navigation tools, and a new way 
to rid your lot of ghosts. 

The Structure of 
Downtown 

The first time you open 
one of your base 
neighborhoods or 
press the Downtown 
Chooser button in the 
upper (eft corner, you 
can associate an 
existing downtown or 
create a new one. 
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Downtown neighborhoods (or "nightlife destina- 
tions") exist as offshoots of your game's base 
neighborhoods (Pleasantview, Strangetown, etc.). 
In other words, any single version of a downtown 
neighborhood you play is tied exclusively to one of 
your base neighborhoods and has no connection 
to other base neighborhoods. 

Td clear up any canFusian. the neui hind 
aF neiyhbarhaad intraduced in Ths Sims S 
niahtUFs is caiied a "dauintauin" ar a 
"nightiiFe destinatian." 

The niaKis-designed nightiiFe destinatian that 
ships uiith yaur eapansian pach is liheuiise named 
"Dauintauin." 

This can iead ta same canFusian, sa this guide 
uiiii reFer ta nightiiFe destinatians genericaiiy as 
"dauintauins" (uiith a lauiercase "d"I and the 
Dauintauin nightiiFe destinatian speciFicaiiy uiith a 
capitai "D." 

Once a downtown is 
associated, the full 
Downtown Chooser 
appears listing any 
associated downtowns 
and a button for 
creating new 
downtowns of your 
own design. 

Sims from other base neighborhoods, 
therefore, don't exist in a downtown even if the 
same downtown is also associated with other base 
neighborhoods. In other words, downtowns exist in 
sort of an urban parallel universe. For example, if 
both Pleasantview and Strangetown are associated 
with the Maxis-designed nightlife destination 
"Downtown," the Smith family will never be seen 
wandering the lots of Pleasantview's Downtown 
and the Caliente sisters won't be caught dead (or 
even undead) in the Strangetown's Downtown. 





Protected by copyright. Unauthorized or uniawfui copying or downioading expressiy prohibited. 






"w Chapter? 

Downtowkand Sundry New Features 



Click on a downtown 
and you'll see its 
preview pane. 


This is why you must begin the life of any 
downtown by associating your base neighborhood 
with it. The Sims 2 Nightlife comes complete with 
one very densely featured downtown and the 
ability to create any others you wish. 


Once you add custom 
downtowns, they 
appear alongside any 
existing downtowns. 


Base and Downtown 
Neighborhoods; 

Now Do They Relate? 

Functionally, base and downtown neighborhoods 
aren't all that different. 

nets 

Though theg mostlg Function the same, 
the niaKis-designed douintouin that came 
uiith gour eapansion pach ["Douintouin"] 
is uerg diFFerent From the base neighborhoods in 
terms oF design and the number and Features oF its 
Communitg Lots. 




♦ Sims can live in dawntawn naighborhaads just as thay can in 
base neigbbarbands. 

♦ Dnwntawns sbara Lets and Haases and Sim Bins with tbeir base 
naigbbnrband, allawing families ta mave fram ana ta tba atbar 
and maintain tbeir relatiansbips. 

♦ Sims wba are met in a dawntawn neigbbarbaad can be invited 
over, added ta a graup, ar called far a date ar auting by a Sim 
wba resides in tba base naigbbarbaad (and vice versa). 

♦ Teen Sims residing in a dawntawn neigbbarbnnd are eligible ta attend 
callega at any nf tba base neigbbnrbaad's assaciated universities (if 
yau have tba The Sims 2 University expansian pack installed, that is). 


Special downtown 
NPCs such as the 
Grand Vampire appear 
only in downtown 
Community Lots. 


There are, however, some differences you 

should be aware of 

♦ Tba Grand Vampires, tba Diva, Mr. Big, and tba Slabs (see 
Cbapter 8) appear autamatically aniy in dawntawn naigbbarbaad 
Cammunity Lats. Dnca met, they can be invited, called, nr dated 
just like any atbar tnwnie. 

♦ Tba generic tawnies that papulate dawntawn neigbbarbaads 
("dnwntawnies") have mare mnaey, better jabs, and bigber skills. 

♦ In Neigbbarbnnd view, dawntawn neigbbnrbnnds are always 
sbnwn at nighttime (unless, nf enurse, yau press the Day/Night 
tnggle buttan). 




It's always nighttime 
downtown. Well, that's 
not true, but it looks 
that way in the 
Neighborhood view. 
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Though the Grand Uampires appear only 
randomly douintouin, uampirism can 
spread to your base neighborhood. IF a 
base neighborhood resident invites a douintouin 
vampire to a party or on a visit, outing, or date, your 
Sim or [if you've already had one oF your Sims bitten] 
any other Sims present uiith uihom the vampire has 
built relationship uiill be ripe For the biting. These 
neui vamps can increase their numbers by biting 
other base neighborhood Sims (and so on but only up 
to a point]. For more on uampires, see Chapter IS. 



Neighboring Lots 

No longer is your Sim's lot an island in a sea of 
nothingness. With the The Sims 2 Nightlife 
expansion pack, everything beyond your Sim's lot 
is not only visible but also interactive. 

Want to switch to a 
nearby household? No 
need to exit to the 
Neighborhood view; 
just dick on any house 
visible from your 
Sim's lot and you'll 
have the option to 
play It instead. 

From any lot, you can now see neighboring 
residential and Community Lots, streets, and 
landmarks. Is your Sim's house right next to the 
power lines? Well, now you can see them from 
within the lot. How far you can see and in what 
kind of detail depends on your computer 
hardware, so play with the settings in the Game 
Options menu under "Lot View Options." 
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If the neighboring lot is 
a Community Lot, the 
Sim(s) you're currently 
playing can travel 
directly to the lot 
without having to 
select the Community 
Lot from the list. 


na 

IF a neighburing lot is unuccupied, you 
can't suiitch tu it. 


Those lots around your Sim's house aren't just 
for decoration, you know. You can, in fact, 
navigate directly to any visible lot (without having 
to exit to the Neighborhood view) by clicking on 
the destination. If the lot is residential, you can 
choose to switch to playing that lot. If it's 
commercial, the currently selected Sim can drive 
or summon a cab automatically (or go to their 
personal car) and head directly to it. 

nst,s 

Vdu can turn oFF this Feature by 
suiitching uFF Clichable (leighburs in the 
Game Sptiuns menu. 






Moveable Graves 

In the past, when a Sim died, his or her final 
resting place was the lot on which he or she 
expired. As long as that tombstone or urn 
remained on the lot, the deceased's spirit could 
wander the lot at night, haunt it, and scare 
residents and visitors. The survivors could either 
simply suffer these manifestations or unceremo- 
niously sell the memorial marker. 
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with The Sims 2 Nightlife, there's another 
option: move the tombstone/urn to another lot. 
Markers can be moved to any Community Lot in the 
base neighborhood, any downtown neighborhood, 
or college town. They can also be moved to any 
residential lot but there are some serious logistical 
requirements and pitfalls to this strategy. 



The marker disappears 
in a puff of smoke and 
the grave's owner 
waves so long. 



downloading expressly prohibited. 


Moving Graves to Community Lot 


The deceased makes a brief appearance to wave 
good-bye, then the ghost and the marker are spirited 
away to their new resting place. To make this change 
permanent, you must save the lot. If you depart 
without saving, the grave will return to its place. 

When you next visit the selected Community 
Lot, the marker has been placed there in a 
random location near the public phone. 
After nightfall, the dead Sim's ghost may 
be seen wandering, though it should be a 
relatively benign haunter. 

nstp 

Td situate it mure precisely, clich an the 
tembstune and place it in ynur inuentnry. 
□F course, you can't access your 
nuentory on a Community Lot. so repiace the 
grave by cliching on an open bit oF ground and 
seiecting Put Grave Here. 


To move a grave to a Community Lot, 
click on the grave and select Move 
This Grave (or Move All Graves if 
you want to move all the markers 
on the lot at once). The new 
standard lot navigation window 
appears permitting you to 
select any Community Lot in 
the base neighborhood or 
any associated downtowns 
or college towns. 


Normally, a ghost would be angry (and, thus, a 
more aggressive haunter) if there were no family 
members living on the same lot as his grave. A ghost 
on a Community Lot harbors no such grudge. 

no&5 

Ghosts angry For reasons having nothing 
to do uiith their oid households or 
Families, houiever. may still be angry 
ghosts uihen moved to a Community Lot. Sims uiho died 
oF hunger. For BKample. become angry iF there's an 
empty reFrigerator [or none at aii] on the iot. iF the 
Community Lot lachs avaiiabie Food, starved ghosts 
haunt at a more intense ievei. 
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IF. after mauing a grave ta a Cammunitg 
Lot. gau uiant to delete it entireig, there 
is a mag. From neighberhead uiem. enter 
the Cammunitg Let in Build mode [in other mards. 
directig rather than by having a Sim visit] and "sail" 
the marher in the normal Fashion. Vou mon't get any 
money Far the marher this may but at ieast the ioved 
one miii be put compietely to rest. 

Alternately, a Sim leaving a lot for a new 
home may move the grave marker to a new 
residential lot by putting it in his inventory. Note, 
however, that unless there is at least one blood 
relative residing on the new lot, the ghost will 
haunt its new home at a more aggressive level. 



Plan Outfit Interface 



The new Plan Outfit 
interface is easier to 
navigate. 


The Plan Outfit interface has been revamped and 
simplified to match the Clothes Shopping interface. 


New Cook-At-Nome Food: 
Crepes Suzette 

Home chefs with cooking skill of 7 or higher can 
make a spectacular new dessert during lunch and 
dinner hours: Crepes Suzette. 
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Crepes are a 
spectacular new 
dessert food for your 
Sims to eookat home. 


Note that 


like Baked Alaska, 
crepes can be 
dangerous to 
more than just 
your Sims' waist- 
lines. Just before 
serving, the dish 
is set aflame. 

Depending on the 
skill of the cook, therefore, these sweet treats are 
served with a chance of self-immolation. 


Inventory 

For anyone who's wanted to see what Sims keep in 
their pockets, the new personal inventory is just 
the thing. 


nmt,m 

The inventury mas actually introduced 
mith the UniuErsity eKpansiun pach but it 
masn't interactive. It only held personal 
electronics and you couldn't drag anything out oF or 
into it. 



Most anything can go in your Sim's personal inventory and 
anything placed in it can be transferred back into the world. 
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Every Sim has her individual inventory, 
accessed under the Rewards menu. To place 
things in it, select the Inventory button and drag 
an object from the lot into the panel. To deposit 
things in the world, open inventory and drag items 
out of it. 

nsts 

Rs luith the Career and Rspiratien Reuiard 
menus, npening your Sim's inuentnry 
pauses the game. 

All objects can be placed in your inventory 


except: 
♦ Ashes 


♦ Feed ingredients in middle 

♦ Bills 


nf preparatien 

♦ Buffet table 


♦ Gates 

♦ Cackraach carcasses 

♦ Hnmewark 

♦ Dirty dishes 


♦ Did newspapers 

♦ Dears 


♦ Stairs 

♦ Driveway pieces 

♦ Trash 

♦ Fireplaces 


♦ Videa game cnntrallers 

♦ Feed 


♦ Windaws 

♦ Feed dishes and enntainers 



These objects can normally go in inventory, 
but not if they're turned on: 

♦ Alarm clack ♦ Staves 

♦ Dishwasher ♦ Taaster even 

♦ Phenes ♦ TVs 

♦ Stereas 

Any custom-created artwork (from an easel) 
or photos (from photo booth or camera career 
object) can also be placed in inventory. 

Love or hate letters from previous dates, once 
removed from the mailbox, also deposit in your 
Sim's inventory. 


Sims' inventories are not useable on 
Community Lots. Though you can view the 
inventory while on a Community Lot, you won't be 
able to place or take objects (except for graves 
moved as described above). 

Certain items are "carried" by your Sims but 
don't actually appear in your Sim's inventory. 
These include groceries and purchased video 
games and clothing. These are still automatically 
"installed" where they belong on your Sim's return 
home (in the fridge, all computers/game consoles, 
and dressers, respectively). 

The exception to this rule is magazines. 
Though they previously functioned like other 
purchased items, they are now inventory items 
that you can place anywhere at home. 

nsbB 

Plagers of the UnivBrsity eapansien pach 
mag notice the disappearance of the Give 
Handheld social. Since gnu can noui 
remnue the handheld game from gnur Sim's inuentorg 
and place it on the ground [luhere a child can claim 
it], the social is no longer necessarg. If gnu don't 
have UniuErsity and don't hnoui luhat uie're talhing 
abnut... nothing tn see here. 

tip 

normally, uihen gnu move a family nut of a 
lot, all of their possessions are liqui- 
dated and converted into cash. If you'd 
lihe to tahe your Sims' stuff uiith you to a neui lot, 
pile it all into their inventory before moving them 
out. This is the only may to preserve career and 
Hspiration remards, personal photos, and art, so be 
sure to pach those before moving. 

If a Sim dies, anything in her inventory goes 
with her. You can, of course, regain access to 
these items by resurrecting your Sim with the 
Resurrect-O-Nomitron (from the University 
expansion pack). 

IKl1m9Min.com 
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Changes to Create-A-Sim 


♦ The new PiGasurE Aspiration can ba salactad just lika original 
Aspirations. 

♦ A naw tab allows you to salact your Sim's two Turn Dos and ana 
Turn Dff. You can't complata your Sim until both Aspiration and 
Turn Dns/Turn Dff arc sat. 


The Create-A-Sim tool remains largely unchanged 
but includes a few new options to prepare your 
new Sims for the dating world. 


You can choose the 
new Pleasure 
Aspiration right from 
the get-go in 
Create-A-Sim. 
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Panel 6 of Create-A-Sim boasts several 
new features: 
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Aspirations give Sims' lives meaning and direction; 
something on which to focus all their energies 
over the span of years. The Sims 2 Nightlife intro- 
duces the first new Aspirations: Pleasure and 
Grilled Cheese (yes, you read that right). 

This chapter outlines the specifics of these 
two new Aspirations and looks in detail at a new 
Aspiration reward object that empowers your 
Sims to change their Aspirations at will. 


♦ Have 50 Draam Dates 

The Pleasure Aspiration is all about fun, but not 
necessarily the kind of things that feed the Fun 
need. It overlaps slightly and superficially 
resembles two existing Aspirations: Romance and 
Popularity. Like Romance Sims, Pleasure Sims 
hunger for amorous activity but not as exclusively. 
Like Popularity Sims, they desire a wide social 
network but not in just any form. 

What Pleasure Sims really crave is the kinds of 
things downtown offers (even if those things are 
located at home or in their base neighborhood or 
college): dates, outings, fast cars, slow dancing, 
doing the smustle, bowling, manning the D) booth, 
dining out, singing karaoke, meeting vampires, etc. 


Pleasure Sims love to 
be out on the town, 
dining, dating, bowling, 
or playing. 


♦ PrefErrEii CarEErs: SlaEkar, Politics, Artist, Culinary 

♦ Skill BEnt: Charisma, Craativity 

♦ Samplo Wants: Dina Cut with Sim, Bowl with Sim, Hava Draam 
Data, Hava Graat Duting, Ba tha DJ 

♦ Sampla Faars: Hava Harrihla Data, Ba Rajactad for Duting, Ba 
Rajactad for Dining with Sim 

♦ Dasparatian Bahaviar: Mr. Party Guy 

Lifetime Wants: 

♦ Go on IDD 1st Datas 

♦ BEcama Prafassianal Party Guast (Slackar caraar) 


Pleasure 



Date score is extremely 
important for Pleasure 
Sims because a bad 
date can realize some 
pretty powerful Fears. 


Not surprisingly, most of their Fears revolve 
around having bad dates and outings, having their 
fun socials rejected, and embarrassing themselves 
in public (e.g., getting booed). 

Good matches for Pleasure Sims are Fortune 
and other Pleasure Sims. Fortune Sims want to 
buy the kind of things that Pleasure Sims yearn to 
use, and they get satisfaction from going to work 
and making money, a commodity that fuels 
Pleasure Sims' pursuits. A pair of Pleasure Sims 
can be effective because it's easier to fulfill their 
Wants as a team. Because, however, money will 
have to come from somewhere, one of the 
Pleasure Sims will have to go to work and put 
aside his or her Wants. 
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Knowledge Sims are a bad match for Pleasure 
Sims because having fun and working are not 
major concerns and get in the way of their desires. 
A Knowledge Sim's home will likely be short on the 
kind of objects Pleasure Sims need to keep up their 
Aspiration score. Satisfying both Sims in such a 
relationship will be difficult because their Wants 
will at least indirectly conflict. 


Grilled Cheese 


♦ PrEferred CarEErs: Culinary 

♦ Skill Bant: Cnaking 

♦ SamplE Wants: Eat GrIllEd CHeese, Sepve CrillEd 
CfiEESE, Maka Grillad GIieese far 
Sim, InfluancE ta Seeve Grillad 
GIieese, Talk Abaut Grillad GHeese 

♦ Sampla Faars: Be RajEctEd far Talk 
abaut Grillud BBeese, Burn GrillEd 
BBeese, Eat Burnud/ 

RnttEn/SpnilEd GrillEd ChaESE 

♦ DaspEratian Bahaviar: Mr. 

Grillad ChaESE k 





Lifetime Wants: 

♦ Eat 200 Grillad GhaasE 
SandwiahES 
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That's gonna leave a 
mark... a grill mark, 
that is. 


If you use the ReNuYuSenso Orb Aspiration 
reward object with green or lower Aspiration 
score, there's a risk that the object will fail and 
leave you with the socially awkward and 
nutritionally dicey Grilled Cheese 
Aspiration. 


Grilled Cheese 
Sim making 
grilled cheese: 
happy Sim. 



A Grilled Cheese Aspiration Sim derives 
Aspirational satisfaction from eating, 
cooking, talking about, and influencing others 
to make and eat grilled cheese. Clearly, keeping 
such a Sim content is a matter of ensuring a 
constant supply of grilled cheese-related stimu- 
lation rather than the more complicated demands 
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of the other Aspirations. Their sole Lifetime Want, 
for instance, is eating a whopping 200 grilled 
cheese sandwiches over a lifetime. This is a strate- 
gically simple but logistically challenging matter- 
making and eating this many grilled cheese 
sandwiches takes time and most of this 
Aspiration's wants are low-scoring. 


Grilled Cheese Sim 
unable to make grided 
cheese: unhappy Sim. 


♦ REfrigErator 

♦ StnvE 

♦ At least DHE apEn CDuntErtap 

If the Sim's lot lacks any of these essential 
tools, she'll display Wants to purchase these items 
and throw tantrums when her attempts to make 
grilled cheese are foiled for lack of the proper 
facilities. 

ns&B 

IF your Sim's neiu Grilled Cheese 
Rspiratien doesn't appeal to you, yet her 
Rspiratien score up to Gold level [to 
ensure success], re-use the ReRuVuSenso Drb, and 
pich a less lunch-Fare-oriented Rspiratien. 




feop 

R satisFied Griiied Cheese Sim mill lihely 
have diFFicuity heaping Fit. Either be 
prepared to accept their constantiy 
pudgy state or buiid in iots oF time to OKercise. 



So inspired by the lowly grilled cheese 
sandwich are the Grilled Cheese Sims that they 
can prepare it regardless of Cooking skill (it 
normally requires Cooking 2) or time of day 
(mmm... grilled cheese for breakfast). 


tDI 


I DF course Coohing shiii does still matter 

For the chance oF burning your Sim's 
beioued grilled cheese. Because ruined 
sandmiches are a Frequent Fear For these Sims, it 
behooves them to gain enough shill that scorching 
their griiied cheese is an inFrequent occurrence. To 
mahe griiied cheese preparation near/y [35 percent] 
FooiprooF, develop Coohing shiii to 4. 


Though they don't need skill or observance of 
the clock, Sims can't cook grilled cheese without 
the necessary equipment: 


If you're giving your 
Grilled Cheese Sim 
what he or she wants, 
these memories are 
going to pile up. 


Every time Grilled Cheese Sims devour a 
grilled cheese sandwich, they receive a happy 
memory marker for what must be a spiritually 
fulfilling experience. Thereafter, they will talk, 
think, and dream about these memories. 


Talk.. .About Grilled 
Cheese will be an 
unappealing topic for 
any but other Grilled 
Cheese Sims and very 
Nice Sims. 
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Finally, Grilled 
Cheese Sims get a 
special social: Talk 
...About Grilled 
Cheese. The Sims 
most likely to 
accept this 
somewhat stupe- 
fying topic of 
conversation are other Grilled Cheese Sims or, 
failing that, Nice ones. If the receiving Sim has 
less than five points in Grouchy/Nice and has 
any Aspiration besides Grilled Cheese, get ready 
for rejection. 

Grilled Cheese Sims are really only fit 
company for other Grilled Cheese Sims, but they 
don't substantially interfere with the Wants of any 
other Aspiration. 



Aspiration Monikers 

Teen Monikers by Aspiration 


Aspiration Level 

Pleasure 

Grilled Cheese 

Distress — ModErate 
to Severe 

Delightless Dnwner 

Wayward Wenslydale 
Whelp 

Distress — Lew 
to Mederate 

Bummed-aut Bare 

Frustrated Feta 
Fandler 

Green — Law 

Gallaw Bantentment 
Graver 

Jarlsburg Using 
Youth 

Green — High 

Freshfaced Funlaver 

Precociaus 
Parmesan Preparer 

Geld 

Junior Joy Jockey 

Cheshire-Ghamping 

Champion 

Platinum 

Euphoric Youth 

Juvenile Jack Genius 
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Adolt/Yoong Adolt Monikers by Aspiration 


Aspiration Level 

Pleasure 

Grilled Cheese 

Distress — Moderate Narcissistic Knucklehead Bumbling Brie Burner 
to Severe 

Distress — Law 
to Moderate 

DawnFaced Drag 

Cheddar-lacking 

Chucklehead 

Green — Low 

Gammon Comfartlaver 

Common Camembert 
Caveter 

Green — High 

Hearty Hedonist 

Geuda Gobbling 
Gourmet 

Gold 

Frolicking Freespirit 

Exceptional 
Edam Eater 

Platinum 

Prima/Prima 

PleasurESEEker 

Muenster Munching 
Maniac 

Elder Monikers by Aspiration 
Aspiration Level Pleasure 

Grilled Cheese 

Distress — Moderate 
to Severe 

Gravo-faced Grumbler 

Run-down Roquefort 
Ruiner 

Distress — Law 
to Moderate 

Dried-up Discontent 

Mature Mozzarella 
Mangier 

Green — Low 

SatisFied Silvermane 

Grill Greasin' 
Granny/Grandpa 

Green — High 

Fossilized Funmeister 

Excellent Emmental 
Elder 

Gold 

Gray-haired 

Glee-grabber 

Legendary Limburger 
Laver 

Platinum 

Long-lived Levity-liker 

Senior Stilton Sorcerer 


New Aspiration 
Reward Object 

Reward objects empower your Sims to do many 
things or make big, otherwise unavailable changes 
to their lives. Until now, however, nothing except a 
college education permitted your Sims to change 
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their Aspirations; once chosen, they were pretty 
much set for life. Likewise, your Sims' new Turn 
Off and Turn Ons are not easily changed for 
newly created Sims. 




If however, your Sim is reasonably successful 
in her current Aspiration (enough to amass some 
Aspiration points and, ideally, get her Aspiration 
into gold or platinum range), she can use a new 
reward object to switch her life to a new track or 
change her Turn Ons or Turn Off 


nats 

The First time yeu ieed 
the ThE Sims E 
niahtlifE eapansien 
pech, eli dF your eeistiny teen 
end eider Sims are randemiy 
assiyned their Turn Sns and 
Turn DFF. Since this is a 
necessary but net 
entirely Fair step, they 
aise yet a RelluVu 
Perta-Chug potion 
[highiighted by the 
Sypsy Platchmaher the First time 
you ieed a preeKisting iotl 
deposited in their inuentery. 
Drinhing this potion has the 
same eFFect as the 
RelluVuSenso Drb, allDuiing you a 
Free chance to change the 
Sim's Turn Ons and Turn DFF 
[though net Rspirationl. 

□nee it's been imbibed, 
there's no may to get a nem 
uiai oF this potion; aii Future 
changes must be made mith 
the Drb. Unless. oF course, 
one oF your other playable 
Sims can part mith her 
potion. To transFer a potion, 
place it on the ground From 
the gluing Sim's inuentory, 
smitch to the receiuing Sim, 
and drag it into his inuentory. 


Protected by copyright. 


Use the ReNuYtiSenso 
Orb and reprogram yotir 
Sim's Aspiration and 
Tarn Ons/Turn Off. 


Rote that changing an Rspiration mill giue 
your Sim a nem LiFetime blent. IF you later 
change bach to your original Rspiration, 
you may not receiue the same LiFetime blent your Sim 
had beFore. Changing Turn Dns or Turn DFFs. homeuer, 
mill haue no eFFect on LiFetime blent. 


ful copying or downioading expressiy prohibited. 


Preexisting Sims get a ReNuYu Porta-Chug potion in their inventory 
that enacts some of the same changes as the ReNuYuSenso Orb. 


As with all reward objects, however, using this 
object with green or red Aspiration level could 
result in untoward consequences (mmmm... 
grilled cheese). 


ReNuYuSenso Orb 


♦ Used by: TEEn/Adult/Young Adult/EldEP 

♦ REward Paint Cast: G,25D 


♦ UsEs/TimE Limit: 5 


♦ Success: Sim has appartunity ta change Aspiratinn, Turn Dns, 
and/nr Turn Off. 


♦ Failure: Sim Emerges with the Grilled Cheese Aspiratian and the 
immediate urge tn make a sandwich. 
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Attraction and Chemistry measure how naturally 
suited to one another two Sims are. They also 
serve as a very potent relationship accelerator. If 
Attraction and Chemistry exist, high-level 
relationships can be built much more quickly. 
Attraction and Chemistry are not, therefore, a 
requirement for romance, but having strong 
Chemistry sure does make it easier. Likewise, folks 
who are different enough to actually repel each 
other will have the most difficult time getting 
together: hard but not impossible. 

This chapter will help you understand the 
intricacies of Attraction and Chemistry and enable 
you to harness this new system to turbocharge 
your relationships and dating exploits. Romance 
and Pleasure Sims especially better fasten their 
seat belts! 


Attraction 

Your Sim rates every other Sim whom he or she 
meets (with some exceptions) by how attractive 
they are. Likewise, every other Sim is evaluating 
your Sim for his or her attractiveness. A Sim's 
attractiveness is not inherent, but is in the eye of 
the beholder. A Sim who's very attractive to one of 
your Sims may be repellantto another. Attraction, 
as you'll see, depends on many relative factors 
(personality. Aspiration, and Turn Offs and Turn 
Ons to name a few). 



Attraction doesn't necessarily go both ways. 



na' 

Unlihe ChBmistry, Httractian is not ruled 
by yender preference. In luhat circum- 
stances Rttractiun comes into play, 
houieuer, is. For some purposes, Sims' Httraction to a 
Sim of their non-preferred yender may be important, 
and they'll display it if they do the Chech Sim Dut 
interaction. In other circumstances, houieuer, only 
the attractiveness of Sims of your Sim's preferred 
yender uiill be considered. 


Attraction to another Sim is not only relative 
but also unilateral. In other words, there's no 
guarantee that a Sim your Sim finds attractive will 
think the same of him or her. In fact, the same 
variable that makes the other Sim so luscious to 
your Sim may be the exact factor that makes your 
Sim a major dud to him or her. 

nat:,m 

There are turn classes of Sims that your 
Sim mill not even consider for Rttraction: 
[1] Sims to mhom your Sim is related by 
blood and [B] Sims mho are aye-inappropriate. 

Children are not attractiue to any other Sim and 
teens are attractiue only to other teens. Vouny 
adults, adults, and elders, homeuer, are free to find 
each other attractiue reyardless of aye. 

Thus, it's importantto understand that 
Attraction is not necessarily mutual and high 
Attraction from your Sim is no guarantee of the 
other Sim's feelings in response. 
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nsts 

¥du can, as you'll see, inquire about 
another Sim's Httraction to your Sim and, 
in some cases, euen chanye your Sim to 
mahe him or her more attractiue to that Sim, 



Hubba-hubba! We 
guess we know who's 
attractive to whom. 


What impact does attractiveness have: 

1. It contributES ta the "ChEmistry" betwEEn two Sims (see bElow). 
ChEmistry is tbs mEchanism that makas PElatianship building Easiar 
or hardar basad on a coupla's avErago Attraction ta Each ether. 

2. Attraction affects a Sim's autanemous bebavicr. When Sims are 
near a Sim they find attractive, they'll make no secret of it, 
gesturing and expressing their admiration. 

3. Attraction is a rEquirement of some socials. THese socials don't 
require any specific IeveI of Attraction, but they do require that 
the other Sim be eligible for Attraction. In other words, socials 
that require Attraction can only be performed on Sims of the 
appropriata age who are not blood relations. 

4. A Sim's Attraction level to the date or loved one of another Sim 
can trigger in them romantic rivalry behavior. For more info, sea 
Chapter 9. 

5. Attraction contributes to the starting score of dates; the higher 
the Attraction, the more of a bead start the data receives. 

B. Attraction causes Sims, even Sims with whom your Sim has oot 
yet interacted, to appear in their thoughts. 

7. Another Sim's Attraction to your Sim dictates the Sim's response 
to the Ask.. .Do You Like What You See? social. 

B. Your Sim's Attraction to another Sim dictates your Sim's 
response to the Flirt.. .Check Sim Out social. 

0. Your Sim's Attraction to every Sim in a room dictates the 
response to the Scope Room self-intaraction. 



Attraction and Gender Preference 
nsbe 

In yeneral, yender prEFarence dictatas 
hum Sims bahaua autunurnuusly [uihan 
thay'ra dacidiny un thair uuin uihat 
actions to taha], H FamalE-yandEr praFarancE Sim 
mill, tharaFara, nauar autanamDusly chnnsa tu da a 
Flirt mith a mala Sim. This daasn't maan Sims mill 
raFusa iF dirEctEd tn Flirt mith a mala; thay Just 
man't da it an thair amn. 

First, however, a note on gender preference. Every 
Sim (except ones fresh out of Create-A-Sim) has a 
gender preference that's defined by the sum total 
of all his or her romantic interactions. If most of 
these interactions have been with male Sims, your 
Sim has a preference for males. If most have been 
with females, your Sim's gender preference is 
female. If your Sim prefers women but does 
enough romantic interactions with men overtime, 
the preference will eventually change as the 
balance shifts. 


This Sim can't scope 
the room because she 
has no gender 
preference. 


This is important because your Sim will only 
autonomously act out Attraction to Sims of their 
preferred gender. Any Sims of the other gender 
won't register, for example, in the Scope Room 
interaction. In fact, a Sim who has established no 
gender preference won't be able to do the Scope 
Room interaction. 


f«lMQaniM.£om Qj 
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tip 

To quichly set gender preference. Find e 
Sim eF the desired gender end do e inui- 
leuei Fiirt interectien (e.g„ lilelF lilhistie 
□r Chech Sim Dut], There: gender preference set. 



Elements of Attraction 

whether a Sim ("Sim A") is attracted to another 
Sim ("Sim B") is a function of six factors: 

♦ PEPSDnality similaritiES ♦ B's zadiaa sign 

♦ A and B's Aspirations ♦ A and B's prEExisting rElatianships 

♦ As Turn Dns ♦ As Turn Off 

Each factor accounts for a portion of A's total 
Attraction to Sim B (or B's attractiveness to A). 
How much of each of those portions are awarded, 
however, depend on the specifics. 

To giue gnu a sense of sceie in the rare 
moments luhen me bandy about attrac- 
tiueness numbers, it's heipFui to under- 
stand the sceie oF the inuisibie Httraction score. H 
Sim's Httraction to another Sim can range From a 
maMimum oF 1SD to a minimum oF -14D. Thus, something 
that aiters Httraction by SD points. For eMampie, is 
pretty significant. 

Personality Similarities 




These Sims have very similar personalities and could be quite 
attracted to each other if everything else falls into place. 

[^j KMMA OFFICIAL GAME GUIDE 


The more closely two Sims' personalities match, 
the more attracted they'll be to each other. To 
determine how intensely attractive a Sim is to 
another Sim, each personality factor is compared 
and the differences in each factor are added 
together. The resulting score measures how 
"similar" their personalities are. 

nBt,m 

Perfectly matching personalities can 
boost Chemistry by one leuel. 

Thus Sims with identical personalities receive 
the maximum personality similarity score. 
Likewise, two Sims with diametrically opposed 
scores in every personality factor get the lowest 
possible similarities score. Everyone else will be 
somewhere in between. 

ns&i^ 

Because this Factor is the same For both 
Sims, it contributes the same amount to 
each Sim's Httraction scores. 

An example: 




Persanality Trait 

Sim A 

Sim B 

Difference 

Naat/Slappy 

4 

4 

D 

Qutgaing/Shy 

4 

7 

3 

AEtivE/Lazy 

4 

B 

1 

Playful/Sariaus 

7 

3 

4 

NicE/Grauchy 

B 

5 

1 

TOTAL: 

— 

— 

ID 


Identical personalities would give a total 
difference of 0 while completely opposed person- 
alities would yield a difference of 50. A difference 
of 0 points, therefore, would get the highest score 
for personality similarity (more attractive) and a 
comparison of 50 would get no score for person- 
ality similarity (less attractive). Thus, in our 
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example above, a difference of 10 gets this couple 
pretty high Attraction as to their personalities. 



Though gou can't create a Sim uiith either 
□ or ID in euerg personalitg trait, such 
BKtreme personaiities are possible. There 
are uiags in the game to Forge these eKtremities, so 
it's not impossibie. 


Ask about a Sim's 
zodiac sign to find out 
his or her personality. 


There's no way to inquire about a non-playable 
Sim's personality directly, but you can get a general 
idea by using the Ask. . .What's Your Sign social. 

Because zodiac signs are actually general 
personality profiles, knowing a Sim's sign gives 
you a ballpark guess at his or her personality 
traits. For example, a Libra will (as shown in the 
table below) be (give or take a digit or two): 



♦ NEat/Slappy: 2 

♦ Dutgaing/Shy: B 

♦ Active/Lazy: 2 

♦ Playful/Sariaus: G 

♦ Nica/Grauchy: 7 

Without doing a detailed calculation, you can 
quickly gauge how big a difference there is and 
whether it'll significantly reduce another Sim's 
attractiveness or the attractiveness of your Sim to 
the other. 


Personality Presets by Zodiac Sign 
Zodiac Sign Neat Dutgoing Active 

Playful 

Nice 

Aries 

5 

8 

G 

3 

3 

Tajrus 

5 

5 

3 

8 

4 

Gemini 

4 

7 

8 

3 

3 

Cancer 

G 

3 

G 

4 

G 

Lea 

4 

ID 

4 

4 

3 

Virgo 

B 

2 

G 

3 

5 

Libra 

2 

8 

2 

G 

7 

Scorpio 

G 

5 

8 

3 

3 

Sagittarius 

2 

3 

9 

7 

4 

Capricarn 

7 

4 

1 

8 

5 

Aquarius 

4 

4 

4 

7 

G 

Pisces 

5 

3 

7 

3 

7 

Zodiac 


Beyond what it reveals about your Sim's person- 
ality, a Sim's zodiac sign independently 
contributes to his or her attractiveness. 


Every zodiac sign has two signs to which it's 
attracted and from with which it's repelled. All 
other signs are neutral. 

In determining Attraction, therefore, Sims 
with your Sim's favored signs get a boost in attrac- 
tiveness and Sims with your Sim's disfavored signs 
see a reduction. Likewise, your Sim will be extra 
attractive if his or her sign is one of the two that 
appeals to the other Sim or less attractive if it's 
one of the bad ones. If a sign is neither attractive 
nor repellant, it has no effect on attractiveness. 
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Zodiac Sign Compatibility 
Zodiac Sign Attracted to 

Repelled by 

Aries 

Gemini/Taurus 

Cancer/Libra 

Taurus 

Aries/Libra 

Virgo/Cancer 

Gemini 

Pisces/Virgo 

Capricorn/Aries 

Cancer 

Taurus/Scorpio 

Gemini/Aries 

Leo 

Sagittarius/Cancer 

Capricorn/Gemini 

Virgo 

Aquarius/Sagittarius 

Leo/Taurus 

Libra 

Virgo/Cancer 

Pisces/Scarpio 

Scorpio 

Pisces/Lea 

Libra/Aquarius 

Sagittarius 

Pisces/Capricorn 

Libra/Scorpio 

Capricorn 

Aquarius/Taurus 

Leo/Gemini 

Aquarius 

Capricorn/Sagittarius 

Scarpio/Virgo 

Pisces 

Scarpio/Gemini 

Leo/Aries 


no&B 

Using both psrsDnality differencss and 
zodiac to determine attractiveness may 
seem redundant, but it dues provide one 
important distinction. Personality difference 
dictates that the most attractive personaiity is 
one that's idEntical. Houiever, identicai personaiities 
aiuiays have the same zodiac sign. Because no sign 
favors itself in the tabie above, the points gained 
from being a favored sign uiiii never be avaiiabie. 

Thus, in terms of these tuio factors, a Sim uiith 
minor personaiity differences and a favored zodiac 
sign mill be more attractive than an identical person- 
ality Sim. 



Aspirations 

Sims care about personality but they also care 
about a Sim's goals and vision. That's why a Sim's 
Aspiration can add to or reduce attractiveness. 

a nebB 

Horn important are compiementary Hspir- 
ations? Having them bumps up tmo Sims' 
Chemistry by a mhoie ievei. Converseiy, a 
negative Hspiration match drops Chemistry by a ievei. 


When on a date, the 
other Sim's Aspiration 
is shown on the Date 
Score Meter. 


The table below shows what effect every 
combination of Aspirations has on the Attraction 
between two Sims. A combination can add to 
attractiveness ("+"), reduce attractiveness or 
have no effect ("Neutral"). In one case, the correct 
combination actually adds substantially to 
Attraction. 



Aspiration and Attraction 
Aspiration Romance 

Wealth 

Popularity 

Family 

Knowledge 

Pleasure 

Grilled Cheese 

Romance 

+ 

Neutral 

+ 

- 

- 

Neutral 

Neutral 

Wealth 

Neutral 

-F 

- 

+ 

Neutral 

+ 

+ 

Popularity 

Neutral 

- 

+ 

Neutral 

- 

- 

Neutral 

Family 

- 

Neutral 

- 

+ 

+ 

- 

Neutral 

Knowledge 

- 

- 

Neutral 

Neutral 

+ 

Neutral 

Neutral 

Pleasure 

+ 

+ 

Neutral 

- 

Neutral 

+ 

+ 

Grilled Cbeese 

Neutral 

Neutral 

Neutral 

Neutral 

Neutral 

Neutral 

+ 
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nstLS 

Hll Sims are attracted to Sims uiith the 
same Rspirations [Srilled Cheese eeciu- 
siueiy so], note, heuieuer, that most 
ether pesitiue cembinatiens aren't mutuai. For 
eKampie, Romance Sims Faunr Popularity Sims, but 
Popuiarity Sims are neutrai touiard Romance Sims. 
Peruse the tabie and iooh For mutuai combinations 
For optimal tuio-uiay attractiueness. 

note 

□n top oF the Rspiration bonus. Srilled 
Cheese Sims yet an entra bonus (+TS 
points] in Chemistry uiith ether Sriiied 
Cheese Sims. For enampie, iF tuio Sims uiith repeiiant 
Chemistry both became Sriiied Cheese Sims, their 
chemistry rises to around medium. 

Preexisting Reiationships 

Sometimes Attraction comes after a relationship 
has already begun to blossom. That's why various 
preexisting relationships (e.g., marriage, love, etc.) 
independently contribute to a Sim's attractiveness. 


Two Sims who've 
already earned their 
relationship stripes 
doesn't need Chemistry 
or Attraction. 


These relationships enhance attractiveness 
not by adding to it, but by providing a minimum 
below which, as long as the relationship type 
exists. Attraction can never drop. Thus, if two 
Sims with no actual Attraction fall in love and get 
married, their effective attractiveness to each 
other increases merely because they're married. 





If two Sims share any of the following 
relationships. Attraction will never be below 
neutral except for the existence of a Turn Off: 

♦ MarriEcJ ♦ Engaged 

♦ Steady ♦ Lava 

♦ Crush ♦ Lifatima Ralatianship graatar than 70 


Turn 0ns and Turn Offs 

Most of the factors discussed thus far are largely 
unchangeable elements of your Sim that aren't 
worth altering just for the sake of increasing 
Attraction. Thus, they don't have much strategic 
value; either the factors align or they don't. 



Your Sims' Turn 0ns and Turn Offs can be viewed in their Simology 
panel, under Chemistry. 


That's why every Sim has two Turn Ons and 
one Turn Off If another Sim possesses one of 
these features, it can dramatically shift his or her 
attractiveness (negatively for Turn Offs and 
positively for Turn Ons). Just a single matching 
Turn On can raise Chemistry by one level and 
maximum Attraction will be impossible without at 
least one Turn On match. 


Sims created with The 
Sims 2 Nightlife 
installed must have 
their Turn Ons/Offs 
set at inception. 
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Turn Offs, on the other hand, are even more 
powerful. A single Turn Off can neutralize two 
Turn Ons. To put it another way, it can lower 
Chemistry by two levels. 

Sims can be turned on or off by any of the 
following characteristics: 


♦ Black Hair 

♦ Fitness 

♦ Red Hair 

♦ Blanda Hair 

♦ Fnrmalwaar 

♦ Stink 

♦ Brawn Hair 

♦ Full Face Makeup 

♦ Swimwear 

♦ Calagna 

♦ Glasses 

♦ Underwear 

♦ Custam Hair 

♦ Gray Hair 

♦ Vampirism 

♦ Facial Hair 

♦ Hats 


♦ Fatness 

♦ Makeup 



nBbB 

EHisting Sims have thsir Turn Dns and 
Turn Dffs set sutamatically, thnugh 
there are some restrictions. For 
BKampie, a maie Sim uiith a Femaie gender preference 
uion't be randomig assigned Faciei hair as a Turn On 
□r Turn DFF because it's not possibie. 



What all these things have in common is that 
they are easily changeable. If you want your Sim 
to be attractive to a specific Sim, you can find out 
what their Turn Offs and Turn Ons are and 
endeavor to match them. 

How each factors is changed, however, varies. 
See "Turn On and Turn Off Strategy," below. 



top 

lilhen you're out on the touin, heep a 
bottie of coiogne in your inuentory. Just 
in case that special someone prefers 
be uiearing it. 
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Discovering Turn Ons and Turn Offs 


Never hurts to ask. 
Find outwhata Sim's 
Turn Offs and Turn 
Ons are and you can 
change your Sim to fit. 


As with most elements of Attraction, the easiest 
way is to just ask. By using Ask... What Turns You 
On and Ask... What Turns You Offj you'll get the 
straight answer. Note that you may have to ask 
several times to learn both Turn Ons because 
which one the Sim reveals is chosen at random. 


"Eww, I hate your black 
hair!" A Sim reveals the 
reason for her 
repulsion: she's turned 
off by black hair. 


The other way to discover Turn Ons and Turn 
Offs is to use the Ask. . . Do You Like What You 
See? social. In response to this question, Sims 
reveal whether they find your Sim attractive and 
the primary reason why. If their Attraction to your 
Sim is due to the presence or absence of a Turn 
On or if the lack of Attraction is due to a Turn Off, 
they'll display the appropriate Turn On/Off in 
their response. With this information, you can (if 
you wish) make a change to your Sim to fit that 
Turn On or eliminate a Turn Off 



Far mare infa an the Rah sacials in general 
and the Rah. ..Da Vau Lihe lilhat Vau See? 
aacial in particular, aee Chapter T. 
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Turn On and Turn Off Strategy 

Turn Ons and Turn Offs are major factors in 
Attraction. Though two Sims can be quite 
attracted to each other with no Turn Ons, they 
can't reach the highest levels without at least one 
per Sim. Likewise, an otherwise incompatible 
couple can find each other positively scintillating 
if they play into each other's Turn Ons. On the 
other hand, sporting a Sim's Turn Off is a 
guaranteed Attraction killer. 


A little look in the 
mirror may be all it 
takes to make your Sim 
considerably more 
attractive. 


Fortunately, 
Turn Ons and 
Turn Offs are, 
generally, under 
your control: 



♦ Hair calar, facial hair, hats, glasses, makaup, and full face 
makeup can be changed in any mirror with the Change 
Appearance interaetien. 

♦ Vampirism can be acquired by being bitten by a vampire, ar 
undone (if your Sim's intended considers the undead a turn nffi 
by drinking Vamprocillin-D potion. See Chapter ID. 

♦ Change into nr nut ef underwear, swimwear, and farmalwear with 
a visit to your home dresser. 

♦ Fatness or fitness can be ehanged by working out (to gain 
fitness) ar overeating (to get fatter). 


♦ Cologne can be aequired from cologne displays on Community 
Lots. To eount for a Turn Dn ar Off, bawever, the cologne must 
be sprayed on, net just held in inventory. Cologne can be 
remeved by taking a shower, a bath, a swim, or a sponge bath. 

♦ Stink can be removed by bathing and ean be acquired by letting 
Hygiene drop until the telltale green cloud forms. 



nH' 

□ne other thing that can affect attrac- 
tiveness is the Gypsy niatchmaher's Love 
Potion ttB.S. This attractiveness 
enhancer is discussed in "Love Potion S8.S," iater in 
this chapter. 


Changing Your Sims' Turn Ons and Turn Offs 

Until now, we've discussed Turn On/Off strategy 
in terms of altering your Sims' characteristics to 
make them more attractive to another particular 
Sim. You can, however, take the opposite approach 
and change your Sim's Turn On and Turn Offs to 
match the attributes of the desired Sim. There are 
several ways to do this: 



♦ ReNuYu Porta-Chug: Every Sim in your game whan you installed 
the The Sims 2 Nightlife axpansian was randomly assigned their 
Turn Dns/Dffs. Each of them has one free opportunity to change 
these by consuming the potion. This potion can be given to any 
other Sim, even one craated after installed the expansion 

pack, by ramaving it from your Sim's inventory and leaving it an 
the ground on a home lat. From there, you can direct anathar 
playable Sim ta pick it up and, once it's in inventary, drink it. 
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♦ ReNuYuSehsi] Drb: SpEnd your Sims' Aspiration points for a fivE- 
usE Aspiration raward that allows ohanging of both Aspiration 
and/or Turn Qns and Turn Dffs. You nan make this ohango as 
many times as you can afford it, but use it only with Gold nr 
bcttEr Aspiration scarE or the process might fail. 


Using the ReNuYuSenso 
Orb with low Aspiration 
score could lead 
to unintended 
consequences. 


Seeing Attraction in Action 

You have several tools to discover both which 
Sims your Sim finds attractive and how attractive 
other Sims find your Sim to be. 



Scope Room (Self-Interaction) 


Scope the room to 
discover who your Sim 
finds the hottest. 



The Scope Room interaction is available when you 
click on your own Sim. The Sim scans the room he 
or she's currently in and highlights which Sim or 
Sims, if any, he or she finds most attractive. If no 
Sims meet a minimum standard of attractiveness, 
your Sim simply shrugs and moves on. 
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If however, attractive Sims are present, the 
most attractive Sims briefly glow white and a note 
informs you which of them are the most attractive. 

Keep in mind, this is not a reflection of how 
attractive the other Sim will find your Sim nor of 
both Sims' collective Chemistry. It's merely who 
your Sim finds most attractive. To discover 
Chemistry, you'll have make your Sim meet the 
other Sim. 


Flirt...(heckSimOut 

Check Sim Out is a Flirt interaction that works like 
a one-on-one Scope Room. Choose a Sim (even if 
the Sim is not of your Sim's preferred gender) and 
select Check Sim Out to see if your Sim finds that 
particular Sim attractive. 

ns&i^ 

R Sim fresh out dF Create-H-5im uiill have 
no gender preference and. thus, uinn't 
espress Httrectinn, displeg Chemistrg, nr 
be able to dn the Scope Room interaction. Rot, that 
is, until the Sim does at least one romantic inter- 
action that sets gender preference. Secause Chech 
Sim Dut is aluiags accepted and has no relationship 
effects, it's a rish-free luag to quichig define luhich 
mag gour Sim is oriented. 


This Sim is 
juuuuust right. 


If the other Sim is to your Sim's liking, he or 
she will display a shower of small pink and red 
hearts around an image of the Sim. 
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Gag me with a reticu- 
lated spline!! You ain't 
my cup of tea! 




If your Sim is unmoved by the chosen Sim, he 
or she will display a picture of the Sim and shrug 


Chapter 4 

Attraction and Chemistry 
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Attracted because of Turn On: 
Shows thought balloon of Turn 
On and hubba-hubba gesture. 


Attracted to but no Turn Ons: 
Shows thought balloon of your 
Sim with shower of hearts. 


If your Sim finds the other Sim unattractive, 
he or she displays a shower of red "X"s around an 
image of the Sim. 


Ask...Do You Like What You See? 


This interaction determines whether the other 
Sim finds your Sim attractive and why. He or she 
can respond in one of several ways: 


notB 

IF ttiB PBactian ta this SDCial is not bacausB 
□F a Turn On or DFF, it's bacausa oF ana dF 
tha Dthar Factors or a combination. 


Neutral because of lack 
of a Turn On: Shrug and 
shows thought balloon 
with a Turn On. This 
serves as a suggestion 
for something your Sim 
could change to become 
more attractive. 


Neutral because of a 
Turn Off: Shows red "X" 
thought balloon of 
Turn Off. 


Neutral despite both 
Turn Ons: Shows 
thought balloon of 
your Sim with an "X." 


'ko: 




Not attracted: Shows 
red "X" hearts and 
thought balloon of 
your Sim. 


Not attracted because 
of Turn Off: Shows red 
"X" thought balloon of 
Turn Off 



&ip 

Hny updates ta Rttractian cause a Sim's 
lilants/Fears panel to refresh. This can 
be desirable because lilants can become 
stale if nat inualid if not refreshed for a uihile. 
During a date, especially, it's helpful to see your 
Sim's date's lilants as up-to-date as passible, so 
periodically da a Do Vou Lihe lilhat Vau See? to farce 
both Sim's lilants to update. 


Chemistry 

The average of two Sims' Attraction to each other 
is called "Chemistry." 

nabs 

Vour Sims have Chemistry only uiith Sims of 
their preferred gender. If gender pre- 
ference changes, houieuer. Chemistry mill be 
shomn in yaur Sim's Relationship panel far all Sims of the 
nemly preferred gender and the icons mill be removed 
from all Sims of the formerly preferred gender. 
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Examine Sims' 
Relationship panels to 
find their Chemistry 
levels with every Sim 
they know. 


H.IwUm Uiijv 

li\ 

rjl - - ' ■ ’ ~ . » •' 

- :V .. .19 • ■■ ' 


Unlike Attraction, Chemistry is visible in- 
game, appearing as a symbol in the Relationship 
panel. If both Sims prefer each other's gender, the 
first time two Sims meet (with any kind of inter- 
action), the other Sim will be added each Sim's 
Relationship panel with identical lightning-bolt- 
shaped symbols, representing Chemistry. Each 
version of the symbol represents one of the five 
levels of Chemistry: 


The Chemistry sort in 
the Relationship panel 
shows only Sims with 
whom your Sim has 
mild or better Chemistry. 



♦ 



IhrEE Lightning Bnits: Strong 
(avEragE Attraotion 7D-I5D) 


♦ 



Twa Lightning Bolts: MEdiom 
(avEragE Attraotion 3B-7Q) 



One Lightning Bolt: Mild 
(avorago Attraotion 11-35) 


♦ 

♦ 


No Icon: Neutral (avErage Attractioo -ID-ID) 



Dob Lightning Balt with Rad "X": REpulsion 
(avEragE Attractioo -I4D— ID) 


A Chemistry rating, unlike Attraction, is 
mutual between two Sims, reflecting an average of 
each Sim's independent Attraction to the other. 
Thus if Sim A is strongly attracted to Sim B but 
Sim B is only mildly attracted to Sim A, each will 
display a Chemistry score of Medium (two 
lightning bolts). 
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^ Chapter 4 

Attraction and Chemistry 


Chemistry and Social Interactions 

The Chemistry between two Sims can, if high 
enough, alter the social interactions between 
them, making available interactions requiring 
higher relationships and lowering the relationship 
requirements for accepting social interactions. 
Thus, two Sims who don't know each other well 
enough to kiss romantically by normal standards 
can try the interaction and have it accepted if 
they have sufficient Chemistry. The result: faster 
relationship building. 

Chemistry and Interaction Availability 


Interactions available 
solely because of 
Chemistry are 
highlighted with a 
lightning-bolt icon. 


Whether an interaction appears on your Sim's 
interaction menu is a matter of availability. 
Interactions become available when your Sim 
meets the interactions availability requirements. 
For example. Kiss. . . Peck requires your Sim have a 
Daily Relationship of 40-100 and a Lifetime 
Relationship of 20-100 with Sim B before it'll even 
appear on the menu. 

Chemistry lowers the relationship require- 
ments for all interactions to appear on the menu. 
The higher the Chemistry, the lower the require- 
ments will go. 

Additionally, high Chemistry removes the 
Crush and Love requirements from some interac- 
tions (e.g.. Make Out), making them available 
when no crush or love relationship exists. 



Interactions available solely because of 
Chemistry sport a lightning bolt icon. 

nat^m 

liJhBn your Sim surpassBS an intaractiDn's 
normal auailability raquiramant, tha 
lightning halt icon disappaars bacausa 
Chamistry is no iongar tha raasnn it's auailabla. 

Thus, your Sim can attempt higher-level inter- 
actions earlier in a relationship. 

Of course, whether an interaction appears on 
the menu has nothing to do with whether it'll be 
accepted-that depends on factors belonging to 
the interaction's recipient. This is, as you know, 
called "acceptance." 



Chemistry and Interaction Acceptance 

Acceptance is the basis on which the target of an 
interaction accepts or rejects the interaction 
based on his or her relationship toward the other 
Sim. Often, acceptance can also depend on other 
factors including the target Sim's personality, 
skills, etc. 


Chemistry aside, the 
availability of an 
interaction doesn't 
mean it'll work. 


Chemistry also reduces the relationship 
requirements for accepting all interactions. 

Thus, a Sim with a relatively low relationship 
will accept a romantic interaction if Chemistry is 
high enough. 
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EXPANSION PACK 


< 

nsiLS 


L- tA 

Fur the auailability and acceptance uF 
interactiuns, tuiu Sims uiith maKimum 

\ 

Chemistry should be able tu perFurm any 

(A 


interactions as successfuiiy as tuio Sims uihn haue 
Just faiien in ioue. 

Cnnuerseiy, repeiiant Sims shouid haue access to 
the same sociais as tuie Sims uiho'ue repeatedly 
slapped each other. 

The greater the Chemistry, the lower the 
relationship standards will fall and the earlier 
interactions will be accepted. 


Chemistry brings douin acceptance 
requirements quite a bit, but don't 
get too hasty. Rim too high uiith 
your romantic aduances and you'ii hurt the 
relationship more than you'ii heip it. 


nsbiP 


Ulhen the Sypsy niatchmaher 
chooses someone For your Sim's 
blind date, the amount you pay 
determines luhat ieuel oF Chemistry the 
matchmaher uiiii choose. 


Love Potion #8.5 

There is one other way to boost your Sim's 
attractiveness and, thus, his or her Chemistry 
level with all other Sims, but it requires a bit of 
hocus pocus and some simoleans. 

Love Potion #8.5 is purchased from the 
Gypsy Matchmaker and placed in your Sim's 
inventory. When consumed, it increases your 
Sim's attractiveness to all other Sims by 100 
points for three hours. 


OFFIOALGfMEGUOE 


nstLS 

R IDD-puint rise in attractiueness means a 
SD-puint increase in Chemistry or enough 
tu raise Chemistry by at ieast one ieuei. 


Once he or she has consumed the potion, 
your Sim emits pink and red hearts wherever he 
or she wanders until the potion's effect wears off 

During this time, your Sim's Chemistry scores 
with all preferred gender Sims is much higher. Use 
the time productively by aggres- 
sively socializing to quickly 
build up relationships. 

Be very careful not to 
drink a love potion while 
another is still at work. 
Doubling up potions 
can randomly cause a 
violent and unseemly 
reaction. The drinker 
will gag and his or her 
Hygiene and Comfort 
will drop to zero. 
What's more, any Sim's 
Attraction to the 
drinker will be lowered 
to rock-bottom until 
the potion wears off 
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W Chapter S 

Going OutMtes, Groups, and Outings 


Chapter S 



Getting away from home has long been a favorite 
pastime of the average Sim. But, as any social 
butterfly knows, gathering a bunch of friends can 
be like herding cats. Plus, it's never easy to have a 
great date when your companion is wandering off 
to play pinball or grab a snack. 

With The Sims 2 Nightlife, these precious 
social gatherings have a new shape, a new feel, 
and-most of all-a new system of scoring and 
rewards that make going out more than just 
having a few laughs. 

This chapter examines the details, big and 
small, that are the difference between a dud of a 
date and fabulous foray. 

nstL[^ 

□ne of the handiest benefits tn the neiu 
dating/sathering sgstem is that eng 
prnperlg assembied social group uiill 
stich together use group objects together, dine as a 
unit, and move from lot to lot as a team, Prettg much 
the onig place a date or gathering Sim uion't folloui 
gour Sim is to the bathroom, 

Indiuidual Sims mag breah auiag from the group 
to tend to their needs but theg mill, generallg, hang 
together and follom gour Sim's lead. 



Dates 

Dates are two-Sim gatherings that are timed and 
scored. When successful, dates build a 
relationship faster than standard socializing and 
provide several possible rewards. They're also lots 
of fun for the Sims involved. 

note 

R fern simple rules appig for mho can be 
dated. Qbuiouslg no Sim can date children 
or toddlers or non-spouse familg 
members. Teens mag onIg date teens. Rdults. goung 
adults, and elders mag date eng adult, goung adult, or 
elder. Iilithin those confines, go for it. 


Straight tip asking is 
the most common, if 
not the most surefire, 
route to a date. 


You can start a date in one of four ways: 

j. Gall. ..Ask Out an Data: Available an any house er cell phone. Only 
date-eligible Sims your Sim has met can be invited to a date by 
phone. Calling between midnight and 7 a.m. results in a hostile 
rejection and a reduction in Daily RElatianship (the same as any 
other middle-af-the-night telephane call). 

2. Ask.. .On Date: Asking in person, availahle on any datE-eligible Sim. 

1 Be asked by another Sim by phone. This only happens after one 
successful date with that Sim. 

k Gypsy Matchmaker: Summon the Gypsy Matchmaker via the 
telephonE Services menu and, for a sliding fee, she sets up an 
immediate date with a randomly SElected Sim. The Chemistry 

prlim9MiM.coin 


Howto Get a Date 
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IeveI of thE datE dEpEnds on how muah yau spand. This is tha 
EasiEst way tc gat a data bacausE it san't ba rEjEEtad. 



Getting a date by 
phone is just like in 
person except it can be 
done with Sims who 
aren't on the lot. 


The Gypsy 

Matchmaker can pull a 
date right out of the 
sky, if your Sim has 
the cash. 


Hshina sameane For a date is cansidered 
a romantic saciai and thereFare, uiiii 
aFFect your Sim's yendar preFersncs and 
trigger Jeaiousy in other Sims. iF, thersFore, your 
Sim ashs For a date luhen a spause. Fiance, steady, 
ioue. crush, or a date-in-progress is present, the 
other Sim reacts uiith Jeaiousy. DF course, any 
spurned Sim uiiii be Furious at yaur Sim For quite 
some time [see Chapter S], 

Attraction-eligible Sims will either accept or 
reject the date offer based on: 

nabs 

Recaii that "Httraction-eiigibie" means a 
Sim is oF an appropriate age Far 
Httractian ta your Sim and a nan-spousal 
Family member. Sender preFerence does not impact 
uiho is Httraction-eiigibie. though it daes dictate 
touiard uihom Sims mill autonomously eupress their 
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attraction. In other mards, Sims are amare oF some 
level dF Httractian ta ei/eri/ Httractian-eligible Sim 
regardless dF gender but only display their 
Httractian to their preFerred gender. 


Don't ask out just 
anyone for a date; if 
that Sim doesn't know 
your Sim at least a 
little, he or she will 
likely not-so-politely 
decline. 

L MdeiI 

’L Daily RBlatianship 
1 LifEtimE RElatianship 
k Dutgcing an NiEE pErsanality 

Generally speaking, if the asked Sim's Mood is 
positive and his Daily and Lifetime Relationship 
toward your Sim has been moderately developed 
(above 25 Daily and 10 Lifetime), he or she will 
agree to the date. If the relationship isn't that 
developed, a high Outgoing or high Nice Sim will 
still accept, but only if that Sim is in a solidly good 
Mood. 



Where to Date? 


when making a date by 
phone, you have to 
decide where it'll 
take place. 


The next step is to decide where the date will occur. 
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Chapter S 


GoiNaOu^DATES, Groups, and Outings 


Dates can be either on a Community Lot or at home. 

tip 

VDur Sim can trauel to a Community Lot 
date uia either taai or a personai car. 
note that the Hind oF car you use to pich 
up a date can affect a Date score dependiny on the 
date's personality. For BKample, Outyoiny Sims prefer 
to be piched up in the Hunha Til uihereas Serious Sims 
prefer the Vomoshoto Suasion. Vou yet eetra Date 
points For equippiny your Sim uiith the right ride. 

!■ Dn a Cammunity Lot (yau caa spacify which anc later): If the 
data is accaptad, yau have aaa hear ta leave year Siai's lat. If 
yau daa't leave befare that tiaie, the date will be stead up 
(see belaw). 

’L At year Siai's haaie. The iavited Sim shews up saaa after yau 
haag up, sa be ready far the data befare yau make the call. 

Yaur Sim autumatically greets the date whea he ar she arrives. 

nmt,m 

IF you haue the Thn Sims S Uniusrsity 
BKpansion pach installed, there's a 
dating limitation you must be auiare of. 
Due to stuffy but ironclad rules of the secret 
society, dates can not be made on or brought to 
secret society lots. 

nsts 

IF you ash for a date in person, the date 
begins immediately uihereuer your Sims 
are. IF you'd then lihe to moue the date 
to a Community Lot, the date mill follom your Sim on 
the trip. 

For a home date, try to prepare Food 
before you inuite the date ouer. There's 
a rish the Food mill go to maste if your 
Sim is turned domn, but it's better than masting 
ualuable date time coohing. 






Standing Up 

If you don't leave to pick up a Community Lot date 
within one hour of the invitation, the date will 
decide that he or she has been stood up. 


Once you set up a 
date, remember to get 
your Sim where he or 
she needs to be. 
Forget and face the 
consequences. 


Standing up a date results in a reduction in 
both Daily and Lifetime Relationship, an angry 
phone call, and a moderate furious state. 



The Date Meter 

The Date Meter tells you how the date is going but 
also so much more. 

As soon as the date begins, the Date 
Meter appears in the screen's upper 
right. This thermometer-looking device 
tells you several things: 

♦ Hew well the date is going (the "Date score") 

♦ How much time is currently rmsmlnq (time can ba added: see 
below) 

♦ Whom the data is with 

♦ The date's Aspiration icon 

♦ The date's current Wants and Fears (click on the Aspiratian icon) 
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The Date Meter is divided into seven sectors, 
each representing a quality of date: 

♦ Dream Date ♦ Great 

♦ Gaad ♦ Dkay 

♦ Lame ♦ Bad 

♦ Harrible 

The Date Level when time expires is the final 
score for the date. If Date score reaches rock 
bottom for any reason before the clock winds 
down, the "mercy rule" kicks in and the date ends 
immediately; there's no recovering from a date 
that awful. The dreamiest of Dream Dates, 
however, can go on until time runs out even if 
score is pegged at maximum. 

During a date, yaur Sim's date is 
highlighted uiith a blue plumb bub. This 
plumb bub, unlihe the une that adorns 
your actiue Sim, is smaller and doesn't change color 
to reflect the Sim's Plood, If the date is betuieen tuio 
Sims from the same household— both, therefore, are 
playable— uihicheuer Sim is not being played at a 
given moment uiill have the blue plumb bob, Suiitch and 
the preuiously controlled Sim gets the blue bob. 

Date Score 

The Date score is a measure of how well the date 
is going. Points are added to or subtracted from 
the Date score based on events that occur during 
the date. If the Sims on the date share a hug, their 
score changes. If they dance the smustle together, 
it affects their score. 

n B s 

Vou'll never see these numbers in the 
game, but the Date score can range from 
D [Horrible] to 1,DDD [Dream Date], 
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At the end of the date, 
your Sim's date tells 
you exactly what he or 
she thought of the 
experience. 


The score at the end of the date determines 
the final quality of the date and the chances of 
earning the various rewards. 

note 

The Date score is, more specifically, the 
composite score of houi each event 
affects both Sims individually. Reactions 
to events can differ based on mho initiated the 
interaction [usually, the recipient gets less of a 
relationship boost than the initiator], personality, 
and Hspiration. Depending on the event, the average 
or sum of both Sims' reactions to a given event is 
the amount added to the score. 


How an event affects a 
date depends on the 
personalities of the 
Sims involved. 


Every event is worth a base score and can 
affect one, the other, or both Sims on the date. For 
social interactions between the daters, the 
number of points is defined by the amount of 
relationship change caused by the interaction. 

How many of the points are awarded, 
however, depends on three factors: 

♦ Each affactcd Sim's parsanality 
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♦ Each affactcd Sim's Aspiration 

♦ Whether nr ant the social folfillad a Want nr Fear for either or 
both Sims. 

nStLB 

Keep in mind thst thE numbErs bsndiEd 
Bbnut in this discussion ars inuisibla tn 
you, and hnnuiing tha actual amount isn't 
going to help you hauc better dates. Iilhat is 
important, homeuer, is understanding the size oF the 
numbers [allouiing you to Judge luhich Date Events 
are big scorers and morth your time and uihich are 
potential disasters] and uihat eFFect the various 
bonuses have on them. 

Personality Modifier 

Each event score is tied to a personality factor. A 
Sim on one extreme will react positively and a Sim 
on the other extreme will react negatively. Let's 
say, for example, that during a date, Sim A wins a 
fight with some other Sim (not his date). 

This event typically helps a Date score, with a 
base score of 50 for the Sim who wins the fight 
and 50 for the other Sim. 

The actual amount awarded, however, 
depends on each Sim's personality. Every Date 
Event has a bonus score that ranges based on one 
personality trait. Sims of one extreme get the 
points on one end of the scale and Sims at the 
other extreme receive the points at the other end. 
If a Sim is somewhere between the personality 
extremes (e.g., Active/Lazy 7), the bonus is 
proportional within the event's range. 

For our victorious fight, the reaction of Sim A 
is based on his Nice/Grouchy personality with a 
range of 50 to -50 and the reaction of Sim B is 
based on Outgoing/Shy with a range of 25 to -25. 

♦ If Sim A is Nicc/Grauchy D (Grcuchy), the event gets a hanus of 
50 paints. 


♦ If Sim A is Nice/Grauchy IQ (Nice), the event gets a bnnus nf -50. 

♦ If Sim A is snmewhere in between (i.e., Nice/Grauchy 5), the 
event gets a banus nf 0 (halfway between 50 and -50). 

♦ If Sim B is Dutgning/Shy 10 (Outgaing), the event gets a banus 
nf 25. 

♦ If Sim B is Dutgaing/Shy 0 (Shy), the event gets a bunas nf -25. 

♦ If Sim B is snmewhere in between (i.e., Outguing/Shy 5), the 
event gets a banus nf 0 (halfway between 25 and -25). 

Similar bonuses are given For each Sim's 
Rspiration, but uie'll get to that beloui. 


So, the score for this event will be both Sims' 
base event scores plus whatever bonus or 
deduction is made due to their personality. If, 
therefore, both Sims are inclined to be very 
happy about this event (A is Grouchy and B is 
Outgoing), the event will increase the Date score 
by 100 (each Sim's base score) plus 75 (each 
Sim's bonus) or 175 points. On the other hand, if 
both Sims are on the opposite personality 
extremes, the event would still help the date, but 
only by 25 points. 

There is still another bonus to add (for each 
Sim's Aspiration) but this example should demon- 
strate how much the personalities of two Sims can 
affect how an event impacts their date. 

It's important, therefore, to keep in mind your 
date's and your Sim's personality when choosing 
activities on a date. 

tap 

Vdu can aluiags appruKimate guur date's 
persunalitg bg ashing her about her 
zodiac sign and consulting the zodiac 
personalitg proFile table in Chapter 4. 
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When choosing activities, therefore, consider 
the possible outcomes. If you know your Sim's 
date is Grouchy, it's probably best not to waste 
date time playing a game. If the date were to lose, 
her personality would make the negative score for 
losing the game almost twice as bad. A Nice date 
would still cause a deduction, but it would be 
minimal and outweighed by your Sim's positive 
reaction to winning. 


Aspiration Bonus/Penalty 

Most Date Events also carry a bonus score awarded 
based on each Sim's Aspiration. If the Sim has the 
positive Aspiration, he or she gets points added, if 
the Sim has the negative Aspiration, he or she gets 
a reduction. If the Sim has neither Aspiration, the 
score remains unchanged. These points are in 
addition to any bonuses for personality traits. 


Check out your Sim's date's Aspiration in the Date 
Meter to decide which events are worth realizing. 


f" 

•ii * 


t 


Returning to our fight example, both Sims' 
Aspirations will affect the fight's Date score. If 
your Sim is a Popularity Sim or the companion is a 
Family Sim, winning the fight will add 25 points 
per Sim to the score (base score plus personality 
bonus). If either your Sim is a Family Sim or the 
companion is a Popularity Sim, the score will be 
reduced by -50 points per Sim. 

Sim B's Aspiration is always visible on the 
Date Meter. 


Date Events 

nisILs 

In the tables beleui, yeur Sim is referred te as Sim H and the Sim's companion 
is Sim S. if no Sim is specified, the event mill score the same for either Sim. 



Date Event 

Base Score 

Persdnaeitv + 

+ Amount 

Personaeity - 

- Amount 

Aspiration + 

Aspiration Bonus 

Aspiration - Aspiration Penaety 

Aspiration OespEratiDn 
(Family) (Sim A) 

0 

Playful 

0 

Serious 

B 

Family, Knowledge 

0 

Romance, 

Popolarity, Pleasure 

0 

Aspiration OespEratian 
(Family) (Sim B) 

-300 

Playful 

100 

SeriDus 

-ZBO 

Family, Knowledge 

0 

Romance, 

Popolarity, Pleasure 

0 

Aspiration OEspEratian 
(BrillEd CIieese) (Sim A) 

0 

Playful 

0 

Serious 

B 

Erilled CheEse 

0 

None 

0 

Aspiratian OaspEratian 
(BrillEd CIieese) (Sim B) 

-300 

Playful 

100 

Serious 

-ZBO 

Brilled CheEse 

0 

Nooe 

0 

Aspiratian OespEratian 
(Knawledge) (Sim A) 

0 

Playful 

0 

Serious 

B 

Knowledge 

0 

Romance, Wealth 

0 

Aspiratian OespEratian 
(Knawledge) (Sim B) 

-300 

Playful 

100 

Serious 

-ZBO 

Knowledge 

0 

Romance, Wealth 

0 
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Chapter S 


Going Ou^Dates, Groups, and Outings 


Dat? Events continued 


Date Event Base Score 

Persdnaeity + 

+ Amount 

Personality - 

- Amount 

Aspiration + Aspiration Bonus 

Aspiration - Aspiration Penatty 

Aspiratian DespBration 
(Pleasura) (Sim A) 

B 

Playful 

D 

Serious 

D 

Romance, Wealth, 
Pleasure, Grilled Cheese 

D 

Family 

D 

Aspiratian DespBration 
(Pleasure) (Sim B) 

-3DD 

Playful 

IBB 

Serious 

-2DD 

Romance, Wealth, 
Pleasure, Grilled Cheese 

D 

Family 

D 

Aspiration Desperation 
(Popularity) (Sim A) 

B 

Playful 

D 

Serious 

D 

Popularity 

D 

Wealth, Koowledge, 
Pleasure 

D 

Aspiration Desperation 
(Popularity) (Sim B) 

-BOB 

Playful 

IDD 

SeriDus 

-2DD 

Popularity 

D 

Wealth, Koowledge, 
Pleasure 

D 

Aspiration Desperation 
(Romance) (Sim A) 

B 

Playful 

D 

Serious 

D 

Romance or Popularity 

D 

Family or Knowledge 

D 

Aspiration Desperation 
(Romance) (Sim B) 

-3DB 

Playful 

IDD 

Serious 

-2DD 

Romance or Popularity 

D 

Family or Knowledge 

D 

Aspiration Desperation 
(Wealth) (Sim A) 

B 

Playful 

D 

Serious 

D 

Wealth, Family, 

Pleasure, Grilled Cheese 

D 

Popularity 

D 

Aspiration Desperation 
(Wealth) (Sim B) 

-3DB 

Playful 

IDD 

SeriDus 

-2DD 

Wealth, Family, 

Pleasure, Grilled Cheese 

D 

Popularity 

D 

Aspiration Failure 
(Visit from Sim Shrink) 

-4BD 

Playful 

2DD 

Serious 

-2DD 

Pleasure 

D 

Koowledge 

D 

Be Influenced 

25 

Dutgoing 

25 

Shy 

-25 

Popularity 

ID 

Pleasure 

-5 

Be Jealousy Target 

-Z5D 

Dutgoing 

IDD 

Mean 

-IDD 

Romance 

I5D 

Family 

-IDD 

Bite Neck (Sim A) 

ZDB 

Mean 

IDD 

Nice 

-IDD 

Knowledge 

IDD 

Family 

-5D 

Bladder Fails (Sim A) 

-2DD 

Sloppy 

2DD 

Neat 

-3DD 

Family 

D 

Popularity 

-5DD 

Bladder Fails (Sim B) 

-BCD 

Sloppy 

2DD 

Neat 

-3DD 

Family 

IDD 

Popularity 

-5DD 

Crumplabottom - Hit 

-25D 

Nice 

IDD 

Mean 

-5D 

Family 

5D 

Romaoce 

-2DD 

Crumplebottom - Lecture 

-IDD 

Nice 

5D 

Mean 

-IDD 

Family 

5D 

Romaoce 

-2DD 

Crush Relationship Achieved 

IBB 

Outgoing 

5D 

Shy 

-5D 

Romance 

5D 

Koowledge 

-5D 

Crush Relationship Lose 

-I5B 

Nice 

5D 

Mean 

-5D 

Knowledge 

5D 

Romaoce 

-50 

Dance Sphere Lose Medium 
(Sim A) 

-5D 

Lazy 

-25 

Active 

25 

Knowledge 

2D 

Pleasure 

-2D 

Dance Sphere Lose Medium 
(Sim B| 

-8D 

Lazy 

-25 

Active 

25 

Knowledge 

2D 

Pleasure 

-2D 

Dance Sphere Lose High 
(Sim A) 

-7D 

Lazy 

-5D 

Active 

5D 

Knowledge 

2D 

Pleasure 

-2D 

Dance Sphere Lose High 
(Sim B| 

-IDD 

Lazy 

-5D 

Active 

5D 

Knowledge 

2D 

Pleasure 

-2D 

Dance Sphere Win Low (Sim A) 

15 

Active 

15 

Lazy 

-ID 

Pleasure 

ID 

Koowledge 

-5 

Dance Sphere Win Low (Sim B) 

15 

Active 

15 

Lazy 

-ID 

Pleasure 

ID 

Koowledge 

-5 

Dance Sphere Win Medium 

35 

Active 

25 

Lazy 

-25 

Pleasure 

2D 

Koowledge 

-2D 


(Sim A| 
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Date Events continued 


Date Event Base Score 

Persdnaeitv + 

+ Amount 

Personaeity - 

- Amount 

Aspiration + 

Aspiration Bonos 

Aspiration - 

Aspiration Penaetv 

Dance Sphere Win Medium 
(Sim B) 

35 

Active 

25 

Lazy 

-25 

Pleasure 

20 

Knowledge 

-20 

Dance Sphere Win High (Sim A| 45 

Active 

25 

Lazy 

-25 

Pleasure 

2D 

Knowledge 

-20 

Dance Sphere Win High (Sim B) 45 

Active 

25 

Lazy 

-25 

Pleasure 

20 

Knowledge 

-2D 

Death af Date 

-IDDD 

Nice 

D 

Mean 

D 

Knowledge 

D 

Popularity 

D 

Dine Dut (Order frnm Server) I5D 

Playful 

5D 

Serious 

-5D 

Pleasure 

5D 

Fortune 

-25 

Dining Thrnw Food Accept 

2 

Playful 

15 

Serious 

-ID 

Pleasure 

15 

Knowledge 

-5 

Dining Thrnw Food Reject 

2 

Playful 

ID 

Serious 

-35 

Pleasure 

5 

Knowledge 

-20 

Eat Bad Fnad 

5 

Lazy 

5 

Mean 

-5 

Knowledge 

D 

Pleasure 

-5 

Eat Band Food 

5D 

Lazy 

25 

Active 

-25 

Pleasure 

5D 

Knowledge 

-ID 

Energy Eails (Sim A| 

-IDD 

Lazy 

IDD 

Shy 

-IDD 

Knowledge 

ID 

Popularity 

-IDD 

Energy Eails (Sim B) 

-3DD 

Playful 

IDD 

Serious 

-2DD 

Knowledge 

ID 

Popularity 

-IDO 

Eall Asleep in Eand (Sim A) 

-I5D 

Nice 

5D 

Mean 

-IDD 

Family 

25 

Popularity 

-IDD 

Eight Attack Lose 

-I5D 

Nice 

D 

Mean 

-5D 

Knowledge 

25 

Popularity 

-IDO 

Eight Attack Win 

IDD 

Mean 

IDD 

Nice 

-3DD 

Popularity 

5D 

Knowledge 

-25 

Eire 

-25D 

Playful 

ID 

Serious 

-35 

Pleasure 

5 

Knowledge 

-2D 

Bet Booed (Sim B) 

-5D 

Dutgaing 

25 

Shy 

-25 

Knowledge 

ID 

Popularity 

-25 

Bet Bheered (Sim B| 

25 

Dutgaing 

5D 

Shy 

-25 

Popularity 

25 

Knowledge 

-ID 

Bet Bomped Food (Sim A) 

D 

Dutgaing 

D 

Shy 

D 

Fortune 

D 

Family 

D 

Bet Bomped Food (Sim B) 

IDD 

Dutgaing 

25 

Shy 

-5D 

Fortune 

5D 

Family 

D 

Bet Fngaged 

ID 

Nice 

I5D 

Mean 

-5D 

Family 

2DD 

Romance 

-IDD 

Bet Fngaged Reject 

20 

Nice 

5 

Mean 

-IDD 

Romance 

5D 

Family 

-IDO 

Bet Food Dropped Dn (Sim A) 

-50 

Sloppy 

IDD 

Neat 

-75 

Fortune 

ID 

Popularity 

-25 

Bet Food Dropped Dn (Sim B) 

-50 

Sloppy 

IDD 

Neat 

-75 

Fortune 

ID 

Popularity 

-25 

Bet Furious (Sim A) 

-2DD 

Nice 

IDD 

Mean 

-2DD 

Family 

5D 

Popularity 

-5D 

Bet Married 

ID 

Nice 

I5D 

Mean 

-5D 

Family 

2DD 

Romance 

-IDD 

Bet Married Reject 

20 

Nice 

5 

Mean 

-IDD 

Romance 

5D 

Family 

-IDD 

Bet Pregnant 

2DD 

Nice 

5D 

Mean 

-IDD 

Family 

2DD 

Romance 

-35D 

Bo Broke (Sim A) 

-2DD 

Dutgaing 

5D 

Shy 

-IDD 

Knowledge 

5D 

Fortune 

-20D 

Bo Broke (Sim B) 

-2DD 

Dutgaing 

5D 

Shy 

-IDD 

Knowledge 

5D 

Fortune 

-20D 

Bo Steady 

4 

Nice 

5D 

Mean 

-25 

Family 

2DD 

Romance 

-IDD 

Bo Steady Reject 

4 

Nice 

5D 

Mean 

-IDD 

Romance 

5D 

Family 

-IDO 

Influences Sim A (Sim B) 

25 

Dutgaing 

5D 

Shy 

-ID 

Popularity 

25 

Knowledge 

-5 

Jealousy 

-25D 

Nice 

IDD 

Mean 

-IDD 

Romance 

IDD 

Family 

-IDD 

Lose Fight (Sim A| 

-75 

Nice 

25 

Outgoing 

-5D 

Family 

25 

Popularity 

-50 
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^ Chapter 5 

Going Ou^Dates, Groups, and Outings 


Dat? EvPntS continued 


Date Event Base Score 

Persdnautv + 

+ Amount 

Personality - 

- Amount 

Aspiration + 

Aspiration Bonus 

Aspiration - 

Aspiration Penattv 

Lose Fight (Sim B) 

-75 

Nice 

25 

Mean 

-25 

Family 

25 

Popularity 

-50 

Lqve RElationship AchiEVEd 

2DD 

Outgoing 

5D 

Shy 

-5D 

Romance 

5D 

Knowledge 

-50 

Lqve RElationship Lost 

-2DD 

Nice 

150 

Mean 

-150 

Knowledge 

IDD 

Romance 

-IDD 

Drdars Sim B's Likad food 
(Sim A) 

D 

Lazy 

D 

Active 

0 

Pleasure 

D 

Popularity 

D 

Pick Up for Data in Hunka 
711 Hwang Motors 

B5 

Outgoing 

4D 

Shy 

-ID 

Fortune 

5D 

Family 

-30 

Pick Up for Data in 
Landwhala by UaEvanla 

45 

Shy 

30 

Outgoing 

-ID 

Family 

5D 

Romance 

-I5D 

Pick Up for Data in 
Smoogo Minima 

ID 

Sloppy 

20 

Neat 

-ID 

Knowledge 

ID 

Fortune 

-30 

Pick Up for OatE in Smord P328 35 

Active 

30 

Lazy 

-ID 

Pleasure 

20 

Knowledge 

-ID 

Pick Up for Data in 
Ycmoshotc Evasicn 

B5 

Serious 

30 

Playful 

-ID 

Knowledge 

20 

Pleasure 

-ID 

Rcpoman 

-ADD 

Outgoing 

D 

Shy 

-IDD 

Popularity 

D 

Fortune 

-2DD 

Save from Death 

3DD 

Playful 

IDO 

Serious 

-200 

Knowledge 

ADD 

Family 

D 

Say Goodnight to Date w/o 
Unlocking Time Bonus 

-2DD 

Shy 

D 

Outgoing 

-5D 

Knowledge 

5D 

Romance 

-50 

Sing Duet 

5D 

Playful 

25 

Serious 

-25 

Romance 

25 

Knowledge 

-25 

Skip Dut on Check Fail (Sim A) 

-2DD 

Mean 

20D 

Nice 

-200 

Family 

D 

Fortune 

-IDD 

Skip Dut on Check Succeed 
(Sim A| 

D 

Mean 

D 

Nice 

0 

Fortune 

IDD 

Family 

-IDD 

Slow Dance End Unsuccessful 

-2DD 

Nice 

IDO 

Mean 

-5D 

Knowledge 

5D 

Romance 

-IDD 

Smell Bad Reaction 

-5D 

Sloppy 

5D 

Neat 

-5D 

Knowledge 

25 

Pleasure 

-25 

Smell Yummy Reaction 

5D 

Neat 

25 

Sloppy 

-4D 

Pleasure 

25 

Knowledge 

-ID 

Smustle Dance Rajact 

-5D 

Lazy 

25 

Active 

-25 

Knowledge 

25 

Pleasure 

-25 

Smustle Dance With Sim B 

5D 

Active 

25 

Lazy 

-25 

Pleasure 

25 

Knowledge 

-25 

Social Worker 

-7DD 

Mean 

3D0 

Nice 

-3DD 

Pleasure 

IDD 

Family 

-5DD 

Streak (Sim B) 

5D 

Outgoing 

D 

Shy 

0 

Pleasure 

D 

Knowledge 

D 

Talk to Belly (Sim B) 

2D 

Nice 

10 

Mean 

-ID 

Family 

ID 

Romance 

-ID 

Throw Up (Sim A) 

-IDD 

Sloppy 

IDO 

Neat 

-25D 

Romance 

D 

Pleasure 

-IDD 

Throw Up (Sim B) 

-IDD 

Sloppy 

IDO 

Neat 

-25D 

Family 

D 

Popularity 

-50 

Tips Waiter, Etc. (Sim B) 

25 

Nice 

45 

Mean 

-5D 

Fortune 

5D 

Knowledge 

-25 

Use Photo Booth Together 

3D 

Outgoing 

4D 

Shy 

-5D 

Popularity 

25 

Fortune 

-ID 

Win Fight (Sim A] 

5D 

Outgoing 

25 

Shy 

-25 

Family 

25 

Popularity 

-50 

Win Fight (Sim B) 

5D 

Mean 

5D 

Nice 

-5D 

Popularity 

25 

Family 

-50 


31 
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EXPANSION PACK 


The date scora impact af the fallawing events are based an changes in 
Daily and Lifetime Relatinnship resulting fram each interaction. However, 
instead of the base score being added directly to date score, it is multi- 
plied by the relationship changes on both sides and the resulting number is 


then added to date score. Note that only a few of these events are further 
modified by personality nr Aspiration — these bonuses, when they occur, 
are added to the modified base score as with all other date events. 


Date Event 

Base Score 
(Multiplied by 
REE. change) 

Persdnalitv + 

+ Amount 

Personality - 

- Amount 

Aspiration + 

Aspiration Bonos 

Aspiration - 

Aspiration 

Penalty 

Appreciate 

1 

Nice 

D 

Mean 

D 

Family 

D 

Romance 

0 

Appreciate Reject 

1 

Mean 

D 

Nice 

D 

Romance 

D 

Family 

0 

Booth/Sofa/Bed/HotTub Cuddle 2 

Outgoing 

2D 

Shy 

-ID 

Romance 

15 

Knowledge 

-ID 

Bonth/Sofa/Bed/HotTub 
Cuddle Reject 

2 

Outgoing 

10 

Shy 

-2D 

Knowledge 

15 

Romance 

-50 

Dance Reject 

2 

Lazy 

D 

Active 

D 

Pleasure 

D 

Romance 

0 

Dance with Sim 

2 

Active 

D 

Lazy 

D 

Pleasure 

D 

Knowledge 

0 

Dining Blow Kiss 

2 

Outgoing 

D 

Shy 

D 

Romance 

D 

Knowledge 

0 

Dining Blow Kiss Reject 

2 

Outgoing 

D 

Shy 

D 

Romance 

D 

Knowledge 

0 

Dining Feed a Bite 

2 

Nice 

D 

Mean 

D 

Pleasure 

D 

Fortune 

0 

Dining Feed a Bite Reject 

2 

Nice 

D 

Mean 

D 

Pleasure 

D 

Fortune 

0 

Dining Bet Drink Thrown in 

Eace 2 

Playful 

D 

Sarinus 

D 

Family 

D 

Popularity 

0 

Dining Hold Hands 

2 

Nice 

D 

Mean 

D 

Family 

D 

Knowledge 

0 

Dining Hold Hands Reject 

2 

Nice 

D 

Mean 

D 

Family 

D 

Knowledge 

0 

Dining Steal A Bite 

2 

Playful 

D 

Serious 

D 

Pleasure 

D 

Fortune 

0 

Dining Steal a Bite Reject 

2 

Serious 

D 

Playful 

D 

Fortune 

D 

Pleasure 

0 

Dining Throw Drink 

2 

Playful 

D 

Serious 

D 

Family 

D 

Knowledge 

0 

Entertain 

1 

Outgoing 

D 

Shy 

D 

Popularity 

D 

Knowledge 

0 

Entertain Reject 

1 

Shy 

D 

Outgoing 

D 

Knowledge 

D 

Popularity 

0 

Eight 

3 

Mean 

D 

Nice 

D 

Popularity 

D 

Knowledge 

0 

Elirt 

2 

Playful 

D 

Serious 

D 

Pleasure 

D 

Family 

0 

Elirt Reject 

2 

Serious 

D 

Playful 

D 

Family 

D 

Pleasure 

0 

Bet Bitten By Vampire 

3 

Playful 

25 

Serious 

-25 

Knowledge 

2DD 

Family 

-5D 

Bet Engaged 

ID 

Nice 

150 

Mean 

-50 

Family 

2DD 

Romance 

-IDO 

Bet Engaged Reject 

2D 

Nice 

5 

Mean 

-IDO 

Romance 

50 

Family 

-IDO 

Bet Married 

ID 

Nice 

150 

Mean 

-50 

Family 

2DD 

Romance 

-IDO 

Bet Married Reject 

2D 

Nice 

5 

Mean 

-IDO 

Romance 

50 

Family 

-IDO 

Bn Steady 

4 

Nice 

50 

Mean 

-25 

Family 

2DD 

Romance 

-IDO 

Bo Steady Reject 

4 

Nice 

50 

Mean 

-IDO 

Romance 

50 

Family 

-IDO 

Hug 

2 

Nice 

D 

Mean 

D 

Family 

D 

Fortune 

0 
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; . Ir , Chapter S 

Going OutRDates, Groups, and Outings 


Date Event 

Base Score 
(Muetipeied by 
REE. change) 

Personality 

+ + Amount 

Personality - 

- Amount 

Aspiration + 

Aspiration Bonus 

Aspiration - 

Aspiration 

Penalty 

Hug RejEct 

Z 

Mean 

D 

Nice 

D 

Fortune 

D 

Family 

D 

Irritate 

1 

Nice 

D 

Mean 

D 

Popularity 

D 

Family 

D 

Kiss Accept 

Z 

Dntgaing 

D 

Shy 

D 

Ramance 

D 

Knawledge 

D 

Kiss Reject 

Z 

Shy 

D 

Dutgaing 

0 

Knowledge 

D 

Ramance 

D 

Ldse Game (Sim A) 

1 

Nice 

D 

Mean 

D 

Family 

D 

Popularity 

D 

LasE Game (Sim B) 

1 

Nice 

D 

Mean 

0 

Family 

D 

Popularity 

D 

Play 

1 

Playful 

D 

Serinus 

D 

Pleasure 

D 

Fortune 

D 

Play Reject 

1 

Serions 

D 

Playful 

D 

Fortune 

D 

Pleasure 

D 

Prank 

1 

Playful 

D 

Serinus 

D 

Popularity 

D 

Knawledge 

D 

Prank Reject 

1 

Serious 

D 

Playful 

D 

Knowledge 

D 

Popularity 

D 

School Ghecr 

1 

Playful 

D 

Serinus 

D 

Knowledge 

D 

Ramance 

D 

Secret Handshake 

1 

Dutgaing 

D 

Shy 

D 

Knowledge 

D 

Family 

D 

Secret Handshake Reject 

1 

Shy 

D 

Dutgning 

D 

Family 

D 

Knowledge 

D 

Slow Dance Reject 

Z 

Nice 

D 

Mean 

D 

Knowledge 

D 

Romance 

D 

Slow Dance Step an Font 

Z 

Nice 

D 

Mean 

D 

Family 

D 

Popularity 

D 

Slow Dance With Sim 

Z 

Nice 

D 

Mean 

D 

Ramance 

D 

Knawledge 

D 

Slow Dance Nested 

Z 

Nice 

D 

Mean 

D 

Romance 

D 

Knowledge 

D 

Slow Dance Nested Reject 

Z 

Nice 

D 

Mean 

D 

Knowledge 

D 

Romance 

D 

Talk 

1 

Dutgaing 

D 

Shy 

D 

Knowledge 

D 

Rnmance 

D 

Talk Reject 

1 

Shy 

D 

Dutgaing 

D 

Romance 

D 

Knowledge 

D 

Win Game (Sim A) 

1 

Playful 

D 

Serinus 

D 

Popularity 

D 

Romance 

D 

Win Game (Sim B) 

1 

Playful 

D 

Serious 

D 

Knowledge 

D 

Popularity 

D 

WnaHon 

5 

Dutgaing 

D 

Shy 

D 

Romance 

D 

Knawledge 

D 

WoaHon Reject 

5 

Shy 

D 

Dutgning 

D 

Knowledge 

D 

Ramance 

D 


note 

liJhile on a date, the bulh dF a Sim's lilants 
and Fears mill be directly related to the 
date rather than the usual mure diFFuse 
Hspiratiun-driuen Forces. 


Click on the companion's 
Aspiration icon in the Date 
Meter to reveal his or her 
current Wants. 




Keep an eye on your Sim's and the 
companion's Wants. If the companion is showing a 
Want, it's likely because it will score well with him 
or her based on his or her personality and 
Aspiration. Likewise, your Sim's Wants during a 
date favor actions likely to achieve the highest 
scores. What's more, every Aspiration your Sim 
and the date gain or lose translates into a fraction 
of a Date point (l/20th to be exact); if, for 
example, the companion satisfies a 1,000 point 
Want, Date score will rise by 50 points. 
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EXPANSION PACK 
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nstLS 

See e cempenien's lilents by clichiny 
□n his er her Rspirstien icon en the 
Dete meter. 


Thus, it's very important to make good use of 
your time on a date. The longer you take to get to 
each level, the less time you'll have to reach the 
following time bonus. 


Time 


Dates are timed events, but the time remaining 
can change based on the Date score. 


When you begin a date, the timer begins 
counting down from three minutes. 


when the timer shifts 
to red, you better 
elevate the Date 
score fast. 



This does not mean you have three minutes in 
the entire date; it means you have three minutes 
to get to the next highest scoring level. 

When the next scoring level is reached (say, 
from Lame to Good), more time is added to the 
clock. Reach the next threshold and another time 
bonus is awarded. When you get to the top tier 
(Dream Date), there are no more time bonuses 
and the date will end when the timer runs out. 
Less bonus time is awarded for each higher Date 
Level, so reaching the highest levels becomes 
progressively more challenging. 


nstbm 

If you suffer a slide in Date scare and 
drop beiaui yaur current Date Leuei, yau 
uian't yet a time banus far crassing the 
iine again. The neet time banus uian't came untii yau 
rise ta the nent highest tier. 



Date Time Bonuses 


Date Level Achieved 

Time Banus 

Gaad 

2:30 

Great 

2:0D 

DrEam 

D:3D 


ns&is 

Ending a date by saying gaad-bye uiithaut 
having uniached any higher ieuels is a 
negative Date Event and carries an entra 
reductian in scare. Shy and Knauiledge Sims are mare 
fargiving af this and Dutgaing and Ramance Sims iaah 
upan it even mare harshiy. 

Initial Date Score 

All dates begin at the same initial score, just above 
the Okay level. 

Leaving for a date in the date's persen- 
aiity/ Rspiratien-preferred car is a Date 
Event and provides an increase in Date 
points before your Sim reaches the Community Lot. 
This isn't, iiteraiiy, a difference in initiai Date score 
but an off-screen scoring opportunity. The effect 
is, houiever, the same. 

Reaching a New Date Level 

Every time a date rises to a new Date Level, two 
things happen: 

♦ TimE is ExtEndEd by a variabla amaunt (lass tiniE far highar IeveIs) 

♦ Batb Siais' Naads ara givan a baast 
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The latter reward helps extend the date and 
keep the Sims focused on enjoying themselves, 
liberating them from tending to their basic Needs. 

(hanging Lots While on a Date 

During a date, you can change lots (with one 
exception) any time you please. Your date will 
follow you to any other Community Lot, and no 
travel time counts against the Date Timer. 


A date on a Community 
Lot can't return to your 
Sim's home unless 
relationship is high 
enough to successfully 
do the Ask... Back to 
My Place interaction. 


The one place you can't go from a Community 
Lot date is back to your Sim's own home because 
doing this ends the date. 

This isn't to say you can't move a date to your 
Sim's home lot. To do this, select the Ask. . . Back to 
My Place social. The other Sim will either accept 
or reject based on Mood, Outgoing/Shy or Nice/ 
Grouchy, and Daily and Lifetime Relationship. 

If the other Sim accepts, the date moves to 
your Sim's home lot and continues normally. 

Ending a Date 

Dates can be ended in a variety of ways, not all of 
them graceful: 

♦ ScDPE timEP PEacliES 0: DatE sedpe is final and data Ends. 

♦ ScnrE rEBcliES D (battnm nf HarriblE): DatE Ends immEdiatsly 
with wnrst pnssibln scarE and bath Sims gEt a dramatic 
dcplctinn nf thEir Needs. Sim B delivers a stern lecture. 



♦ End the Date: Using this intEractian, hath Sims agrEE tn call it a 
day at the current final senrE. If yeu haven't wan any extEnded 
time yet, this is a negativE Date Event that will drnp the senrE. If 
ynu have unlncked at least nne time ExtEnsinn, there is ne 
penalty far Ending a date in this way. 

♦ Ask.. .Da Ynu Want a Ride HnmE?: Functians the same as End the 
DatE hut beth Sims ga ta taxi nr Sim's car and leave let 
tagether. Ynur Sim then arrivES back at his nr her hnmE lot 
alnne (having already drapped off the date). As with End the 
DatE, ynu nnly rEceive a penalty far Ending the date this way if 
ynu haven't yet unlncked any time ExtEnsians. 

♦ Ask.. .Back tn My Place: If this interactinn is rEjEctEd, the date 
Ends immediately at its current scere and Sim B Iebves the lot. 

If, an the nther hand, the invitatian is accEpted, both Sims retire 
tn car nr taxi, transitien tn ynur Sim's hnmE lot, and enntinuE 
tfiE date thcrE. This is the on// way tn mave a date tn ynur Sim's 
hnme let fram any othEr let withaut ending the date. 

♦ Asking AnntfiEr Sim far a Date: During a date yau are free 
(althaugh it's unanuth) ta ask anathEP Sim far a date, but this 
has SEVEPE cnnseguEncES far yaur aurrent date and even the 
new nne. The Date saare will drap and tfiEPE's an additinnal Daily 
and LifEtime Relatianship drap aaused by the date switah. The 
ditched Sim may alsn react jEalnusly (accarding ta the usual 
puIes) against bath yaur Sim and his nr her new anmpaninn (this 
aan harm the sanrE far the new date). 


♦ Outside farces end the date prEmaturEly: If yaur date's mntives 
drap tea law, yaur Sim departs far werk nr schnal, nr ynur Sim's 
anmpaninn dies, the date Ends at its current state with nn 
penalties save any scare changes resulting fram the event itself. 
If, far example, ynur date is killed by a falling satellite while 
stargazing, this wnuld end the date at its current scare, minus 
the substantial penalty far date death. 



Switching dates is 
extremely bad form, 
but we suppose you 
have your reasons. 
Never mind the trail of 
broken hearts you'll 
leave in your Sim's wake. 
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tip 

If a date does die, the date isn't ended 
untii after the Grim Reaper departs the 
lot. Thus, if the manner of death aiinuis 
far pieading far the deceased's iife, there is time to 
da sa befare the date ends, if ynur Sim successfuiiy 
pleads far the date's restaratian, that taa is a Date 
Event that mitigates the damage nf the death. 



Final Date Score and Rewards 

The score at the end of the date determines what 
happens next. The final Date score is the Date 
Level at the moment the date ends, ranging from: 

♦ DrEam Data (950-1, ODD) 

♦ GrEat (B5D-95D) 

♦ Gaad (425-B5D) 

♦ Okay (300-425) 

♦ LaniE (200-300) 

♦ Bad (100-200) 

♦ HarriblE (0-100) 

At the conclusion of the date, the Sims bid 
farewell. How they do this depends on how the 
date went: 

♦ Oraam OatE: Ramantic Kiss 

♦ Graat: lEndEr Kiss 

♦ Gaad: Pack 

♦ Okay: Hug 

♦ LaniE: Shrug/Sigh 

♦ Bad: LEctuPE 

♦ Harribla: YeII At/Paka/SbavE 


Additionally, the outcome of the date can 

have up to three effects on the dating Sims: 

L Naads: Pasitiva datas result in a prapartianal banst in all 
Needs — tba bigbar tba scare the larger tba baast. Negative 
dates result in a daplatian af all Needs, again in prnpartinn ta 
the Bate scare. 

2. Relatiansbip: In additinn tn any relatiansbip gains/lasses an tbe 
date, bntb Sims receive a prapartianal banst nr drnp in bntb 
Oaily and Lifetime Relatiansbip tnward each ntber. Tbe bigher tbe 
scare, tbe larger tbe beast. 

3. Memnry: Oream, Great, Bad, and Hnrrible dates generate a 
memnry that ynur Sim can dream, tbink, ar talk abnut. 


n B ti S 

Hdditianally, the autcame af the date 
may, depending an the scare, fulfill a 
lilant ar realize a Fear [e.g.. Fear: Have a 
bad date uiith sa-and-sa]. 



These, of course, are just the immediate 
benefits/penalties for a date. Next come the 
aftereffects. 



noti 


many but nut all af these reuiards are 
alsn given Far autings Isee Dutings, 
beiaiul. 


Date Rewards 

The effects of a date last beyond the encounter 
itself Depending on how well the date went, 
several good and some bad results can arrive as 
late as the following day. At least one will make 
your Sims think twice about ever cheating on a 
date again. 
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Chapter S 

Going OuijjDATES, Groups, and Outings 


Reward Objects 



The quality of a date 
dictates what, if 
anything your Sim will 
receive the next day. 


After a date, your Sim may receive a delivery from 
the other Sim. What it is, however, depends on 
how the date went: 


If things go poorly on 
your date, those aren't 
flowers on your Sim's 
doorstep. That smell is 
never coming outi 


♦ DfEam Date: Datad Sim drops by and dalivars a bauquat of 
flawars. Tbasa flowars can ba placad in tba boma: thay'ra 
artificial and will navar dia. 

♦ Grant Data: Datad Sim drops by and dalivars a singla flnwar. This 
flowar can ba placad in tba bnma: it's artificial and will navar dIa. 

♦ Goad Data: Tba postal workar dalivars a lava lattar from tba 
data. Dnca your Sim ramovas it from tba mailbox, it goas into 
tba Sim's invantory whara it (amblaznnad with tba sandar's 
pictura) can ba inspactad. Tba lattar can ba ramovad from 
invantory and placad for display on mantlas, walls, or surfacas. If 
anothar Sim who has a romantic ralationship with tba racipiant 
saas tba displayad lettar, ha nr sha will raact jaalously. 

♦ Okay Data: No raward 

♦ Lama Data: No raward 

♦ Bad Data: Tba postal warkar dalivars a hats lattar from tba data. 
Onca your Sim ramovas it from tba mailbox, it goas into tba 



Sim's invantory whara it (amblaznnad with tba sandar's pictura) 
can ba inspactad. Lattar can ba ramovad from invantory and 
placad for display on mantlas, walls, or surfacas. 

♦ Horribla Data: Tba data snaaks onto your Sim's lot and daposits 
a flaming bag of poo at tba door. This objact dnas not causa 
firas and will burn infinitaly until aitbar stnmpad out (putting out 
tba flamas but daplating your Sim's Hygiana) or placad in yaur 
Sim's invantory. Thara's a slim chanca your Sim could catch fira 
while stomping on the bag af poo, but it won't spread to 
anything else. Dispose of the bag of poo by stomping and 
sweeping up the ashes; it can't be sold. 

nsts 

Love and hate letters can be displayed in 
ynur Sim's home. 

nStLB 

Ves. the flaming bay of pan can be placed 
in your Sim's inventory in either its 
Flaming or non-flaming state. Collect a 
fern and use them lihe luminarias at your Sims' neet 
outdoor party. It'll be hind oF a depressing party, 
but still. 

Insta-Promotion 

If a Sim's date is employed at a higher level in the 
same career track (above level 3), there's a chance 
that the date will pull some strings and the Sim 
will receive a promotion the next time he or she 
goes to work. 

The chance of this happening rises with: 

♦ The quality of the data 

♦ The dated Sim's job level 

If both Sims on a date are from the same 
household, no promotions will be offered. 
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If your Sim's date is in 
the same career track 
but in a higher job, 
there's a chance he or 
she will get your Sim a 
promotion. 


To discover if a Sim is in your Sim's career 
track and at what level, use the Ask... What's Your 
Job? interaction. 



Restaurant Coupon 

If a date involved dining at a restaurant, there's a 
chance that the next day's mail will bring a 
coupon for a free meal at any restaurant. 

The chance of receiving this reward rises with 
the quality of the date. 

Whoever takes this letter out of the mailbox 
(even if not the Sim who went on the date) puts it 
in his or her inventory and can use it at will. 


&DP 

If you uiish to maue a caupan from 
the inuentary af ana Sim ta anather, 
(trap it an the yraund and pich it up 
uiith the ather Sim. 

If a Sim has a restaurant coupon in his or her 
inventory, you can choose to use it when you click 
on the host podium to pay for the meal. In 
addition to the usual options, you may "Use 
Coupon." The coupon will cover any meal no 
matter how big the bill. 



Skill Point Award 

It always pays to associate with the right people, 
people of achievement and drive. As such, other 
Sims can be a good influence on your Sim's skills. 



Unlihe pramatians, shill paint incrsases 
can came Fram Sims in yaur Sim's 
hausehald. 


Inquire about a Sim's 
skills to see if a skill 
boost might be in the 
near future. 



After a date, your Sim may receive a skill level 
increase in one or more skill. You may even be 
promoted more than one level in a single skill. 

Each time Date Level increases to a new 
height (e.g., Good to Great), there's a chance to 
get a point in each skill. Every time a new level is 
reached, you get another opportunity to gain skill. 

na&(^ 

na shill paints srs suiardsd uihsn yau 
increase ta a threshald yau had 
attained but last. The neat shill paint 
uian't came until yau reach the neat hiyhest 
unattained Date Level. 

HIsa, yau uian't Idse shill paints— either yaur 
Sim's auin ar any man duriny the date— na matter ham 
badly the date is yaing. 



These points are not announced or added 
until the end of the date. At that time, every skill 
level you gained will be added to your Sim. 
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The chance of a skill award increases with the 
Date score. 

You can discover your companion's skill levels 
by using the Ask. . . What Are Your Skills? inter- 
action. The Sim reveals his high-ranking skills in 
the following terms: 

♦ Tm pretty geed at...": skill 1-3 

♦ 'Tm very goad at...": skill 4-7 

♦ "I'm an expert at...": skill 8-ID 

If the asked Sim has no skills, he or she will 
say "I'm not really good at anything yet." If the Sim 
is successful at multiple skills, they will be listed. 
For example: "I'm very good at: Mechanical, Body." 



Another Date 

One good date leads 
to another. 


The day after a successful date, the date may 
telephone to invite your Sim on another date. If 
accepted, the date begins and your Sim has one 
hour to leave for a Community Lot of your 
choosing. 


Contacts (a.k.a. "The Friend of a Friend") 

Having good dates (or outings) can expand your 
Sim's social circle even after the outing's over. 

The day after a successful date or outing, 
your Sim may get a call from an unknown Sim who 
identifies him- or herself as being a friend of 
someone on the previous outing. The caller invites 


your Sim to an outing with a group selected 
randomly from the caller's groups or assembled 
from randomly chosen downtownies. 

The mutual friend named by the caller will 
also attend. 


riB tiB 

Find Further infurmatiun about contacts 
Chapter 9. 

Contacts are valuable because they are 
temporary friends even before your Sim actually 
meets them. Thus, during their limited time as a 
contact-depending on the Date or Outing score 
that caused them to call-they count toward your 
Sim's friend count for both career and influence. 
When the contact's timer runs out, that Sim no 
longer counts toward these totals, unless your 
Sim befriended him or her in the normal way in 
the meantime; however, the contact does stay in 
your Sim's Relationship panel with whatever of 
their initial Daily/Lifetime Relationship score 
remains. 

ns 

The lifetime uF a contact depends on huui 
uiell the preuiuus date uient: 

♦ Okay: 12 haurs 

♦ GddcI: 24 hours 

♦ Great: 48 haurs 

♦ Draam Data: 52 hours 




Surprise Gift 

shortly after a high-scoring date (Good or higher), 
you may get a little surprise. There's a chance the 
date will sneak onto your Sim's lot and drop off a 
free object. 
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what they drop off depends on the final 
score. The object is chosen at random from the list 
for each score level. The higher the score, the 
more valuable the object. A Dream Date can 
deliver a piano or an expensive stereo while a 
Good date will bring a garden gnome or a remote- 
controlled car. 


Groups and Outings 

Traditionally, Sims could invite over individual 
Sims or ask to meet a single Sim at a Community 
Lot. Every now and then, invited guests brought a 
friend along or your Sim could tote along a few 
members of his or her household. But, you could 
never arrange an outing of Sims from various 
households or invite over a large gathering 
without throwing a party. 

With groups and outings, it's now possible to 
do all this. You can even undertake scored outings 
for a wide variety of rewards. 


Groups 

A group is a defined collection of Sims identified 
by a group name. Such Sims can be called and 
summoned by group name rather than individ- 
ually and often a group will, through one of its 
members, invite your Sim out for a gathering. 

Once defined, a group can be accessed or 
edited by any playable Sim in the group. Thus, if 
you use a Sim in one household to create the group 
and include a playable Sim (marked by a green 
plumb bob in the Manage Group menu) from 
another household, the second Sim can be used to 
invite the group for outings, edit the group, or 
delete it entirely. He or she will also receive 
occasional outing invitations from the group. 


PfMMA OFFICIAL GAME GUC€ 


Kinds of Groups 

There are two kinds of groups, defined by how 
they're assembled: 

♦ Managed Graups ♦ Casual Groups 


Managed Groups 


The Manage Group 
menu is accessed via 
the telephone. 


Use any house or mobile phone and select the 
Groups... menu. In Manage Groups, you can select 
which Sims to add to (or remove from) the group 
(from the pool of Sims known to your Sim). 

Once created, the group appears in the groups 
available to every playable Sim in the group. 

notip 

If a tDuinie later becames a playable Sim 
[via marriage nr becaming a raamie], they 
taa mill have the pamer ta manage and 
invite the graup. 

Regardless of which Sim(s) created or can 
manage the group, no two groups in a base neigh- 
borhood or any of its attendant downtowns or 
universities can have the same group name. 

nsti^ 

na matter the hind af graup, all graup 
members (eKcept the currently selected 
Sim] mill have small blue plumb bubs 
auer their heads. These indicatars sham their 
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membership in the greup but de net chenge celer te 
reFiect their niDDd. if mere than one member eF a 
group is a piagabie Sim, suiitching te a diFFerent one 
changes them te a nermai piumb bob and the preui- 
□usig centreiiad Sim suiaps his nermai one For a blue 
group plumb bob. 


Sometimes, members 
of a group will bag on 
an invitation for 
various reasons. 


Inviting a group doesn't guarantee all 
members will be able to attend. Group members 
decide to attend based on the same factors as 
individual Sims invited over in the traditional way 
(based on Daily Relationship, whether they're 
asleep or at work at the time of the call, and 
whether they have phones in their homes). If any 
group members decline, you'll be informed 
immediately who begged off and why. 

The size uF guur groups mag be limited bg 
gour computer's perFormance. 

Casual Groups 

Casual groups are created in-person and individ- 
ually through the Ask... to Form Casual Group 
interaction. The recipient can either accept or 
reject the invitation based on Daily Relationship 
and either Mood or Lifetime Relationship. 




Casual groups are 
improvised groups 
made up of whatever 
Sims present you wish 
to ask. 


Casual groups can be assembled for either 
Just for Fun (unscored gatherings) or For an 
Outing (scored/timed with a chance of rewards, 
like dates). You can make this choice when you 
invite the first member of the group. 

Once formed, casual groups behave identi- 
cally to managed groups. 



Adding or Removing Group Members 

while a group is assembled, you can add or 
remove any Sim from the group. 

To remove a single group member from the 
current outing {not, mind you, from a managed 
group membership), use the Ask.. .To Leave Group 
interaction. The removed Sim may remain on the 
lot after being dismissed but won't follow or 
contribute to the score of the group. If the Sim is 
playable, he or she will remain playable but act 
independently of the group. 

To add any Sim on the lot to a group (either 
casual or scored gatherings), use the Ask.. .To Join 
Group interaction. If the outing is for a managed 
group, the new Sim is added to the outing only, 
not the group list. 


Autonomous Quitting Groups 

If any individual group member's Needs or Mood 
deplete too low, that Sim excuses him- or herself 
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from the group and departs the lot (just as he or she 
would if he or she were visiting your Sim's home). 

To avoid defections, give your group periods 
of freedom to tend to their Needs. If you 
dominate their movements by constantly 
engaging in activities they'll feel compelled to 
watch or join, they'll bail out of the group sooner. 

nOtLB 

lilhen grouped Sims disperse eround a lot. 
gou cen caii them all bach to gour Sim 
uiith the Sather Group seif-interaction. 

Disbanding Groups 

To disband a casual group, use the End Casual 
Group self-interaction on any controllable group 
member. This gathers all the group members and 
the selected Sim wishes them farewell. The 
removed Sims may remain on the lot after being 
dismissed; any playable Sims in the erstwhile 
group remain playable. 

A scored outing is ended in the same manner. 
The final score for the outing is awarded when the 
outing is disbanded. Unlike prematurely ended 
dates, there are no score or Need penalties for 
ending an outing that's going poorly. 

Kinds of Group Gathering 

There are two kinds of group gatherings: 

♦ UnscDPEd GathErings (callEd "Just for Fun") 

♦ ScarEd GathErings (callnd "Outings") 



Just for Fun Gatherings 

Groups can be summoned or assembled for 
unscored just-for-fun excursions, either at a Sim's 
home or on a Community Lot. 

PMHA OFFICIAL GAME GUIDE 



A just-for-fun 
gathering looks just 
like an outing except 
there's no score meter. 


Just-for-fun gatherings stay together for as 
long as the group members can maintain their 
Needs and Mood. As with any other gathering, the 
members follow any playable Sim from lot to lot 
(including to the playable Sim's home lot) and join 
and watch his or her activities. Unscored groups 
are particularly useful for having Sims be seated 
at the same table in restaurants; even if Sims 
arrive at a lot together, they won't dine together 
unless they're in either a date or group. 

When you wish to end the just-for-fun 
gathering, select the End Group interaction on any 
playable Sim. 



Outings 

Outings are scored gatherings that begin either at 
a Sim's home or on a Community Lot. The can be 
initiated either by phone call to a managed group 
or ad hoc by assembling a casual group. 

nsbB 

ThB First time yeu play any hnusehnld 
after installiny this eapansian pach, you 
get an opportunity For an outing. Iilithin 
the First Feui hours, your Sim receives a call From a 
Friend or a random touinie inviting them douintouin as 
part oF a group. Vou can choose to go by accepting 
the invitation. 

Outings are scored based on several factors 
including Mood, relationship changes, Outing 
Events, and Aspiration points. 
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The Outing Meter appears in the upper right 
corner, just (ike the Date Meter. 




the group can be moved to any Community Lot by 
calling a taxi or using your Sim's private car. 

After inviting a group, the members will show 
up a few moments later. Greet them to continue 
the gathering. 


ScDPEd outings aluiags start Just abous 
tha line betuieen Boring and So-So. 
Iilheneuer a neui member is added to the 
outing, his or bar contribution to the score aluiags 
starts at this point. ThereFore. adding neui members 
to the group can drasticallg affect the total score. 


/'?■. 

' * u 


High-scoring outings can have several 
possible rewards (see "Outing Rewards," below). 


Gathering Locations 

Gatherings can be assembled in either of two places: 

♦ At hamE 

♦ Dn a Community Lot 

At Home Gatherings 

Gatherings held at your Sim's home are convened 
by house or cell phone using the Groups. . . Invite 
Group Over... interaction. 


Casual home 
gatherings are a great 
way to have a bunch 
of Sims over without 
the pressure of a 
Party score. 


Home gatherings can be done either Just for 
Fun or For an Outing. Once convened, however, 



Community Lot Gatherings 

Group gatherings can be started on Community Lots 
by using the Groups. . . Meet Group on Community 
Lot. . . interaction on any house or cell phone. 


Choose the mode of 
transportation, then 
decide where to go. 


Select whether the venture is to be Just for 
Fun or For an Outing. Next, if the household has a 
car, decide if you want to go by taxi or car. Either 
way, choose your destination and you're ofF. The 
attending members of the group will arrive with 
your Sim at the Community Lot (they were picked 
up on the way). 

Community Lot gatherings can move to any 
other Community Lot or back to your Sim's home lot. 

ns&B 

Sll Sim cars have InFinite seating, so gau 
can drive ta a gathering na matter haul 
mang Sims are invited. 

Scoring Outings 

Outings are scored similarly to dates but with 
other factors involved. 

|irlim9MiM.eom 
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notLS 

The Outing Deter is very simiier te the 
Dste Deter but iachs the 
picture/Hspiretiun of eng Sim on the 
□uting end pruuides no access to anyone eise's 
liJants and Fears. To learn those on an outing, you 
must use the Hsh...liJhat Do Vou Idant? and Rsh...lilhat 
Do Vou Fear? interactions. 

Outing score ranges from: 


Relationship Changes 

Any changes in relationship between group 
members during the outing increase or decrease 
Outing score. 

n Q t ^ 

This element Functions Just lihe scoring 
For parties. 





♦ Rackin' (B50-1,DDD) 

♦ Super (G5D-B5D) 

♦ Fun (425-B50) 

♦ Sa-So (3D0-425) 

♦ Boring (2DD-3DD) 

♦ A Real Drag (ID0-2DD) 

♦ Disaster (D-IDD) 

Points are awarded for: 

♦ Average group Mood 

♦ Relatiooship chaoges 

♦ Qutiog Events 

♦ Aspiration paints gained and lost as a result of 
fulfilled Wants and Fears 


Outing Events 

Outing Events work identically to Date Events, 
deducting or adding points for the occurrence of 
specified events. The score for each occurrence is 
modified by: 

♦ Each Sim's personality 

♦ Each Sim's Aspiration 


Average Group Mood 

The average Mood of all the group members is 
taken at the beginning of an outing, then 
rechecked regularly. Throughout the 
outing, any changes up or down 
from the previous check will ‘ 

generate an increase or decrease in 
Outing points. ^ 
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Thus, any defined event scores differently 
based on each Sim's individual personality and 
Aspiration. The average of all group members' 
reactions to an event is added to the Outing score. 

Though the mechanism and scoring are 
similar to dates, there are fewer Outing Events. 
Outing score is changed by: 


♦ ApppEciatE 

♦ AppPECiatE REjECt 

♦ Aspipatian FailuPE (Shpink) 

♦ Be InfluEncEd 

♦ Be JEalausy TapgEt 

♦ B a ath/Safa/B Ed/Hat Tub 
Cuddla 

♦ Baath/Safa/Bad/Hat Tub 
CuddlE RajEEt 

♦ CpumplEbuttum (Hit) 

♦ CpumplEbuttum (LactuPE) 

♦ DaucE RajEct 

♦ DaucE SphaPE Luse High 

♦ DaucE SphaPE Luse Madium 

♦ DaucE SphaPE Win High 

♦ DaucE SphaPE Win Luw 

♦ DaucE SphaPE Win Mudium 

♦ DaucE with Sim 

♦ DatE InfluEUCES Sim 

♦ DEath nf DatE 

♦ Dina Out (Dpdap fpum Sepvep) 


♦ Dining Blnw Kiss 

♦ Dining Blnw Kiss REjEct 

♦ Dining FeeB a BitE 

♦ Dining FeeB a Bits RajEct 

♦ Dining Gnt Dnink Thnnwn 
in FacE 

♦ Dining Hnid Hands 

♦ Dining HnId Hands REjnct 

♦ Dining StEal a Bita RajEct 

♦ Dining StEal A Bita 

♦ Dining Thnaw Dnink 

♦ Dining Thnaw Fuad AccEpt 

♦ Dining Thnaw Fnad RajEct 

♦ Eat Bad Fund 

♦ Eat Gnnd Fund 

♦ EnEpgy FailuPE 

♦ FntEPtain 

♦ FntEPtain REjEct 

♦ Fall AsIeep in Faad 

♦ Fight 


♦ Fight Attank Luse 

♦ Fight Attank Win 

♦ Flirt 

♦ Flirt REjant 

♦ Gain Aspiratinn Paints 

♦ Gst Gumpud Fund 

♦ Gst FngagEd 

♦ Gst FngagEd REjnct 

♦ Gst Furinus 

♦ Gst MarriEd 

♦ Gat Marriad RajEct 

♦ Gat Prngnant 

♦ Ga Staady 

♦ Ga Staady RnjEct 

♦ Hug 

♦ Hug RajEct 

♦ IrritatE 

♦ Jaalnusy 

♦ Kiss 

♦ Kiss RajEct 

♦ Play 

♦ Play RajEct 

♦ Prank 

♦ Prank REjEct 

♦ Rapaman 

♦ SavE Fram Daath 

♦ SchnnI ChEEP 


♦ SacPEt Handshakn 

♦ SacPEt Handshakn RnjEct 

♦ Sim DancE Spharn Luse High 

♦ Sim DancE Spharn Luse 
Mndium 

♦ Sim DancE Spharn Win High 

♦ Sim DancE Spharn Win Lnw 

♦ Sim DancE Spharn 
Win Mndium 

♦ Sing Dunt 

♦ Slaw DancE End Unsuccnssful 

♦ Slaw DancE RajEct 

♦ Slaw DancE Nnstad 

♦ Slaw DancE Nnstad RajEct 

♦ Slaw DancE Stap nn Fuat 

♦ Slaw DancE With Sim 

♦ Small Bad REactinn 

♦ Small Yummy REactinn 

♦ Smustlc DancE With Sim 

♦ Sncial Wnrkar 

♦ Talk 

♦ Talk Rajact 

♦ Dse Phntn Bnath TngEthcr 

♦ VampiPE-BitE Neck 

♦ VampiPE-Gct Bittan 

♦ WnnHaa 

♦ WnnHaa RajEct 


There are also a few events that are excusive to outings. If any of the relationships listed below are 
achieved during an outing, that event will affect the outing score: 


Date Event Base Score 

Persdnauty + 

+ Amount 

Persdnauty - 

- Amount 

Aspiration + 

Aspiration Bonus 

Aspiration - 

Aspiration Penaety 

Achieve Best Friend Relatienship 

2DB 

Outgoing 

50 

Shy 

-50 

Romance 

50 

Knowledge 

-50 

Lose Best Friend Relationship 

-2DB 

Nice 

150 

Mean 

-I5D 

Knowledge 

lOD 

Romance 

-IDO 

Achieve Friend Relationship 

lOB 

Outgoing 

5D 

Shy 

-50 

Romance 

50 

Knowledge 

-50 

Lose Friend Reletiooship 

-I5D 

Nice 

5D 

Mean 

-50 

Knowledge 

50 

Romance 

-50 
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Scoring Effects 

whenever the outing score crosses up or down 
into a new scoring zone (even one already 
achieved), all group members receive a boost or 
drop in their Needs. 

Also, as with dates, any rise into a heretofore 
unattained scoring level awards a time extension 
to the outing. To get a further time extension, 
raise Outing score to the next highest level before 
the clock expires. 

Outing Rewards 

when an outing ends, there are several possible 
rewards for your Sim. 

Future Invitations 

If your Sim had a high scoring outing with a group, 
there's a chance a member of the group may call 
the next day to invite him or her on another 
outing. Generally, the caller will be the member of 
the group with the highest Daily Relationship to 
your Sim. 

The group for which the Sim is inviting, 
however, may not be the same group from the 
past. If the caller is the member of multiple 
groups, which of those groups he or her "repre- 
sents" is chosen randomly. If the original group 
was a casual group and the caller is not a member 
of any managed group, the outing will be attended 
by the caller and a randomly selected gang of 
downtownies. 

Contacts (a.k.a. "The Friend of a Friend") 

Having good outings can expand your Sim's social 
circle even after the outing's over. 

PfMM OFFICM. GAME GUIDE 


This works exactly the same as with dates. 

n Q tr ^ 

The lifetime ef a contact depends on houi 
uiell the previous outing uient: 

♦ Sd-Sd: 12 fiDurs 

♦ Fun: 24 hnurs 

♦ SupEP: 48 hnurs 

♦ Rackin': 52 hnurs 

Insta-Promotion 

A Sim fresh off an outing with a Sim in the same 
career track may receive a promotion courtesy of 
the higher-ranking Sim. 

This works in the same way as it does with 
dates, though the larger number of Sims in the 
average outing can increase the chances of 
promotion. Because each Sim on the outing who 
ranks higher in your Sim's career track (above 
Level 3) has a chance of offering a promotion, the 
more Sims in the group who qualify, the more 
likely the reward. 

See "Date Rewards," above, for details. 

Restaurant Coupon 

After an outing, a Sim may receive a coupon for a 
free dinner on a Community Lot in his mailbox. 

See "Date Rewards," above, for details. 

Skill Point Award 

when an outing ends, your Sim can receive one or 
more increases in one or more of his or her skills. 
This works largely the same as it does on dates, 
but there are some important added factors. 

Every time your outing score rises into a new 
level (e.g., from Fun to Super), there's a chance 
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that your Sim could gain one point in one or more 
of his or her skills. The chances of this happening 
are random, but the likelihood rises the more total 
skill points there are in the rest of the group. Thus 
a group of five Sims, each with 9 Creativity points, 
will offer a better chance of gaining a Creativity 
point than five Sims each with 7 Creativity. 
Because the odds rise with the total number of 
points in the group rather than the average, the 
number of Sims on the outing matters; the more 
Sims, the better the odds. 

As a result, the odds of gaining skill points 
after outings are much better than after a date 
(which is only ever with one other Sim). 

You can discover your companions' skill levels 
by using the Ask... What Are Your Skills? interaction. 


If the Sim that switches to a date is the last 
playable Sim on the outing, the outing disbands 
immediately at its current score. 


DininqOut 

There's nothing like a home-cooked meal, but 
when a Sim yearns to go out on the town, he or 
she wants to settle in at a nice restaurant to be 
served a professionally cooked meal. Now he or 
she can. 

Restaurants can exist on any Community Lot 
and most lots in Downtown have at least a modest 
food service. 


Surprise Gift 

A good outing can nab 
you a very expensive 
present from a member 
of the group. 



This works identically as it does after a date. 


Converting to a Date 

If; as often happens, love begins to bloom on an 
outing, you can convertthe outing with a group 
into a date with one of the group's members. Use 
the Ask. . . On Date interaction to make the 
transition, but be aware of the consequences. 

If there is more than one playable Sim in the 
group, the outing will go on without the now- 
dating Sim. Thus, you'll be playing both a date and 
an outing simultaneously depending on which 
playable Sim is active. 


Beginning the Dining Experience 



To begin the dining experience, click on the host 
podium (or the NPC Host) and select "Be Seated" 
or "Be Seated at Counter." 



nobs 

IF any part aF the restaurant system 
[e.y., tables, chairs, ar the hitchen 
stnue] is missiny From the lot, the 


restaurant uiill be closed uiith an "under 


censtructinn" siyn on the dnnr. Enter the lot in Build 


mode to add any missiny objects. 
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The NPC Host will show you to your seats. If 

your Sim is part of a date or a group, every effort 

will be made to seat the group at the same table: 

♦ If twQ Sims arrivE at the lat tagEthar but aren't nn a date dp 
part nf a grnup, only the Sim that requEstad the tabla will be 
SEatad. 

♦ If twa Sims are an a data, thEy'll be saated tagathEr, prafarably 
sida by sida. 

♦ If up ta Eight Sims arrive as a graup and there is a large 
EEDugh table, they'll be seated tagether. 

♦ If any large group arrives and na ane table will bald them, the 
party will be split into no mare than twa tables. If passible the 
Hast will seat yaur Sim with the group members with whom he 
has the highest relationship. 

♦ If the group is too large for two tables or there is no available 
seating, the Hast will apolagetioally refuse ta seat the group. 


Sims don't have to sit at 
a table; the counter's 
open too. 


If Sims ask to be seated at the counter, the 
Host attempts to seat them contiguously. If that's 
impossible, the group will be scattered but will 
still behave conversationally as if seated together. 
They will not, however, be able to do any counter 
interactions unless seated side by side. 

Relationship with the Staff 

Building a strong relationship with restaurant 
Hosts and Servers can be extremely beneficial. 
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Because Hosts are so 
busy at the restaurant, 
the best time to 
socialize with them is 
away from work. Once 
met, they can be 
included in groups or 
invited over for more 
productive relationship 
building. 

The Host has the power to deduct (or "comp") 
part or all of your Sim's meal. The chances of this 
and the percentage of the meal that can be 
comped increase with relationship with the Host. 



'^IP 

There's ne need te visit the restaurant 
to build relationship uiith Servers and 
Hosts. Once you meet them, invite them 
to your Sim's home, inciude them in groups and dates, 
and sociaiize uiith them in any may possibie. Idith a 
sturdy reiationship in place, your neat visit to the 
same restaurant may be considerably cheaper. 


Good relations with the 
Host also mean a warm 
greeting. 



Relationship with a Server benefits you in a 
different way: avoidance of embarrassment. The 
better your relationship with a given Server, the 
lower the chances he or she will accidentally drop 
food on your Sim. Having a negative relationship 
with a Server heightens the chances of this 
indignity. 
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Each restaurant has a battery of 
regular Seruers and Hosts, though 
there's no guarantee that any particular 
one be uiorhing uihen your Sim visits or serving your 
Sim's tabie. Thus, the more you visit, the more 
Servers and Hosts you can beFriend and the better 
your chances of getting a comped meai. 



Hostile Servers can get 
pretty clumsy around 
Sims they dislike. 




I^Sp 

Setting a comped meai is a positive Date 
Event, particuiariy impressing Fortune 
Rspiration and Dutgoing Sims. 


Ordering 

nstLi^ 

Every Sim has a randomiy assignsd 
Favorite Food. This Favorite is permanent 
and unchangeabie and every Sim uiiii 
order his or her Favorite dish luhen ieFt to his or her 
ouin devices. IF your Sim orders his or her date's 
Favorite Food, that Sim uiiii be very pieased, thus 
improving Date score. Pieasure Hspiration and Lazy 
Sims iihe this best oF aii, providing even higher 
boosts to Date score. Pay attention to your date's 
thought balioon as he or she reads the menu to see 
mhat his or her Favorite Food is. 



Chat up the Server for 
a bit before ordering. 


Once your Sim is seated, the NPC Server visits the 
table to take the order. 

tip 

Uniess your Sim is on a date and time is 
tight, hold oFF on ordering and iet your 
Sim automaticaiiy converse luith the 
Server beFore ordering. Suiiding reiationship uiith 
the Server reduces the chances oF having Food 
spilled on your Sim. 

The Server stands at your Sims' table and 
awaits your order, conversing to fill the time. 
Once you're ready to order, click on the Server 
and select how you want to order. If the 
Server wanders away, click on him or her and 
choose "Order." 

You have several options when ordering. 

You may: 

♦ Order for Me: Order any item an the menu for your Sim. 

♦ Order for [Other Sim's Name]: Yau may arder a specific meal far 
each ather Sim in the grnup. Use this interactinn tn arder a 
date's favarite land far same extra Date scare paints. 

♦ Order far All: Order the same dish far everyane in the group. 

♦ Chef's Choice: Every Sim in the group orders his or her favorite 
food. Does not count for ordering a favorite food on a date and 
won't earn Date points. 




pfimmQpfiiMxoiR 
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EXPANSION PACK 


IF you uiish CD specify Feed For only same 
members dF the psrty, order Far those 
Sims by nsme, clich an the Server, snd 
select Dane Drderiny. The Server mill briny the 
specified Food es ordered snd the Favorite Food oF 
everyone eise. 

Especially if your Sim is on a date, it's a good 
idea to keep an eye on the date before ordering to 
see what his or her favorite food is. Once seated, 
he or she will flash a thought balloon of his or her 
favorite dish. Ordering a date's favorite food 
(rather than letting him or her do it) is a Date 
Event that can substantially improve Date score 
and make dining a fruitful dating activity. Because 
favorite foods are shown in pictures, it helps to 
know which represents which food: 




Baked Alaska 




Pork Chops 


Filet Mignon 





^ 1 % 



Fried Chicken 
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Ftamburger 



Spaghetti and 
Meatballs 
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Once everyone has finished their food, you 
can click on the Server to "Order." Group members 
may leave the table after the food is done but 
before the bill is paid; using Order again summons 
them back to the table. 

Cooking and Serving Food 

Once ordering is complete, the Server promptly 
delivers the order to the NPC Chef The Chef sets 
about preparing the meal (it takes the same 
amount of time no matter how much food is 
ordered) and the Server brings the finished tray 
back to the table. 


Eating Restaurant Food 

when the food arrives at the table, Sims 
commence eating and conversing. Additionally, all 
table and/or booth socials are available while 
everyone is seated. 



nStLB 

During a date, using the nested tabie 
SDCiais [e.g.. Caress Hand, Binui Kiss, etc.] 
are uerg important to improving Date 


score luhiie eating. 


Sure, eating at a restaurant is expensive, but 
you get both Hunger and Fun satisfaction. 
Generally, the more expensive the food, the more 
Hunger and Fun it delivers. Appetizers and 
desserts tend to offer less Hunger satisfaction 
but more Fun than a similarly priced entree. 



nets 

Idhiie eating, gour Sim's Deeds depiete 
more slouiig than normai. 


Sims chatter inces- 
santly among 
themselves, especially 
at the dinner table. 


While seated at a dining table or counter, Sims can 
engage in several new socials and an expanded 
Talk interaction. Dining interactions are 
highlighted in their respective social menus by a 
chair-shaped icon: 

♦ Tsble talk: whanavar Sims dina tagethar (aithar at hama ar out), 
thay now talk and eat more realistically and interactively. 

♦ Caress Hands: A Flirt romantic social that increases relationship. 
Sims must be seated adjacently. 

♦ Feed a Bite: A Flirt romantic social that requires the initiating 
Sim to have food in front of him ar her. Sims must be seated 
adjacently. 

♦ Steal a Bite: A Play romantic social that requires the target Sim 
have food in front of him or her. Sims must be seated 
adjacently. 

♦ least: An Entertain interaction, initiated by clicking on the Sim to 
be tcasted. 

♦ Throw Food: A Play interactian that provides Fun and reduces 
Hygiene. 

♦ Throw Drink in Face: An Irritate interaction that decreases 
relationship. Can invoke the furious state if relaticnship is low 
enough, (see Chapter B). Sims must be seated adjacently or 
across from each ether. 

♦ Blow Kiss: A Kiss romantic interaction that increases relaticnship. 
Sims must be seated adjacently. 

♦ Surprise Engagement: A Propose interaction dene while seated at 
the table. Can increase relationship and make Sims engaged but, 

prtas9«im.£om 


Dining Sociais 
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Going OuijjDATES, Groups, and Outings 


Finishing the Meai 

when all Sims finish their food, the plates are 
cleared. At this point, the group will likely begin to 
leave the table. If you wish to continue dining, 
click on the Server and select "Order." This 
summons all group members back to the table and 
the Server comes to take another order. 

If on the other hand, you want to end the 
meal, you can pay for your meal.. .or not. 


Paying for a Meal 

To pay for a meal, click on the Server, the Host, 
or the host podium and select Pay Bill. The 
amount of the bill will be deducted from your 
Sim's family funds. 


Click on the Server, the 
Host, or the host 
podium to pay the bill. 


If your Sim doesn't have enough money to 
cover the bill, her relationship with the Host and 
Server will be damaged (bad if you're trying to get 
a complimentary dinner in the future). This also 
severely reduces Date score. The cost of the meal 
will be added to your Sim's next delivery of 
household bills. 

If you have a restaurant coupon in your 
inventory, you can use it for a bill of any amount 
at any restaurant in any neighborhood by 
choosing Use Coupon. The coupon is then 
removed from your Sim's inventory, the bill is 
paid, and no funds are deducted. 



If you forget to settle up the bill and try to 
leave the lot, the Host delivers a stern lecture and 
the amount of the meal is deducted. Relationship 
with the Host and Server will be somewhat 
reduced and Date/Outing score will be slightly 
decreased. 


Skipping Out on Bill 

Any time before the eating is complete, your Sim 
can skip out on the bill. If he or she can avoid 
capture for 45 seconds, he or she gets a free meal 
with no damage to relationship with the Host or 
Servers. Depending on the personality or 
Aspiration of your Sim's companions, there will be 
either a major increase or decrease in Date score 
(depending on whether your Sim's companion is 
Mean or Nice and whether he or she is a Fortune 
or a Family Sim). 


Stay far away from the 
Host and you'll get 
away with it; he's very 
busy and has a very 
short memory. 


To begin this scam, click on the host podium 
or the Host and select Skip Out on Bill. 

&DP 

Far a head start, uiait until the Hast is 
□n the telephone or seating a table 
before beginning the Ship Dut on Bill. 
Because Hosts can't give chase until their conuer- 
sation is over, gnu'll get some eatra time. 
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tip 

The Hast doesn't respond ta 
■lmH uihere yaur Sim is, but 
^ rather to uihere you teli 
your Sim to yo. Thus, to auoid 
capture, taryet spots far may From 
your current iocation and chanye 
targets Frequentiy to misdirect 
the Host, 

Stay away from the Host until the 
on-screen timer runs out. If the Host gets 
within reach of your Sim (within three tiles) 
before time runs out, your Sim's nicked. 

Busted Sims get a very stern lecture, a 
massive drop in Host/Server relationship, a 
possibly large fall in Date or Outing score, and 
an extra penalty added to the bill. Of course, 
he or she also has to pony up the amount 
of the tab. 

tiip 

IF your Sim is the opposite 
gender oF the Host, you can 
slip into a bathroom mith a 
gender-contralled door and mait out 
the ship out timer. For this to morh, tha 
bathroom must be large enough that 
the Hast can't get too close to your 
Sim mhile standing at the door. IF the 
Host can get mithin three tiles oF your 
Sim. Buen through a mall or door, your 
Sim loses. Bet your Sim as Far amay 
From any internal malls as passible and 
heap him or her occupied (mashing hands, 
using toilet, etc.] until the timer eKpires. 
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Chapter 6 

GlMiaisoB 

The new goodies and 
furnishings introduced in The 
Sims 2 Nightlife are geared 
toward making every lot a 
hipper, more happenin' pad. 
Update your Sims' decor or 
add new fun activities that 
are just as at home in a Sim's 
living room as on a busy 
Community Lot. 

This chapter includes all the 
details, obvious and hidden, about 
all these new objects and their 
interactions. Find general details and 
depreciation information in the Object 
Directory, and the nitty-gritties and 
pictures in the Object Catalog. 
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Chapter 6 

New Objects 


Fat City Counters 

Exclaim! Sign 

EverClow Uranium Rod 

EverGlow Plutonium Rod 

ElectroDance Sphere by 
Limintense Unlimited 

1 

cS' 

Deep Sleeper by Igor 
and Sons 

Dancing Fiend Jukebox 

"Contorto" Dining Chair by 
Ernesto Doloroso 

"Compulsion" Fragrance 
Display 

ClubCube by Luminescent 
Projections 

Club Room Countertop 

Children Safety Sign 

Chiclettina "Fjord" All 
purpose Counter 

Chazz Gassed Incandescent 
Floor Tile 

"Castanoga" Counter by Wood 
You Believe Furnishings 

Cantankerous Splatters 

00 

1 

i. 

Bit D'This and That 

"Bigger is Better" Wall 
Mirror by ExPand 

"Belle Epoque" Tiffany wall 
lamp by Frufru Lighting Design 

BeamDLite Extendo Wall 
Lamp by Ray Diant 

BeamDLite Compacto Wall 
Lamp by Ray Diant 

i' 

s 

An Anonymous Masterpiece 

American Tableau Table 

3' 

s 

"52 Pickup" Card Table 
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Object Catalog 

Comfort 


Jacuster's “Last Stand" 

Sectional Booth 

♦ PricE: §3DD 

♦ NeecI EffEcts: Comfort B, EoErgy 2 (Nap) 


Though you could use individual Jacusters as 
dining chairs, they're designed to do much more. 
They're actually the components of a restaurant- 
grade, intelligently connecting booth bench. 

Place pieces next to each other and they link 
to form a continuous bench. Turn a piece at a 
right angle to an existing piece and it'll form a 
corner. Arrange these pieces with either exterior 
or interior corners. 

There are a few limitations to what your Sims 
can do on a booth bench. They can't sit on the 
corner segments. Sims must sit adjacent to each 
other to perform any of the exclusively booth- 
based Cuddle interactions. 

noi&5 

IF Sims are sitting ss as to bloch access 
to parts qF a booth bench [i.e. tuio Sims 
at either booth opening uiith seueral 
seats around the corner betiueen them], don’t Fret, 
□ther Sims can magicallg "leapFrog" into those 
obstructed seats. 

ns&B 

Rll booth interactions are marhed uiith 
the gold dining chair icon. 

Interactions: 

^ CuddlE: Sims snugglE cIdse far a littlE ramancE but must bu 




Dining Chairs 



sitting next to Each athar. Your Sims must bs cuddling tn do tha 
ether ramantic baath sacials. 

^ Lava Talk: While cuddling, Sims whisper sweat nnthings. 

^ Hat Smaach: Sims canaadla freely in the baath. 

nmt,m 

Connecting booth benches mill connect 
mith other pieces oF the same hind 
regardless oF their color or design. Thus, 
each part oF the bench can be a diFFerent color as 
long as all pieces are the same object. 

Hipster Metal Chair by Big Daddy 

♦ Price: §35D 

♦ Need Effects: Cemfart 4, Enviranment I 



"More Sleeka" Dining Chair by 
Simplonics 

♦ Price: §B5D 

♦ Need Effects: Camfart G, Enviranment I 


"Contorto" Dining Chair by 
Crnesto Doloroso 

♦ Price: §85D 

♦ Need Effects: Cemfart 7, Enviranment 2 


Sofas and Loveseats 

Molded Sectional by WorldMold 

♦ Price: §I5D 

♦ Need Effects: Cemfart G (Sit), Camfart 5 
(Launge), Energy I (Nap), Eun 4 (Play) 

♦ Need Max: Energy up ta 2D (Nap) 
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Unlike Jacuster's "Last Stand" Sectional Booth, 
these intelligently connecting booths can't be 
used as dining chairs and won't offer the special 
booth-based Cuddle interactions (Hot Smooch and 
Love Talk). 

However, that doesn't decrease their utility or 
their utter coolness. They're just really flexible 
and smart connecting sofas. 


"Mr. Section" by Comfortitude 



♦ PricE: §255 

♦ NeecI EffEEts: CEmfort 8 (Sit), CEmfErt 5 
(LBungE), EEEPgy 2 (Nap), Fun 4 (Play) 

♦ NeecI Max: Enargy up ta 2D (Nap) 


See Molded Sectional by WorldMold, above. 


Mr. Section and Mr. Section with Arms can be 
interconnected. If an armed piece is has pieces on 
both sides, it automatically converts to an 
unarmed Mr. Section piece. 


"Mr. Section with Arms" by Comfortitude 



♦ PriEE: §2BD 

♦ NeecI EffEEts: CamfErt 8 (Sit), CDmfart 5 
(Lnunga), Enargy 2 (Nap), Fun 4 (Play) 

♦ NeecI Max: Enargy up ta 2D (Nap) 


See Molded Sectional by WorldMold, above. 


Mr. Section and Mr. Section with arms can be 
interconnected. If an armed piece is has pieces on 
both sides, it automatically converts to an 
unarmed Mr. Section piece. 


OFFICM. GAME GUIDE 


Beds 

Deep Sieeper by igor and Sons 

♦ PricE: §I,5DD 

♦ NeecI EffsEts: Camfnrt I, Enargy 7, 
Camfnrt -2 (SaarEd), Camfnrt -I 
(CrEEpEd), Fun 2 (Darn ta PeeI<) 


na&s 

liJith all ather beds, luhen a sleeping Sim's 
Energg is fullg restDred. he or she uiill 
autanamausig uiahe up. The coffin 
behaues differentig uihen a vampire sleeps in it. Even 
after the vampire's Energg is restored, he or she 
uion't auiahen autonomousig unless [and until] it's 
darh outside. Rt sunset, a vampire mill autonomousig 
amahen and aait the coffin unless Energg is not get 
fullg restored. Dnce the sun sets, the vampire mill 
arise autonomousig mhen fullg rested. 

Interactions: 

^ SlEEp: Nnn-vampIrE Sims nan sIeep in tfiE anffin as a rEgular 
bad. VampirE Sims slaap in thE Euffin with a spaaial spunky 
animatian. WhilE vampirES ara in thE anffin, all NuEd dunay 
frUEZES. 

^ Waku Up: Nnn-vampirE Sim sluEping in anffin will risE just as 
frnm nnrmal bad. 

^ ArisE: VampirE will waku from slnup and gut nut nf anffin 
rEgardlEss nf timE nf day. 

^ Punk: If a vampiru is slEEping in ths anffin, annthEr Sim aan 
pEEk insida. As a rEsult, ths pEsking Sim will bu Eithur arEEpud 
nut and alnsE thn lid nr thu vampiru will frightun tbu Sim bufnrE 
ruturning tn slaup. Bath aausE a Inss nf Cnmfnrt, but buing 
frightEUEd is mnrE seveee and aausES all tbs usual passibls 
fright rEspnnsES: run away, bladdur failurE, and (in raru 
instauEES whan a Sim’s Nasds arE vary law) saarad tn dEath. If 
thu pauking Sim is a vampiru, bu nr shu will always just bs 
ErEEpud aut. Visitnrs will punk autnnamnusly but playablu Sims 
UEVEr will. 
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^ Dare to Peak: A Sim can dara a sacand Sim ta paak in tha 
caffin. If tha darad Sim is craapad aut, bath Sims gat Fun. If tha 
paaking Sim’s bladdar fails, tha daring Sim gats lets of Fun and 
tha darad Sim gats a bit tn ga with his nr har lass af Hygiana. If 
tha packing Sim is scared ta death, the daring Sim gets na Fun. 
See Chapter 7 far details cn availability, acceptance, and 
ralatianship and sacial results. 

Miscellaneous 

Hipster Barstool by Big Daddy 

♦ Price: §340 

♦ Need Effects: Camfart 5 



however, connect with matching island bars 
(found in the Miscellaneous/Party catalog). 



The Forbidden Fruit Counter 
by Neontrix 

♦ Price: §500 



"NeonServe" by Neontrix 

♦ Price: §500 



"Sleeka" Barstool by Simplonics 

♦ Price: §000 

♦ Need Effects: Camfart 5, Enviranmant I 



The Sumptuous Brasserie Barstool 

♦ Price: §080 

♦ Need Effects: Camfart 0, Enviranmeat I 


Surfaces 

Counters 

All kitchen island counters, old and new, now can 
intelligently turn corners. Note that islands can 
make interior corners only, not exterior, and they 
won't connect with normal counters. They will. 



Fat City Counters 

♦ Price: §030 



The "Sometimes A Man Is An 
Island" Counter Island, by Fat 
City Counters 

♦ Price: §030 



"Castanoga" Counter by Wood 
You Believe Furnishings 

♦ Price: §080 
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Coffee Tables 


Visivue Dining Table 

♦ PricE: §5DD 


; I The Qube 

'! ♦ PricE: §340 


PMMA OFFICIAL GAME GUOE 
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Recherche Counter Island 

♦ PriEE: §B8D 


"La Table" Square Dining Tabie 

♦ PricE: §710 

♦ NeecI EffEEts: EnviranmEnt I 


Good Taste Dining Tabie 

♦ PriEE: §400 


American Tabieau Tabie 

♦ PriEE: §425 


"La Tabie" Long Dining Tabie 

♦ PricE: §870 

♦ NeecI EffEEt: EnviranmEnt 2 


Impeccabie Taste Dining Tabie 


♦ PricE 


♦ NeecI EffEEts: EnviranmEnt 2 


Vintage Retro Ciassic 
Dining Tabie 

♦ PriEE: §235 


Great Taste Dining Tabie 

♦ PricE: §810 


♦ NeeiJ EffEEts: EnviranmEnt 2 
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Decorative 

Plants 

Hanging Flower by Copur 
Ceramics 

♦ Price: §I0D 

♦ Need Effects: Environment I 




Large Flower Arrangement 

♦ Price: §155 

♦ Need Effects: Environment I 



Potted Ficus from Nature's 
Garden 

♦ Price: §320 

♦ Need Effects: Environment 2 



"Potted Plant in Spiral 
Elegance" an existential piece 
by Natural Pretzel 

♦ Price: §510 

♦ Need Effects: Environment 3 



Sculptures 



BitO'Thisand That 

♦ Price: §150 

♦ Need Effects: Fun 3 (View), Environment I 

♦ Need Mex: Fun up to 05 (View) 



Potted Potential 

♦ Price: §300 

♦ Need Effects: Fun 3 (View), Environment 2 

♦ Need Mex: Fun up tc 35 (View) 


H The Sorrowful Scions 

' 

♦ Need Effects: Fun 3 (View), Environment 4 
♦ Need Mex: Fun up to 35 (View) 



RackmasterSSO Bowling Ball 
Rack by Hurling Matters 

♦ Price: §2,000 

♦ Need Effects: Fun 3 (View), Environment 10 

♦ Need Mex: Fun up to 35 (View) 



na&B 

This abject is pureiy decaratiue and isn't 
required far a bauiiing alley ta functian. 



BustofTylopoda 

♦ Price: §3,130 

♦ Need Effects: Fun 3 (View), Environment 10 

♦ Need Max: Fun up to 35 (View) 
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EXPANSION PACK 


Florid Font 

♦ PricE: §5,8DD 

■ - ♦ NeecI EffEcts: Fun 3 (ViEw), EnvirunmEnt I 

♦ NeecI Max: Fun up ta 95 (ViEw) 


Interactions: 

^ Add Snap: Sim adds datErgant tn fauntain ta maka it sudsy. 


The Gray Woman of SimCity 

♦ PriEE: §B,0DD 

♦ Naad Effacts: Fun 3 (ViEw), EnvirEnmant I 

♦ Naad Max: Fun up ta 95 (ViEw) 



Wall Hangings 






Feckless Accessories for 
the Kitchen 

♦ PriEE: §79 

♦ Naad Effauts: Fun 3 (ViEw), Enviranmant I 

♦ Naad Max: Fun up ta 95 (ViEw) 

"Sims Must Wash Hands" Sign 

♦ PriEE: §79 

♦ Naad Effacts: Fun 3 (View), Enviranment I 

♦ Need Max: Fun up ta 95 (View) 


I Llama Xing Sign 

y' ♦ Price: §79 

\ ♦ Need Effects: Fun 3 (ViEw), EnviranmEnt I 

/\ ‘ ♦ Need Max: Fun up ta 95 (View) 




Children Safety Sign 

♦ Price: §79 

♦ Need Effects: Fun 3 (View), Envirenment I 

♦ Need Max: Fun up tc 95 (View) 


t> 


Exclaim! Sign 

♦ Price: §71 

♦ Need Effects: Fun 3 (View), Envirenment I 

♦ Need Max: Fun up tn 95 (View) 





Uber-Duper Deluxe Curves 
Ahead Sign 

♦ Price: §72 

♦ Need Effects: Fun 3 (View), Envirenment I 

♦ Need Max: Fun up te 95 (View) 

An Anonymous Masterpiece 

♦ Price: §119 

♦ Need Effects: Fun 3 (View), Envirenment 1 

♦ Need Max: Fun up te 95 (View) 


Reprint Serial #S-C0PU<i 

♦ Price: §139 

♦ Need Effects: Fun 3 (View), Envirenment I 

♦ Need Max: Fun up tn 95 (View) 
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Route 66 

♦ Price: §2QD 

♦ NeecI Effects: Fun 3 (View), EnvirDnment 2 

♦ Need Max: Fun up to 35 (View) 



Spring Majesty 

♦ Price: §291 

♦ Need Effects: Fun 3 (View), Environment 2 

♦ Need Max: Fun up to 95 (View) 



"That Place Over There" 
by Retina Bluri 

♦ Price: §550 

♦ Need Effects: Fun 3 (View), Environment 4 

♦ Need Max: Fun up to 95 (View) 

"Lily Pads" by MyoPia 

♦ Price: §025 

♦ Need Effects: Fun 3 (View), Environment 5 

♦ Need Max: Fun up to 95 (View) 



— 1 

"Nature's Perfection" 

1 .» -• 

- - t ‘ 


byLZ. Phun 


^ - - 

♦ Price: §299 



♦ Need Effects: Fun 3 (View), Environment 2 

i 



♦ Need Max: Fun up to 95 (View) 

L 


Four Vegetables in repose 

♦ Price: §325 

♦ Need Effects: Fun 3 (View), Environment 3 

♦ Need Max: Fun up to 95 (View) 


"Pineapple" by Lynn D'Saye 

♦ Price: §850 

♦ Need Effects: Fun 3 (View), Environment 0 

♦ Need Max: Fun up to 95 (View) 


B "Grilled Cheese" by Renu 
Tumush 

♦ Price: §850 

♦ Need Effects: Fun 3 (View), Environment 0 
♦ Need Max: Fun up to 95 (View) 





Marketing Print by Seph Fpia 

♦ Price: §330 

♦ Need Effects: Fun 3 (View), Environment 3 

♦ Need Max: Fun up to 95 (View) 



"Sent to My Room Without 
Dinner" by Piets Fllle 

♦ Price: §900 

♦ Need Effects: Fun 3 (View), Environment 0 

♦ Need Max: Fun up to 95 (View) 


PfIfIMQflfllM -COM 
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"A Stroke" by Alfred D'Simvo 

♦ PricE: §I,7D0 

♦ NeecI EffEcts: Fun 3 (ViEw), EnvirEnmEnt ID 

♦ NeecI Max: Fun up ta 35 (Viaw) 



"B Stroke" by Alfred D'Simvo 

♦ PriEE: §I,7D0 

♦ NeecI EffEcts: Fun 3 (VIew), EnviranmEnt ID 

♦ NeecI Max: Fun up ta 95 (VIew) 



"(Stroke" by Alfred D'Simvo 

♦ PriEE: §I,7DD 

♦ NeecI EffEcts: Fun 3 (ViEw), EnvirEnmEnt ID 

♦ NeecI Max: Fun up ta 95 (ViEw) 


Mirrors 



"Bigger is Better" Wall Mirror by 
ExPand 

♦ PricE: §45D 

♦ Skill: Dharisma (PractiEE RnmancE nr 
PraEticE SpEEch) 

♦ NeecI EffaEts: Hygiana 2 (Dussy Dp), 
Enviranmant 3 


♦ NeecI Max: HyginnE up ta 8D (Dussy Dp) 


a Modart Noudeco Mirror (l-panel) 

♦ Skill: Charisma (PraatiEE Rnmanca nr 
PraaticE SpEEch) 

♦ NeecI Effants: Hygiana 2 (Dussy Dp), 
EnviranmEnt 3 

♦ NeecI Max: HyginnE up ta 8D (Dussy Dp) 



Cantankerous Splatters 

♦ PriEE: §2,75D 

♦ NeecI EffaEts: Fun 3 (VIew), Enviranmant ID 

♦ NeecI Max: Fun up ta 95 (VIew) 



"Two Dogs and an Olive" by 
MixtUupp 

♦ PriEE: §2,DDD 

♦ NeecI EffaEts: Fun 3 (VIew), Enviranmant ID 

♦ NeecI Max: Fun up ta 95 (VIew) 


Modart Noudeco Mirror (3-panel) 

♦ PricE: §BGD 

♦ Skill: Charisma (PraatiEE Rnmanaa nr 
PraaticE SpEEch) 

♦ NeecI Effants: Hygiana 2 (Gussy Dp), 
EnviranmEnt 3 

♦ NeecI Max: HyginnE up ta 8D (Gussy Dp) 

Rugs 

Rugs are a new category of decorative objects. 
They're placed, not surprisingly, on the floor 
and can be walked upon and have objects 
placed on them. 
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Chazz Gassed Incandescent 
Floor Tile 

♦ Price: §3D 

These special dance floor tiles have several 
features not present in other rugs. Floor tiles can 
be configured like the ClubCube (see below) and 
settings apply to all floor tiles lot-wide. Floor tile 
settings will not affect ClubCubes on the lot. 
Configuration has three parts: 

♦ Random Timing: Normally, lights changa in a fixed order but this 
can be altered to change randomly. This control turns random 
timing on and off. 

♦ Block Fading: When turned on, lights will fade on and off rather 
than changing cleanly. 

♦ Set Mode: Tan different settings each represent distinct color 
combinations for floor tiles. 



"Thirsty" the bath mat 

♦ Price: §50 




Recherche Floor Runner 

♦ Price: §325 


"Unbridled Braids" Oval Rug 

♦ Price: §350 




Recalling Rug 

♦ Price: §500 


Sung-Gyu Sunburst Oriental Rug 

♦ Price: §800 
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Recalling Rug 3x3 

♦ PricE: §I,QDD 


Interactions: 

^ Turn Dn/Turn Off: SwitchES firE jEts nn nr off. If ynu staggEP a 
bunch af firE jEts, thEyll cantinuE tn firE in thn ardEr in which 
ynu turned thEm nn. 

^ Raast Marshmallaw: Satisfies Fun. Caaking skill dictates whether 
Sim's marshmallaw ignites. 


Miscellaneous 

'll - ■ ^ rn' ClubCube by Luminescent 
Projections 

♦ PriEE: §B5 

♦ Need Effects: Enviranment 5 


The ClubCube is a programmable decorative object 
that can be personalized with different color combi- 
nations and light patterns. For full details, see 
"Chazz Gassed Incandescent Floor Tile," above. 



Juice on the Wall Sculpture 

♦ Price: §240 

♦ Need Effects: Fun 3 (View), Enviranment 2 

♦ Need Max: Fun up ta 35 (View) 



The RottCorp Burning 8-R Series 
Fire Jet 

♦ Price: §325 

♦ Need Effects: Enviranment 2, Fun 
(Raast Marshmallaws) 


riBlLs 

Fire Jets mill start Fires and burn Sims 
nearby, so locate them amay From 
Flammable objects and. iF possible, physi 
cally isolate them mith Fences or other obstacles. 
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Plumbing 


Sinks 



Shinytyme Kitchen Sink by 
Gurglomics 

♦ Price: §3DD 

♦ Type: Ceuntertap 

♦ Skill: Cleaning (Clean), 
Mechanical (Repair) 


♦ Need Effects: Hygiene 5 (Wash), Hygiene G (Spange Bath), 
Hunger I (Orink) 


♦ Need Max: Hygiene up te 30 (Wash), Hygiene up te 25 (Sponge 
Bath), Hygiene up to 70 (Bathe Baby) 


Electronics 

TVs and Computers 

'| — — if SwingarmCo 21 " Multivid V 

Television 

I ♦ Price: §750 

4 Skill: Cooking (Watch Yummy Channel), 
Body (Work Out), Mechanical (Repair) 

♦ Need Effects: Fun 7 (varies by Sim's reaction to the channel): 
Energy -3, Comfort -3, Hygiene -7, (Work Out); Environment 3 

♦ Need Max: Oepends an Sim's reaction to channel 

This wall-mounted TV contains all standard 
TV features. 
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Dancing Fiend Jukebox 

♦ Price: §I,IDD 

♦ Skill: Body (Work Djt) 

♦ Need Effects: Fun B (Dence Together); 
Fun 5 (Dance Solo); Fun 3 (Listen to 
Music — in Bed): Energy -3, Comfort 3, 
Hygiene -7, (Work Dot): Environment Z 

♦ Need Max: Fun up to 55 (Dance Solo) or B5 (Dance Together) or 
GD (Listen to Music). 

Standard stereo features. 

All stereos now feature a new interaction: 
Dance Smustle. The smustle is a wildly popular 
group dance that Sims can begin on any audio 
device or on any Sim already doing the smustle. 
Every Sim that joins the smustle synchronizes with 
all other Sims doing the smustle. How well they 
dance and how many mistakes they make is tied 
directly to the Sim's hidden dancing skills. 


VocoPhonicSim Karaoke Machine 

♦ Price: §I,8DD 

♦ Skill: Creativity (Sing Solo or Sing 
With...) 

♦ Need Effects: Fun 8, Environment I, 
Social (Duet) 

Interactions: 

^ Sing: Sim takes to the microphone to belt out a tune. The sang 
is chosen at random and the singing quality is tied to your Sim’s 
Creativity skill. On a home lot it builds Creativity. Children can 
only perform solo. 

^ Sing With...: Choose a Sim ta sing with and he ar she will either 
accept or reject based on Mood, Daily, and Lifetime Relationship, 
Outgoing/Shy, and Nice/Grouchy (see Chapter 7 for full details). 
Both Sims get Fun and, if on a home lot, build Creativity. Quality 


of singing is tied to each Sim's Creativity skill. Do dates, singing 
a duet is a Date Event that appeals especially to Playful and 
Romance Sims and less sa to Serious and Knawledge Sims. 

^ Dance: Click on the machine when a Sim is singing and Sim 
dances to the music. Gives Fun and, if other Sims Dance 
Tagether, Social. 

^ Watch: Gives Fun and, if more than one Sim is watching. Social. 
Sims may boa ar cheer based on Daily Relationship and singer's 
Greativity. 

The GrooveLayer 9000 Professional DJ Booth by 
liotBeets 

♦ Price: §2,75D 

♦ Skill: Creativity (Be the DJ) 

♦ Need Effects: Fun ID, Environment 3 

♦ Need Max: Energy -5D (Be the DJ) 

Interactions: 

^ Dance Solo: Sim dances solo as 

with any audio object. 

^ Dance Smustle: Sim begins dancing smustle wherever they are 
on the lot. Other Sims can click an your smustling Sim and join 
the smustle. Likewise, you can click on other Sims to join with 
your Sim. 

^ Work as the DJI: Take over for the DJ on a Community Lot: your 
Sim works the booth and DJ wanders the let as fully saciable 
NPC. Performance is tied to your Sim's Creativity skill. While 
manning the booth, your Sim earns simaleans. 

^ Be the DJ: At home, your Sim can work the DJ booth. He or she 
won't earn maney but he or she will build Creativity skill. 

^ Change Style: While your Sim is working the booth, the style of 
music can be altered to fast, medium, slow, or House Mix. House 
Mix pulls MP3s out of your computer's Music folder. 

^ Request...: Changes the style of music to fast, medium, slow, or 
House Mix. 




Audio 
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Lighting 



Romantic Romance by Elle 
and Eey 

♦ PricE: §IDQ 

♦ NeecI EffEEts: EnviranmEnt I 



"Squintimacy" Votive tabie 
iamp by Dimview and Co. 

♦ PriEE: §IID 

♦ NeecI EffEEts: EnviranmEnt I 



Mr. Lampy McFourieqs 

♦ PriEE: §I5D 

♦ NeecI EffEcts: EnviranmEnt I 


Wall Lamps 

In ThE Sims S niahtlifE. the fleen Flamingo 
has been moved From the Decoratiue/lilall 
Hangings menu to the lilaii Lamps menu. 




"Belle Fpoque" Tiffany wall 
lamp by Frufru Liqhtinq Design 

♦ PriEE: §50 

♦ NeecI EffEEts: EnviranmEnt I 
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Uqht Disc 



One Pin, Two Pin 

♦ PricE: §125 

♦ NeecI EffEEts: EnviranmEnt I 



"Five Diamonds" Wall Light 

♦ PricE: §130 

♦ NeecI EffEEts: EnviranmEnt I 


FverGlow Uranium Rod 

♦ PricE: §170 

♦ NeecI EffEEts: EnviranmEnt I 

Connects with other EverGlow 
Uranium anci Plutonium Rods. 


FverGlow Plutonium Rod 

♦ PricE: §175 

♦ NeecI EffEEts: EnviranmEnt I 

Connects with other EverGlow 
Plutonium and Uranium Rods. 

~ BeamOLite Compacto Wall Lamp 
by Ray Diant 

♦ PricE: §210 

♦ NeecI EffEEts: EnviranmEnt I 
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BeamOLite Extendo Wall Lamp 
by Ray Diant 

♦ Price: §225 

♦ Need Effects: Environment I 

"Diamonds Forever" Wall Light 

♦ Price: §50D 

♦ Need Effects: Environment 2 


Hanging Lamps 

The Shadow Streamer 

♦ Price: §375 

♦ Need Effects: Environment 2 


The Shadow Streamer and the Gobo-a-Go-Go 
Spotlighter (below) are programmable club lights 
that come in a variety of colors. They can be 
programmed and manipulated in several ways. 
First, you can designate which and how many of 
the lights patterns it will do with the Toggle 
Animation interaction. Experiment setting several 
of these lights for different patterns to create just 
the scene you want for your club. Second, you can 
stagger when individual lights in a group activate 
so that they don't flash in unison. 

no&B 

liJheneuer you load a lat, all these liyhts 
are suiitched an simultaneausly and, 
thereFnre. Flashiny in unison. IF you're 
stayiny a mouie or Just uiant to create a particular 
mood, turn oFF the liyhts and suiitch them on in turn 
to create a stayyered eFFect. 






The Gobo-a-Go-Go Spotlighter 
by LumiO 

♦ Price: §425 

♦ Need Effects: Envirenment 2 


See "The Shadow Streamer," above. 



The Prismo RotoBall by LumiO 

♦ Price: §550 

♦ Need Effects: Envirenment 3 


ElectroDance Sphere by 
Limintense Unlimited 

♦ Price: §3,500 

♦ Skill: Bndy (Spin), Mechanical (Repair) 

♦ Need Effects: Fun 10 (Spin), Fun 8 
(Watch), Sucial (Watch), Sucial 
(Be Watched) 

^ Spin: Sim takes the sphere fur a spin at ynur chcice nf difficulty: 
easy, medium, and hard. Builds Budy skill un hume lets. The 
higher the difficulty, the faster the sphere will spin. The chance 
cf getting ejected frnm the machine is a functicn nf Bndy skill 
versus the level selected (a Bady I will likely get ejected an 
medium and high and even nn law, while a Budy 10 will nnly 
nccasiunally get ejected un high and almnst never un medium nr 
Inw). After spinning, there's a randnm chance the Sim will threw 
up: the chance is higher if he ur she is ejected. Perfarmance in 
the sphere is a Oate Event that impacts the date in prnpertien 
tn the speed. Oate scare is reduced if the Sim is thrnwn frnm 



Hobbies 

Exercise 



Interactions: 
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the machine (the higher the spead, the graatar tha lass) and 
alsn far thrawing up. 

^ Watch: Sims will watch anather Sim in the dance sphere and get 
Fun and Sncial (if ather Sims are watching tan). The spinning Sim 
also gets Social if others are watching and changes in Daily 
Relationship with any Sims who hoo or cheer. Whether a 
spectator will cheer depends an whether he or she likes the 
spinning Sim as well as his cr her personality. Primarily, however, 
booing and cheering depends nn a comparison of the spinning 
Sim’s Body skill and the speed of the sphere. A Sim spinning at a 
speed above his nr her Body skill is more likely to be cheered, 
while a Sim spinning at below his nr her Body skill is more likely 
to be booed. Being bnced cr cheered is a Date Event, so 
spectators can add anather dimension to the date scoring 
potential nf using the dance sphere. 

strange things can happan in the dance 
sphere; it doesn't saam to be entireig of 
this uiorid. There is a uerg siim chance 
that Sims uiho'ue preuiousig been abducted by aiiens 
uiill unsKpectediy disappaar uihiie using the dance 
sphere. After tuio hours, they rematerialize Just as 
mysteriousiy. The more times a Sim has been 
abducted, the more iihely he or she uiiii be to undergo 
this curiosity. 



Recreation 



"S2 Pickup" Card Table 

♦ Price: §B3D 

♦ Need Effects: Fun 9 (Play), Fun 4 
(Watch), Social (Play and Watch) 


Interactions: 


^ Play: Sitting at the table, even alone, requires a §IDD buy-in. If 
the Sim sits alone, he nr she will play with the cards and the 
chips far Fun and get his or her §IDD back when he nr she 
disengages. If another Sim joins, the game begins. Sims ante 
§1D and bet §10 per betting round, gaining Social and Fun as 
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they play. Players can fold before a game is ccmpletn. At the 
end of a game, a Sim ccllncts his er her winnings and a new 
game begins. Players stay at tbe table even if their Fun is 
maxed nut. When a player leaves the table, his or her chips are 
converted into simoleans and added to his or her family funds. 

^ Watch: Sims watch the Sims playing at the table and cheer or 
baa based on Daily Relationships with the players. Booing 
decreases Daily Relationship and cheering increases it. 


"Pinmaster 300" Bowling Alky 
by Hurling Fun Products, Inc. 

♦ Price: §5,50D 

♦ Skill: Body 

♦ Need Effects: Fun ID, Sncial 


^ Play: Builds Body skill an home lots. A Sim playing alone will 
practice, receiving Fun and autonomously exiting when Fun is 
full. If, however, another Sim joins, the practice round becomes 
an actual game with Sims taking turns for a full ID-frame 
game. Sims exit when the game is complete. How well a Sim 
bawls is dictated by his or her Body skill. Up to four Sims can 
play together with everyone receiving both Fun and Social. 

^ Join: Sims can join a game that doesn't already have four Sims. 
If only one Sim is playing, a game begins. If more than one Sim 
is already playing, the new Sim joins the game in progress. 



Miscellaneous 

Party 

All island bars are functionally identical to the 
Way Fluid Island Bar in that they spawn an NPC 
Bartender when placed on a Community Lot and 
they connect with matching island counters. 

When on a home lot, they function just like normal 
juice bars (e.g., Bachman Busbar). 
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nstLS 

The preuiDusly Cemmunity Let-enly liJay 
Fluid Island Bar From the The Sims S 
UniuErsity eapansian pach is naui 
auailable Far home lots under the Pliscellanenus 
Party catalny. 




"The Grease Stands Alone" 
Island Bar 

♦ Price: §I,78D 

♦ Need Effects: Fun 3 

♦ Need Max: Fun up to 50 (Juggle) or 
80 (Make Orinks) ar 50 (Cansume 
Orinks) or 70-00 (Orink fram Battle, 
depends an Playful/Seriaus) 



ns&5 

IF you place identical bars side by side, 
they’ll connect. 


The Oasis 

♦ Price: §1,850 

♦ Need Effects: Fua 3 

♦ Need Max: Fun up ta 50 (Juggle) ar 80 
(Make Oriaks) ar 50 (Cansume Orinks) 
nr 70-00 (Orink fram Battle, depends 
an Playful/Seriaus) 

See "The Grease Stands Alone" Island Bar, above. 


"NeonBar" by Neontrix 

♦ Price: §2,100 

♦ Need Effects: Fun 3 

♦ Need Max: Fun up ta 50 (Juggle) ar 80 
(Make Orinks) ar 50 (Cansume Orinks) ar 
7D-00 (Orink fram Battle, depends an 
Playful/Seriaus) 

See "The Grease Stands Alone" Island Bar, above. 




Interactions: 

^ Order Orink: Cemmunity Fat nnly. Order a Blended (§15) ar 
Paured (§ID) drink fram NPC Bartender. Orinking satisfies Fun. 

^ Tend Bar: Cammunity Fat nnly. Ynung adult nr alder can replace 
the NPC Bartender at the machine and serve any Sims wha 
nrder drinks. Earn simaleans far time spent wnrking jab, 
awarded when yau cancel interactinn. 

^ Orink fram Battle: Name let nnly. Satisfies Hunger and Fun. 
Playful Sims get a higher maximum Fun than Serinus. 

^ Make a Orink: Name Int nnly. Satisfies Fun. Prepares 
single drink. 

^ Make Orinks: Name Int nnly. Prepares multiple drinks. 

^ Juggle Tumblers: Heme let aniy. Satisfies Fun. 

^ Jain: Name lat nnly. Jain Juggling. Satisfies Fun. 


Cars 

Cars are a new category of objects that set your 
Sims free of the tyranny of carpools, school buses, 
and taxis. 

Cars require a place to park. At the very least, 
there must be one main driveway piece for a 
single car. If the household has multiple cars, 
there must be at least a main piece per car or a 
main piece for one car and an extender piece for 
each additional car. If cars are blocking each other 
in the driveway, they magically teleport around to 
the street. 

One of the great strategic advantages of a car 
is that Sims can leave for work or school 
whenever they please. Not only can they wait to 
leave until minutes before their shift begins, as 
they always could with the carpool, but they can 
even go in late. There is no penalty for being up to 
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one hour late. Beyond that, however, and the 
tardiness counts as an absence for job 
performance and grading purposes though the 
Sim still gets his or her day's pay. Three tardies 
and your Sim will be demoted at work. 

A Sim with a car can travel to a Community 
Lot by clicking on the car rather than the 
telephone (as he or she would to get a taxi). Using 
a car to travel to Community Lots is faster as 
there's no time wasted waiting for the cab to 
come. You may also navigate to a neighboring 
Community Lot by clicking on it directly (if the 
Clickable Neighbors option is turned on). If your 
household has a car but no one in particular owns 
it, your selected Sim summons a cab. If, however, 
the car is owned by the active Sim when you 
clicked on the neighboring lot, he or she will 
automatically use the car. 

All Sims cars have infinite capacity; any 
number of Sims can fit inside. 

Sims can automatically drive as soon as they 
become teens and can even be the designated 
owner of a car. 

Interactions: 

^ Change Owner: By default, a car is net owned by any nne Sim. 
Making a Sim (teen nr older) the owner, however, has several 
effects. When a car is assigned an owner, the carpool and/or 
school bus for that Sim will oo longer come. Instead, the Sim 
automatically routes to the car as work time approaches. 

Naming an owner does not prevent other Sims using the car for 
any reason but they’ll never use it autonomously. If another Sim 
has the car when the owner needs to go to work, the carpool 
shows up as normal so the owner can make it to work on time 
(as if the household didn’t have a car at all). If the owner of the 
car is left at or restored to "Nobody," no Sim will use the car 
autonomously and must be directed to do so. 

^ Drive to Community Lot: A car can be used in lieu of a taxi to 
drive to Community Lots. Sims climb in and select Community 
Lots from their base neighborhood, downtowns, and universities. 
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^ Take a Spin: A quick one-hour joyride satisfies Fun. 

^ Drive to Work: Appears within one hour of a job’s start time and 
remains available until end of the Sim’s shift. The interaction 
appears for all Sims regardless of who owns the car. 

^ Take to School: Drive a child or teen Sim to school. The driver 
returns shortly thereafter. Students return home on the bus. 

^ Drive to School: A teen can drive himself to school. 

^ Carpool to Work With...: If two nr more Sims start work at the 
same time, you can choose to have all Sims drive to work 
together in the car. This will not happen autonomously: the Sim 
to whom the car does not belong will autonomously route to the 
carpool car instead. To get your Sims to travel together, cancel 
the carpool for the non-owners, then select Carpool to Work 
With... for each of the non-owner Sims. If Sims’ jobs end at a 
different time than the car’s owner, they’ll return home in the 
normal carpool vehicle. 

^ Carpool to School With...: If there’s more than one teen or a teen 
and nne or more children in the household, any teen can drive 
all students to school. However, because high school and 
elementary school end at different times, the children will return 
home on the bus while the teens will return in the car. 

^ Get Alarm Installed: Car alarm prevents the car being stolen by 
the Burglar. Sim departs the lot for one hour to have the alarm 
installed and returns §250 lighter. Thereafter, all Sims will turn 
off the alarm before getting in. 

^ Sit in Vehicle: Sim takes a seat in parked car. Required for avail- 
ability of in-car interactions, below. 

^ Turn Stereo On: Must be sitting in vehicle. Turns on the car stereo. 

^ Dance: If the car’s stereo Is on, any nearby Sim can click on the 
vehicle and dance. The Sim in the car must first get out before 
he or she can boogie. 

^ Turn Lights Dn: Must be sitting in vehicle. Turns car lights on. 

^ Kiss: Two Sims only must be sitting in vehicle. Standard Kiss 
interaction. 

^ Make Out: Two Sims only must be sitting in vehicle. Standard 
Kiss interaction. 

^ WooHoo: Two Sims only must be sitting in vehicle. Standard 
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Wq[iHdd intEractian. If danE wHIIe thE car is cn a Cammunity Lat, 
this caunts as a public WDcHaa. 

^ Try far Baby: Twa Sims cnly must be sitting in VEbicIc. Standard 
Try far Baby intEractian. 

^ Ask tn Get Out: Specify a Sim ta rEmnvE fram the car. 

H neta 

Parking the car in a garage and putting a 
hnusehnld alarm on the garage has a 
similar, but less cumprehensiue, sFFect 
as installing an alarm in the car itself Because a 
ruum alarm and a car alarm both cast §BSD, it'll save 
multi-car Families sums mnneg to build a multi-car 
garage and put one alarm on it instead oF on 
indiuidual cars. Hnuieuer. roDm-based burglar alarms 
pruuide unlg partial prutectiun against theFt. luhile 
the car alarm renders a uehicle 1DD percent 
unstealable. 

The Smoogo Minima 

♦ Price: §950 

♦ Need Effects: Comfort I (Sit In) snd Fun 
2 (Tske a Spin) 


TheSmordP328 

♦ Price: §2,250 

♦ Need Effects: Comfort I (Sit In) and Fun 
4 (Take a Spin) 


The Landwhale by Ueaveola 

♦ Price: §4,250 

♦ Need Effects: Comfort 4, Energy I 
(Sit In) and Fun 2 (Take a Spin) 




The Yomoshoto Evasion 

♦ Price: §G,250 

♦ Need Effects: Comfort B, Energy 2 
(Sit In), and Fun 5 (Take a Spin) 



Uunka 711 by Hwang Motors 

♦ Price: §11,950 

♦ Need Effects: Comfort 8, Energy 3 
(Sit In), and Fun 9 (Take a Spin) 



"Sit 'n'Grin" Photo Booth from 
iBurn Commercial Imagery 

♦ Price: §1,300 

♦ Need Effects: Fun 9 


note 

During a date, hauing a picture taken 
together on a date is a (For most Sims] 
positive Date Event. For Shy Sims, 
houiever. it's actually a negative Date Event. 



Interactions: 

^ Get In: Sim gets in pboto booth. 

^ Join: If one Sim is in the booth, another playable Sim can click 
on the booth to share it. Alternately, the playable Sim can click 
on any other Sim to join him or her in the booth. The other Sim 
will accept based on Oaily and Lifetime Relationship (at least 0 
and -ICO, respectively): acceptance ar rejection will impact the 
Sims' relationship. 

^ Take Picture: For §10 your Sims can take a picture in one of 
three poses: normal, gaafy, and ramantic (if there are twa Sims 
inside with at least a crush or love relationship). The Sims gain 
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Fun. If two Sims get their picture taken, beth gain more Fun per 
Sim. If a Sim is shy, he or she gets na Fun from taking a 
picture. The picture emerges from the boath and the Sim 
deposits it in his or her inventory. The picture can be placed on 
a table or wall on yaur Sim's lot. If there’s a single Sim in the 
booth, and he ar she is a vampire, the normal pictures will be 
special vampire poses. 

^ WooHoo/Try for Baby: Two romantically invalved young adult nr 
older Sims in a photo booth with sufficient relationship can 
attempt these intimate social interactions (just as in a clothing 
booth). These count as public WaaHoos far those Sims who crave 
such public displays. If Mrs. Crumplebnttom is in tbe room, she'll 
wait for your Sims to emerge and deliver an epic tirade. 


Community Lot-Only Objects 

Many of the objects cataloged above are also 
available for designing your Community Lots. 
Some, however, are exclusive to these non- 
residential destinations. 


Chickttina "Fjord" All purpose 
Counter 

♦ Price: §75D 

♦ Need Effects: Environment 2 


Decorative 

Signs ofFIlipticalJoy by 
Alexandra Workman 

♦ Price: §IDQ 

♦ Need Effects: Environment I 



Surfaces 



nmiA OFFcuu. game guide 



The Parallelosign by 
Signalellocrop 

♦ Price: §IDD 

♦ Need Effects: Environment I 


Restaruant Sign by 
Upturned Nose 

♦ Price: §IDD 

♦ Need Effects: Environment ID 


Electronics 

Neukum Systems Wall Speakers 

♦ Price: §40D 

♦ Need Effects: 
Fun 2 


These commercial grade speakers produce one 
kind of music and don't have to be connected to a 
stereo. They are color-coded to the precise 
musical genre: 

♦ Checkerboard: Neukum Systems "Hep Cat" CDs Rock Wall Speaker 

♦ Wood Grain: Neukum Systems "Isorhytbm" Classical Wall Speaker 



Miscellaneous 







Tempest Cooktop from Cuas 

♦ Price: §2,5DD 

♦ Need Effects: Hunger ID 
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This stove is designed for restaurant use only. This 
stove spawns the NPC Cook who prepares meals in 
Community Lot restaurants; without this object, a 
restaurant will not function. 


"Gastronomique" Restaurant 
Podium 

♦ Price: §2QD 


This podium is designed for restaurant use only. It 
spawns both the NPC Host and Server who seat 
and serve food (respectively) in Community Lot 
restaurants; without this object, a restaurant will 
not function. 

Interactions: 

^ Be SeatEd: Begins the restaurant ExperiencE by having Hast take 
year Sim ta a table. 

^ Skip Out an Bill: Sims can get a free meal if they can stay away 
fram the Host far 45 secends. If successful, this gives Fun. Only 
available befare meal is dane. 

^ Pay Bill/Use Ccupnn: When meal is done, end the dining 

ExperiencE by paying far the dinner nr (if ynur Sim has cne in bis 
nr her inventary) using a enupan. 

^ Give Up Seat: If yaur Sims haven't ardered, they can end the 
dining Experience with nc cast by giving up their seats. 


"Compulsion" Fragrance Display 

♦ Price: §3, 500 

♦ Need Effects: Fun 4, Enviranment 3 


This countertop rack sells the potentially Turn 
On/Turn Off-inspiring Compulsion unisex cologne 
in quantities of 1, 3, 5, and 10 bottles at §125 per 
bottle. 




Once purchased, the cologne bottles go into 
your Sim's inventory. They can be held there or 
placed on the ground for others to pick up and put 
in their inventory. 

To apply Compulsion, click on your Sim and 
select Use Cologne. The scent adheres to your Sim 
for 180 minutes but can be removed sooner by a 
shower, bath, or sponge bath or swimming in a pool. 

nmt.m 

The effect ef the celegne is represented 
by the fleuiers fleeting around your Sim 
luhereuer he or she gees. 

Why would your Sim want to wear cologne? Some 
Sims find cologne to be a Turn On and will be more 
attracted to Sims wearing it. If you want your Sim to 
be more attractive to such a Sim, apply some cologne 
watch your Sim become even more appealing. Note, 
however, that a Sim could also have cologne as his or 
her Turn Off; significantly reducing the attractiveness 
of any Sim who he or she thinks stinks. 

Cologne should, therefore, be used strategi- 
cally only in response to a Sim with a known 
cologne Turn On. 

tap 

Discuuer a Sim's Turn Dns and Turn Dff luith 
the Hsh...lilhat Turns Vnu On/Off socials. 

Because the effect of cologne is temporary, your 
goal should be to use the fleeting boosted attrac- 
tiveness to build up the relationship with the Sim you 
want your Sim to woo. Once the relationship is 
strong, Attraction no longer matters strategically, so 
wearing more cologne won't help matters. 

Aspiration Reward Objects 

Aspiration reward objects are detailed in Chapter 3. 

prl1m9amn.com 
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Prowling around town at night is all about social- 
izing. Dating, outings, bowling, playing cards, 
eating at restaurants: they're all about interacting 
with more Sims more often and more intensely. 
That's why The Sims 2 Nightlife introduces several 


Social Interaction Directory 

Ikteractidn Menu AvAiLAeiEiiv Daiev Availability Daily And/Dr Availability Liletime Avaiiability Liletime Crush Lqve dr Autqndmdus User 


A td B Above A id B Below A to B Above A to B Below Go Steady Personality Directed 


About Grilled Cheese 

Talk 

-IDO 

IDD 

And 

-IDD 

IDO 

— 

— 

— 

Yes 

About Interests 

Ask 

-ID 

IDD 

And 

D 

IDD 

Not allowed 

Not allowed 

— 

Yes 

Apologize 

Appreciate 

-IDO 

IDD 

And 

-IDD 

IDO 

— 

— 

— 

Yes 

Back to My Place? 

Ask 

55 

IDD 

And 

3D 

IDD 

Not allowed 

Not allowed 

— 

Yes 

Bad Mautb 

Talk 

0 

IDD 

And 

0 

IDO 

— 

— 

— 

Yes 

Bite Neck 

Vampire 

4D 

IDD 

And 

3D 

IDO 

— 

— 

— 

Yes 

Blow Kiss 

Dining 

25 

IDD 

And 

15 

IDO 

Sets 

Sets 

— 

Yes 

Caress Hands 

Dining 

55 

IDD 

And 

3D 

IDD 

Sets 

Sets 

Nice 

Yes 

Cuddle 

Booth 

35 

IDD 

And 

25 

IDD 

Sets 

Sets 

— 

Yes 

Dance Clase 

Slow Dance 

2D 

IDD 

And 

2D 

IDD 

— 

— 

— 

Yes 

Dare to Peek 

Coffin 

-IDO 

IDD 

And 

-IDD 

IDO 

— 

— 

Outgoing 

Yes 

Do You Like What 
You See? 

Ask 

-IDD 

IDD 

And 

-IDD 

IDD 

Not allowed 

Not allowed 

— 

Yes 

Feed a Bite 

Dining 

35 

IDD 

Dr 

25 

IDO 

Sets 

Sets 

— 

Yes 

Hand 

Kiss 

3D 

IDD 

And 

15 

IDD 

Sets 

Sets 

Playful 

Yes 

Head On Shoulders 

Slow Dance 

3D 

IDD 

And 

2D 

IDO 

Sets 

Sets 

— 

Yes 

Hat Smaach 

Booth 

BD 

IDD 

And 

45 

IDD 

Required 

Sets 

— 

Yes 

Haw Much Maney 
Da Yau Have? 

Ask 

25 

IDD 

And 

15 

IDD 

Not allowed 

Not allowed 

— 

Yes 

Kiss 

Car 

45 

IDD 

And 

15 

IDD 

Required 

Sets 

Outgaing 

Yes 

Lave Talk 

Booth 

4D 

IDD 

And 

25 

IDO 

Sets 

Sets 

— 

Yes 

Lawer Hands 

Slow Dance 

45 

IDD 

And 

35 

IDO 

Sets 

Sets 

— 

Yes 

Make Out 

Car 

BD 

IDD 

And 

5D 

IDO 

Required 

Sets 

Outgaing 

Yes 

Dn Date 

Ask 

D 

IDD 

And 

D 

IDO 

Not allowed 

Not allowed 

— 

Yes 

Dn Dating 

Ask 

0 

IDD 

And 

D 

IDO 

Not allowed 

Not allowed 

— 

Yes 

Ride Home 

Ask 

-IDD 

IDD 

Dr 

-IDD 

IDO 

— 

— 

— 

— 

Slow Dance 

Slow Dance 

3D 

IDD 

And 

15 

IDO 

— 

— 

— 

Yes 

Smooch 

Slow Dance 

B5 

IDD 

And 

45 

IDD 

Required 

Sets 

— 

Yes 
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Chapter? 

New Socials 


dozen new social interactions to weave into your 
Sims' nightlife. 

This chapter lists all new social interactions. 
The Social Interaction Directory below contains 
all social availability, autonomy, and social, and 


relationship impacts; the catalog that follows it 
goes into detail about which Sims can do the 
interactions, how the interactions work, and how 
Sims decide to accept these interactions. 


Autdngmdus 

If Accept, 
A's SaciAt 

If Accept, 
A's Daifv 

If Accept, 
A's Lifetime 

If Accept, 
B's SCCIAL 

If Accept, 
B's Daily 

If Accept, 
B's Lifetime 

If Reject, 
A's Social 

If Reject, 
A's Daily 

If Reject, 
A's Lifetime 

If Reject, 
B's Social 

If Reject, 
B's Daily 

If Reject, 
B's Lifetime 

Yes 

ID 

5 

1 

22 

4 

2 

0 

-ID 

-1 

D 

-7 

-2 

Yes 

G 

1 

D 

B 

1 

0 

-3 

-2 

D 

-3 

-2 

D 

Yes 

ID 

5 

1 

ZZ 

4 

2 

0 

-ID 

-1 

D 

-7 

-2 

Yes 

3D 

14 

2 

24 

ID 

1 

-ID 

-S 

-1 

-15 

-ID 

-2 

? 

24 

5 

D 

24 

5 

0 

ID 

-3 

D 

ID 

-B 

D 

Yes 

14 

B 

2 

2D 

13 

2 

-4 

-4 

-2 

-4 

-4 

-2 

Yes 

14 

S 

1 

14 

S 

1 

S 

-G 

-1 

D 

-B 

-1 

? 

ZD 

3 

1 

2D 

ID 

1 

-4 

-3 

-2 

-3 

-S 

-2 

Yes 

20 

B 

2 

2D 

ID 

2 

0 

-ID 

-3 

D 

-ID 

-2 

Yes 

IS 

S 

D 

IS 

S 

0 

-5 

-4 

D 

-2 

-1 

D 

Yes 

22 

3 

1 

B 

4 

0 

-ID 

-ID 

-3 

D 

-7 

-2 

Yes 

D 

D 

D 

D 

D 

0 

0 

D 

D 

D 

D 

D 

Yes 

20 

ID 

1 

IB 

3 

1 

-B 

-S 

-1 

D 

-B 

-1 

Yes 

ID 

3 

1 

IB 

3 

1 

S 

-G 

-1 

D 

-B 

-1 

Yes 

ID 

5 

1 

IB 

B 

1 

0 

-5 

-1 

D 

-7 

-1 

Yes 

22 

13 

2 

2D 

II 

2 

0 

-II 

-2 

D 

-12 

-3 

? 

3D 

13 

1 

3D 

B 

1 

-ID 

-7 

-1 

-15 

-ID 

-1 

Nd 

IS 

ID 

2 

IB 

ID 

2 

S 

-S 

-2 

D 

-ID 

-2 

Yes 

IS 

B 

1 

IS 

S 

1 

0 

-7 

-1 

D 

-S 

-1 

Yes 

IS 

ID 

2 

IB 

ID 

2 

S 

-S 

-2 

D 

-S 

-3 

Yes 

3D 

13 

5 

3D 

ID 

5 

S 

-15 

-4 

D 

-15 

-4 

Nd 

14 

B 

D 

2D 

4 

0 

0 

-5 

D 

D 

-5 

D 

Nd 

ID 

1 

1 

22 

4 

2 

0 

-ID 

-1 

D 

-7 

-2 

— 

— 

— 

— 

— 

— 

— 

— 

— 

— 

— 

— 

— 

Yes 

IS 

S 

D 

IS 

S 

0 

-5 

-4 

D 

-5 

-3 

D 

Yes 

22 

13 

2 

2D 

II 

2 

D 

-II 

-2 

D 

-12 

-3 
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Social Interaction Directory continued 

Interactidn Menu AvAiEAeiEiiv Daiev 

A ED B Augve 

Avaieabieitv Daiev 
A tu B Beldw 

And/Dr 

Avaieabieiey Lieetime 
A ED B Above 

AvAiiABiEitY Lieetime Crush 
A TO B Beedw 

Love dr 
G o Steady 

Autdndmqus 

Persdnaeity 

User 

Directed 

Steal a Bite 

Dining 

-IDD 

IDD 

Dr 

-IDD 

IDO 

— 

— 

— 

Yes 

Surprise Engagement Dining 

75 

IDD 

And 

7D 

100 

Required 

Required 

— 

Yas 

Throw Drink 

Irritate 

15 

15 

And 

ID 

ID 

— 

— 

— 

Yas 

Throw Drink 

Dining 

15 

15 

And 

ID 

ID 

— 

— 

— 

Yes 

Throw Food 

Dining 

-IDD 

IDD 

And 

-IDD 

IDD 

— 

— 

Playful? 

Yas 

Toast 

Dining 

2D 

IDD 

And 

ID 

IDD 

— 

— 

— 

Yas 

What Are Your Skills? Ask 

-2D 

IDD 

And 

-ID 

IDD 

Not allowed 

Not allowed 

— 

Yas 

What Do You 
Want/Fear? 

Ask 

15 

IDO 

And 

5 

IDD 

Not allowed 

Not allowed 

— 

Yes 

What Is Your Job? 

Ask 

7 

100 

And 

0 

IDO 

Not allowed 

Not allowed 

— 

Yas 

What Turns You 
Dn/Dff? 

Ask 

5 

100 

And 

D 

100 

Not allowed 

Not allowed 

— 

Yas 

What's Your Sign? 

Ask 

-IDD 

100 

And 

-IDD 

IDD 

Not allowed 

Not allowed 

— 

Yas 

WdoHoo 

Car 

85 

100 

And 

B5 

IDD 

Required 

Required 

Outgoing 

Yes 

WdoHoo 

Photo Booth 85 

100 

And 

B5 

IDD 

Required 

Required 

Outgoing 

Yas 


Sim-to-Sim Interactions 


Ask Interactions 

About Interests 

♦ Who: TEEn/yajng 
adult/adult/EldEP ta 
tEEn/yaung 
adult/adult/Eldsr 

Ask About Interests 


ns 

Sim flashes the icons of his or her top 
three interests. IF the Sim has a Brilled 
Cheese Hspiration, he or she mill display 
his or her only interest: yrilled cheese, of course. 

Always accepted. 





nmU OFFICIAL GAME GUIDE 


Do You Want a Ride Home? 

♦ Wha: Young adult/ adult/ alder to young adult/ adult/ Elder ar teen 
to taen 


ns&[^ 

Community Lot only. Idorhs the same as 
End Date but automatically returns your 
Sim and date to their respective homes. 

Always accepted. 



Do You Want to Go Back to My Place? 


♦ Who: Young 
adult/adult/elder 
to young 

adult/adult/eldar 
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AuiaNOMDUS 

If Accept, 
A's Social 

If Accept, 
A's Daily 

If Accept, 
A's Lifetime 

If Accept, 
B's Social 

If Accept, 
B's Daily 

If Accept, 
B's Lifetime 

If Reject, 
A's Social 

If Reject, 
A's Daily 

If Reject, 
A's Lieetime 

Ie Reject, 
B's SOCIAE 

Ie Reject, 
B's Daiey 

Ie Reject, 
B's Lieetime 

Yas 

B 

5 

D 

G 

3 

0 

B 

-3 

D 

D 

-4 

D 

Na 

IDO 

G 

3 

100 

D 

3 

-3D 

-15 

-5 

-4 

-B 

-4 

Yas 

B 

-7 

-3 

-ID 

-13 

-4 

— 

— 

— 

— 

— 

— 

Yas 

B 

-7 

-3 

-ID 

-13 

-4 

— 

— 

— 

— 

— 

— 

Yas 

ID 

B 

1 

B 

B 

1 

B 

-G 

-1 

D 

-G 

-1 

Yas 

14 

G 

D 

14 

ID 

0 

— 

— 

— 

— 

— 

— 

? 

ID 

1 

D 

ID 

1 

0 

-4 

-1 

D 

-4 

-1 

D 

? 

14 

D 

D 

2D 

13 

0 

-4 

-4 

D 

-4 

-4 

D 

? 

ID 

5 

D 

ID 

5 

0 

-4 

-3 

D 

-4 

-3 

D 

? 

14 

4 

D 

14 

4 

0 

-4 

-2 

D 

-4 

-1 

D 

Yas 

ID 

1 

D 

ID 

1 

0 

-4 

-1 

D 

-4 

-1 

D 

Na 

5D 

13 

B 

50 

13 

B 

0 

-12 

-5 

D 

-15 

-5 

Na 

5D 

13 

B 

50 

13 

B 

0 

-12 

-5 

D 

-15 

-5 


ns&(^ 

Community Lot only. This social is the 
only may to return to your Sim's lot From 
a Community Lot mhile on a date mithout 
prematurely endiny the date. 

Accepted if Sim A is Attraction-eligible for Sim B 
and Sim B's: 

L MddcI >-ZD, Daily >70, and Lifatima >4D, ar 
’L Maad >4D, Daily >7D, Lifatima 3G-4D, Dutgaing/Shy >7, ar 
1 Maad >4D, Daily >7D, Lifatima 3B-4D, Niaa/Grauahy >7, ar 
k Maad >-20, Daily BI-7D, Qutgaing/Shy >7, and Lifatima >3D. 

Do You Like 
What You See 

♦ Wha: Yaung 
adult/adult/aldar 
ta yaung 

adult/adult/aldar 
nr taan ta taan 





nats 

This social reueals mhether and mhy 
they're attracted to your Sim. See 
Chapter 4 For details. 


Always accepted. 

How Much Money Do You Have? 


♦ Wha: Taan/yaung 
adult/adult/aldar 
ta taan/yaung 
adult/adult/aldar 




mealth, and 


nsts 


The questioned Sim reueals his or her 
mealth leuel mith one oF three "§" 
symbols: § For lorn mealth. §§ For medium 
i§§ For high meaith. 
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Accepted if Sim A is Attraction-eligible for Sim B 
and Sim B's; 


f Mciad >-2D, LifEtime <25, NicE/Grojchy <7, and Daily >5D, nr 

2. Mnad >-2D, LifatimE 21-25, NicE/Grnuchy >7, Daily 3D, or 

3. Mnad >-2D, Lifatimn >25, Daily >45, ar 

4. Mood >40, LifEtlniE >25, Daily 31-45, Nicn/GrEuchy >7, ar 

5. Mnad >4D, LifEtimn >25, Daily 31-45, NicE/Gmuchy <7, 
DutgEing/Shy >B. 


On Date 

♦ Who: Yaung 
adult/adult/nldar 
to young 

adult/adult/nldar 
ar tana to tonn 




nobs 

See Chapter S For details. 


Accepted if Sim A is Attraction-eligible for Sim B 
and Sim B's; 

f Attraatod, Mood >-2D, Daily >15, LifEtimn >7, or 

2. Attraatad, Mnad >4D, Daily >15, LifEtimn l-B, and 
Dutgoiog/Shy >7, or 

3. Attraatad, Mood >40, Daily >15, LifEtimn l-B, Outgoing/Shy <7, 
and Nian/Grouchy >7, or 

4. Attraatod, Moad >-2D, Daily 8-15, Dutgoing/Shy >7, and 
Lifatima >5. 


To Form/Join Casual Group 

♦ Who: Young 
adult/adult/aldnr 
to young 

adult/adult/aldnr 
or tnaa to tnao 


nstL^ 

See Chspter 5 Far details. 

Accepted if Sim B's: 
f Daily >5 and Mood >ID, or 
2, Daily <5 and Lifatimn >D. 




What Are Your Skills? 

♦ Who: Young 
adult/adult/aldnr 
ta young 

adult/adult/aldnr 
or tnaa to tnan 


nm^m 

The Sim uiill reueal his ar her highest- 
ranhing shill in the FallDuiing terms: 

♦ Tm pretty good at...": skill 1-3 

♦ "I'm vnry good at...": skill 4-7 

♦ "I'm an axpnrt at...": skill 8-ID 

IF the ashed Sim has no shills, he or she mill sag 
"I'm not raallg goad at angthing get." 




OFFICIAL GAME GUC€ 


Accepted if Sim B's: 
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L Mood >-2D, Daily >5, and Daily >D, or 

’L Maad >3D, Daily >5, Lifatima -4-D, and Dutgaing/Shy >7, nr 

1 Maad >30, Daily >5, Lifatima -4-D, Dutgaing/Shy <7, ar 
Naat/Slappy >7, nr 

k Mead >-20, Daily <5, Dutgaing/Shy >7, Daily >-5, Lifatima >-2. 

What Do You Fear? 

♦ Whn: Yaung 

adult/adult/aldar ta 
yaung 

adult/adult/aldar 
nr taan tn taan 


Hshed Sim reveals one randomly selected 
Fear, displayed as an icon and as teet. 

Accepted if Sim B's: 

L Maad >-2D, Daily >2D, Lifatima >8, ar 

2. Maad >2D, Daily >2D, Lifatima 1-8, Dutgaing/Shy >7, and Sim A is 
Attraatinn-aligibla, nr 

3. Maad >2D, Daily >2D, Lifatima 1-8, Qutgning/Shy <7, 

Nica/Grnuchy >7, and Sim A is Attraatinn-sligibla, ar 

4. Maad >-20, Daily <20, Dutgaing/Shy >7, Daily >5, and Lifatima >0. 




What Do You Want? 


♦ Wha: Yaung 
adult/adult/aldar 
ta yaung 

adult/adult/aldar 
nr taan ta taan 



nobs 

Rshed Sim reuesls one randomly selected 
Idant. displeyed es en icon end es teet. 

Accepted if Sim B's: 

1. Maad >-2D, Daily >2D, Lifatima >8, nr 

2. Maad >2D, Daily >2D, Lifatima 1-8, Dutgaing/Shy >7, and Sim A is 
Attraatinn-sligibla, ar 

3. Maad >20, Daily >2D, Lifatima 1-8, Dutgaing/Shy <7, 

Nias/Grnuahy >7, and Sim A is Attraatian-sligibis, nr 

4. Maad >-2D, Daily <2D, Dutgaing/Shy >7, Daily >5, and Lifatima >D. 



What Turns You Off? 

♦ Whn: Yaung 
adult/adult/aldar 
tn yaung 

adult/adult/aldar 
nr taan tn taan 


ns 

Rshed Sim reuesls the icon oF their 
Turn Off. 

Accepted if Sim A is Attraction-eligible for Sim B 
and Sim B's: 

1. Maad >-2D, Daily >3D, and Lifatima >2D, ar 

2. Maad >4D, Daily >3D, Lifatima IB-2D, Dutgaing/Shy >7, ar 

3. Maad >40, Daily >3D, Lifatima IG-2D, Dutgaing/Shy <7, and 
Nias/Grauahy >7, ar 

4. Maad >-20, Daily 2B-3D, Dutgaing/Shy >7, nr Lifatima >12. 




prlfn*g*fiiM.coin 
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What Turns You On? 

♦ Who: Yajng 

adult/adult/EldEr ta 
young 

adult/adult/aldar 
nr taan to taan 


nmt,m 

Hshed Sim reueals the icon of ane 
randomly selected Turn On. 

Accepted if Sim A is Attraction-eligible for Sim B 
and Sim B's; 

1. Maud >-2D, Daily >3D, and Lifatima >2D, or 

2. Mnod >4D, Daily >3D, Lifatima 1G-2D, Dutgaing/Shy >7, or 

1 Mood >4D, Daily >3D, Lifatima IB-2D, Dutgaing/Shy <7, and 
Nica/Grouchy >7, or 

k Mood >-2D, Daily 2G-3D, Dutgoing/Shy >7, or Lifatima >12. 



’L Mood >3D, Daily >13, Lifatima -4-5, and Outgoing/Shy >5, or 

1 Mood >3D, Daily >13, Lifatima -4-5, Dutgoing/Shy <5, or 
Nica/Grouchy >5, and 

k Mood >-2D, Daily 11-13, Dutgoing/Shy >7, and Lifatima >D. 


What's Your Sign? 

♦ Who: Young 
adult/adult/aldar 
to young 

adult/adult/aldar 
or taan to taan 


nebe 

SIm reueals his nr her zodiac sign. Zodiac 
sign prouldes a rough estimate oF the 
other Sim's personality traits. See 
Chapter 4 For details on translating zodiac sign Into 
personality traits. 





Hshed SIm reueals the Icon For his or her 
career and his or her specIFIc Job title. 


What's Your Job? 

♦ Who: Young 
adult/adult/aldar 
to young 

adult/adult/aldar 
nr taan to taan 




Accepted if Sim B's: 


f Mood >-2D, Daily >13, and Daily >5. 



niilA OFFICIAL GAME GUC€ 


Accepted if Sim A is Attraction-eligible for Sim B 
and Sim B's: 

L Mood >-2D, Outgoing/Shy >B, and Daily >ID, nr 
Z Mood >-2D, Dutgoing/Shy <G, and Daily >-2D, or 
1 Mood >D, Dutgoing/Shy <G, Daily <-2D, and Nica/Grouchy >G. 

Buy Off 

♦ Who: Young 
adult/adult/aldar 
to young 

adult/adult/aldar 
or taan to taan 
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HQ' 

lilhen a romantic rival [see Chapter 9] is 
trying to muscle in on ynur Sim's date nr 
iDued one, this interaction uiill dispatch 
the intruder for the remainder of the current date. 
Sims can be bought off For §5D. 


Always accepted. 


Bite Neck 

♦ Who: Young 
adult/adult/Eldor 
vampire to 
taen/young 
adult/adult/aldor 
or teen to tean 


n 

Used to convert other Sims into 
vampires. 

Accepted if Sim A is Attraction-eligible for Sim B 
and Sim B's: 

L Daily >ZD and Knawladga Aspiration, or 
’L Not Knowledge Aspiration and Daily >D5, or 

1 Not Knowlodge Aspiration, Daily 8I-D5, and Logic >D, or 

k Not Knowledge Aspiration, Daily BI-80, and Logic >B, or 

i Not Knowledge Aspiration, Daily 41-BD, and Logic >3. 




Kiss Interactions 

Kiss Hand 

♦ Who: Young 
adult/adult/elder 
to young adult/ 
adult/elder nr 
teen to teen 


Accepted if Sim A is Attraction-eligible for Sim B 
and Sim B's: 

1. Mood >-4D, Daily >35, and Lifetime >2D, or 

2. Mood >25, Daily >35, Lifetime 4-20, and Playful/Seriaus >7, nr 

1 Mood >25, Daily >35, Lifetime 4-2D, Playful/Serious <7, and 
Nicc/Grouchy >7, or 

k Mood >-4D, Daily <35, Playful/Serious >7, Daily >5, and Lifetime >5. 



Irritate Interactions 

Bleh!!! 

♦ Wha: Teen/yaung 
adult/adult/elder 
vampire to 
teen/young 
adult/adult/elder 


nsbB 

Sims react uiith the same Fear response 
as uiith ghosts. Dther vampires uiiii 
Sieh!!! bach. 

Always accepted. 
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Throw Drink 

♦ Who: lEEn/yajng 
adult/adult/EldEP ta 
tEEn/young 
adult/adult/EldEP 


Can't be rejected but reactien depends 
an receiving Sim's persanaiitg. 

Can be done seated or standing. 

Always accepted. 

Flirt Interactions 

Check Sim Out 

♦ Who: Yaung 
adult/adult/aldap 
to young 

adult/adult/uldEP 
OP tEEO to tEEO 


no 

Reueais amount of gaur Sim's Httractian 
to a speciFied Sim. Lihe aii Fiirt interac- 
tians, Chech Sim Out aFFects gaur Sim's 
gender preFerence. See Chapter 4 For details. 

Always accepted. 
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Talk Interactions 

Bad Mouth 


♦ Who: Young 
adult/adult/Eldop 
to young 

adult/adult/nldEP 
OP tEEO to tEEO 



iF Sim H is Furious at Sim S [see Chapter 
S], Sim H can bad mouth S to a third Sim. 
Sim C. C uiiii either accept or reject the 
interaction based on Sim C's Ilice/Grauchg [the nicer 
the Sim is, the iess iiheig he or she is to accept Sad 
mouth] and his or her relationships to both B and H. 
The Friendlier the Sim is uiith R. the more iiheig he or 
she is to accept and the Friendlier he or she is uiith 
B, the more Iiheig the Sim is to reject. iF accepted, 
this interaction increases C's Dailg Reiationship uiith 
R and damages it touiard B. iF rejected, C's 
reiationship uiith R decreases. 



Accepted if Sim B's: 

1- Daily >15, NIoe >7, and LifEtimE >ID, op 
’L Daily >15, Nica >7, LifEtimE <ID, and Mood >-ID. 


Slow Dance Interactions 

The slow dance can be done anywhere to any music 
or no music at all. It's just a romantic thing to do. 

Once two Sims are slow dancing, several 
other interactions (detailed) can further affect 
the relationship and/or Date Score. These nested 
interactions can only be done during a slow dance. 

Depending on the receiving Sim's personality 
and how many rejected Slow Dance interactions 
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occur, the other Sim may decide to end the dance. 
How he or she does so depends on personality: 

♦ Mean: Slap ♦ Sariaus: Yell At 

♦ Nice: Cry ♦ Playful: Paka 

All Slow Dance socials are romantic interac- 
tions that will inspire jealousy if another loved 
Sim is present. 


Slow Dance 

♦ Wha: Yaung 

adult/adult/aldar ta 
yaung 

adult/adult/aldar 
nr taan ta taan 


nebs 

Ruailable anyuihere even if there's na 
music source on the iot. 

Accepted if Sim A is Attraction-eligible for Sim B 
and Sim B's: 

L Maad >-GD, Daily >35, and Lifatima >20. 

’L Maad >3D, Daily >35, Lifatima II-2D, Outgning/Shy >7, ar 

1 Maad >30, Daily >35, Lifatima 11-20, Dutgaing/Shy <7, and 
Nica/Drnuahy >7, nr 

k Maad >-BD, Daily 2B-35, Dutgaing/Shy >7, Lifatima >2D. 

Dance Close 

♦ Wha: Yaung 
adult/adult/aldar 
ta yaung 

adult/adult/aldar 
nr taan ta taan 





nstLS 

□niy ausilsbie duriny sioui dance. 

Accepted if Sim A is Attraction-eligible for Sim B 
and Sim B's: 

1. Maad >-3D, Daily >35, and Lifatima >25. 

2. Maad >4D, Daily >35, Lifatima 11-25, Outgning/Shy >7, nr 

1 Maad >4D, Daily >35, Lifatima 11-25, Dutgaing/Shy <7, and 
Niaa/Grauahy >7, nr 

k Maad >-3D, Daily 31-35, Dutgaing/Shy >7, Lifatima >2D. 



Lower Hands 

♦ Wha: Yaung 
adult/adult/aldar 
ta yaung 

adult/adult/aldar 
nr taan ta taan 


nstB 

□nIy eusilsbie duriny slnui dsnce. 




Accepted if Sim A is Attraction-eligible for Sim B 
and Sim B's: 

1. Maad >-2D, Daily >55, and Lifatima >35. 

2. Maad >4D, Daily >55, Lifatima 21-35, Dutgaing/Shy >8, nr 

1 Maad >4D, Daily >55, Lifatima 21-35, Dutgaing/Shy <8, and 
Playful/Sariaus >9, nr 

4 Maad >-2D, Daily 3B-55, Outgning/Shy >D, Lifatima >35. 


Head on Shoulder 

♦ Wha: Yaung adult/adult/aldar ta yaung adult/adult/aldar nr taan 
ta taan 


pflMlBtiiiM.com 
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Only auailable during slaui dance. 


Accepted if Sim 
A is Attraction- 
eligible for Sim B 
and Sim B's; 


1. Maad >-2D, Daily >40, 

2. Maad >30, Daily >40, Lifatima IG-25, Dutgaiag/Shy >7, ar 

1 Maad >30, Daily >40, Lifatima IB-25, Outgaiag/Shy <7, and 
Niaa/Grauahy >7, ar 

k Maad >-20, Daily 31-40, Dutgaing/Shy >7, Lifatima >25. 



and Lifatima >25. 



Smooch 

♦ Wha: Yaung 
adalt/adalt/aldar 
ta yaung 

adult/adult/aldar 
ar taan ta taan 


nStLB 

Only auailable during slnui dance. 

Accepted if Sim A is Attraction-eligible for Sim B 
and Sim B's; 

f Maad >-20, Daily >70, and Lifatima >45. 

2. Maad >30, Daily >70, Lifatima 25-45, Dutgaing/Shy >B, ar 

3. Maad >30, Daily >70, Lifatima 5-45, Dutgaing/Shy <B, and 
Playful/Sariaus >0, ar 

4. Maad >-20, Daily 5B-7D, Dutgaing/Shy >B, Lifatima >35. 
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Self Interactions 


Scope Room 

The Sim scans 
his or her 
current room to 
find the Sim he 
or she finds the 
most attractive. 

Note that this 
social does not 
read Chemistry 
but rather Attraction of your Sim to another. For 
more info, see Chapter 4. 



This interaction should be always available. If 
it's not, your Sim has not yet done anything to set 
gender preference. To set it, do the unrejectable 
Flirt interaction Check Sim Out to any Sim of the 
gender you'd like your Sim to prefer. Thereafter, 
Scope Room will appear on the Interaction menu 
when you click on your own Sim. 


Primp 

This self-inter- 
action increases 
Hygiene and can 
be done when 
standing or 
seated. For most 
Sims, Primp is 
user-directed 
only. For 

Outgoing and Neat Sims and for the Diva and Mr. 
Big NPCs, it is also an autonomous interaction and 
a reflection of their concern with their 
appearance. 



Protected by copyright. Unauthorized or uniawfui copying or downioading expressiy prohibited. 





Chapter? 

New Socials 



If a vampire Primps, he or she will hiss at the 
mirror (which, of course, doesn't show his or her 
reflection) and get a reduction in Comfort instead 
of an increase in Hygiene. Beware, therefore, if 
your vampire Sim is both Outgoing and Neat 
because, unlike other Sims, he or she will Primp 
autonomously, driving down his or her Comfort. 


Object-Based Interactions 

Espresso Bars 

Buy Espresso For 


Click on any 
espresso bar to 
invite for coffee 
any Sim on the 
lot that your Sim 
knows. 


Accepted if Sim B's: 

L Mood >-35, Dutgaing/Shy >G, and Daily >-ID, ar 
’L Mnad >-35, Dutgaing/Shy <B, and Daily >ID. 

Dining Tabies/Counters 

while Sims sit at dining tables or counter islands 
either at home or on Community Lots, they may 
now do several new Dining social interactions. 
These special interactions are marked in the in 
interactions menu with a gold chair-shaped icon. 

For most of these interactions, Sims must be 
seated either next to or across from each other, 



not diagonally. They must also be sitting at the 
table, not scooted back from the table (as a Sim 
does when there's a dirty or serving plate blocking 
his or her place). 


Kiss...Blow Kiss 

♦ Who: Yuung 
adult/adult/Elder 
to young 

adult/adult/oldEr 
nr tEEO to tEEO 


Accepted if Sim A is Attraction-eligible for Sim B 
and Sim B's; 

L Mood >-4D, Daily >3D, and LifatimE >20. 

2. Mood >2D, Daily >3D, LifatimE B-2D, Dutgoing/Shy >7, nr 

3. Mnnd >2D, Daily >3D, LifEtimn G-2D, Qutgoing/Shy <7, and 
NicE/Grnuchy >7, nr 

4. Mood >-40, Daily G-30, Dutgning/Shy >7, LifEtimE >2D. 




Flirt...Caress Hands 

♦ Who: Young 
adult/adult/Eldnr 
to young 

adult/adult/aldEr 
or tEEO to tEEO 


Accepted if Sim A is Attraction-eligible for Sim B 
and Sim B's: 

I. Mood >-4D, Daily >50, and LifEtima >35. 
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2. Mood >30, Daily >50, Lifatima B-35, Dutgaing/Shy >7, or 

1 Maad >30, Daily >50, Lifatime G-35, Dutgaing/Shy <7, and 
Niaa/Orauahy >7, ar 

k Maad >-40, Daily ZG-5D, Outgning/Shy >7, Lifatima >25. 


Flirt...Feed a Bite 

♦ Whn: Yaung 
adult/adult/aldar 
tn yaung 

adult/adult/aldar 
ar taan tn taan 


no&5 

There must be Feed on the teble. 


Accepted if Sim A is Attraction-eligible for Sim B 
and Sim B's: 

1. Maad >-4D, Daily >40, and Lifatima >30, nr 

2. Maad >20, Daily >40, Lifatima G-30, Dutgaing/Shy >7, nr 

1 Maad >20, Daily >40, Lifatima B-30, Dutgaing/Shy <7, and 
Niaa/Orauahy >7, ar 

k Maad >-40, Daily G-40, Dutgaing/Shy >7, Lifatima >20. 




Play...Steal a Bite 
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♦ Whn: Taan/yaung 
adult/adult/aldar 
tn taan/yaung 
adult/adult/aldar 


nstLS 

There must be Feed un the teble. 

Accepted if Sim A is Attraction-eligible for Sim B 
and Sim B's: 

L Maad >-ID and Daily >55, ar 

1. Maad >-ID, Daily 3G-55, Naat/SInppy >B, nr 

^ Maad >-ID, Daily 1-35, Naat/SInppy >4. 



Propose...Surprise Engagement 


♦ Wha: Yaung 
adult/adult/aldar 
ta yaung 

adult/adult/aldar 




This intersctien csn be e mejur dreem 
dete meher ur breeher. 


Accepted if Sim B's: 

L Lifatima >75, Daily >75, and Maad >D, ar 

2. Lifatima 71-75, Niaa/Grnuahy >3, and Maad >D, ar 

3. Lifatima >75, Daily <75, Niaa/Grnuahy >7, and Maad >D. 


Play ...Throw Food 


♦ Wha: Taan/yaung 
adult/adult/aldar tn 
taan/yaung 
adult/adult/aldar 
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note 

IF thB receiuina Sim is Playful, he or 
she uiill Fight bach. There must be Fuad 
□n table. 

Accepted if Sim B's: 

L Mood >-ID and Daily >55, ar 

’L Maad >-ID, Daily 3B-55, and Naat >G, nr 

3. Maad >-ID, Daily 1-35, and Naat >4. 

lrritate...Throw Drink 

See Throw Drink under Irritate Interactions, above. 


Entertain...Toast 



r^otLiP 

In the Toast social. Sim H is the Sim 
proposing the toast. Sim S is any other 
Sim at the table, and Sim C is the Sim in 
uihose honor the toast is being made. 

IF a Sim S rejects the toast, he or she uiill boo 
the toastee. 

Accepted if 


L 

Sim B' 

s Daily to Sim G 

>2D, Sim B's 

Daily to 

Sim A 

>2D, Sim B's 


Mood 

>D, ar 





L 

Sim B' 

s Daily ta Sim G 

>2D, Sim B's 

Daily ta 

Sim A 

>2D, Sim B's 


Mood 

<D, and Sim B's 

Niaa/Grauahy 

' >5, ar 



3, 

Sim B' 

s Daily to Sim C 

>2D, Sim B's 

Daily to 

Sim A 

-D-2D, Sim 


B's Maad >2D, nr 


k Sim B's Daily tn Sim C >2D, Sim B's Daily tn Sim A -D-2D, Sim 
B's Maad <2D, Sim B's Nica/Grauchy >7, ar 

5. Sim B's Daily tn Sim C >-ID, Sim B's Daily tn Sim A >4D, Sim B's 
Daily ta Sim C >3D, and Sim B's Maad >BD, nr 

B. Sim B's Daily tn Sim C >-ID, Sim B's Daily tn Sim A >4D, Sim B's 
Daily tn Sim C >3D, Sim B's Maad <GD, and Sim B's Niaa/Grauahy 
>8, nr 

7. Sim B's Daily ta Sim G >-ID, Sim B's Daily ta Sim A >4D, Sim B's 
Daily ta Sim G <3D, and Sim B's Maad >GD, nr 

8. Sim B's Daily ta Sim G >-ID, Sim B's Daily ta Sim A >4D, 

Sim B's Daily tn Sim G <3D, Sim B's Maad <BD, and Sim B's 
Niaa/Grauahy >8. 

Booths 

Dining booths (specifically the Jacuster's "Last 
Stand" Sectional Booth) contain many of the same 
interactions as sofas plus a few new ones. 
Functionally, they work just like sofa- and bed- 
based interactions; once both Sims are sitting in 
the booth, all available nested interactions 
(marked by a target-shaped icon) show in the 
Interaction menu. 

For all booth interactions, Sims must be 
seated adjacent and can't be in the middle of 
dining at a restaurant. 

Cuddle 

♦ Who: Yuung 
adult/adult/EldEr 
ta young 

adult/adult/aldar 
ar taan to taan 
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Accepted if Sim A is Attraction-eligible for Sim B 
and Sim B's; 

f Daily >45, ar 

2. Daily <45, Nica/Grauchy >7, Lifatima >35, and Maad >5D. 


2. Maad >3D, Daily >5D, Lifatima 2D-35, Dutgaing/Shy >8, ar 

3. Maad >3D, Daily >5D, Lifatima 2D-35, Outgaing/Shy <8, and 
Playful/Sariaus >D, ar 

k Maad >-3D, Daily 3G-5D, Dutgaing/Shy >8, Lifatima >25. 


Hot Smooch 

♦ Whn: Yauag 
adult/adult/aldar 
ta yauag 

adult/adult/aldar 
ar taan ta taan 


Accepted if Sim A is Attraction-eligible for Sim B 
and Sim B's; 

I. Maad >-2D, Daily >7D, and Lifatima >45, ar 

2- Maad >3D, Daily >7D, Lifatima 25-45, Dutgaing/Shy >8, nr 

3. Maad >3D, Daily >7D, Lifatima 5-45, Dutgaing/Shy <8, and 
Playful/Sariaus >3, nr 

k Maad >-2D, Daily 5B-7D, Dutgaing/Shy >8, Lifatima >35. 



Love Talk 


♦ Whn: Yauag 
adult/adult/aldar 
ta yauag 

adult/adult/aldar 
nr taan ta taan 


Accepted if Sim A is Attraction-eligible for Sim B 
and Sim B's: 

I. Maad >-3D, Daily >5D, and Lifatima >35. 



Karaoke Machine 

The new Karaoke machine object enables your 
Sims to invite another Sim to join your Sim in 
a song. 


Sing Duet 

♦ Wha: Taan/ynung 
adult/adult/aldar ta 
taan/yaung 
adult/adult/aldar 


nobo 

Singina duets can contribute to 
Date Score. 

Accepted if Sim B's: 

1- Maad >-2D, Daily >25, and Lifatima >15. 

2, Maad >3D, Daily >25, Lifatima B-15, Dutgaing/Shy >7, ar 

3. Maad >3D, Daily >25, Lifatima B-15, Dutgaing/Shy <7, and 
Nica/Grnuahy >7, nr 

k Maad >-2D, Daily IB-25, Dutgaing/Shy >7, Lifatima >ID. 
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Vampire Coffin 

Dare to Peek 


nBtLB 

Depending on the degree dF the scene, 
this cen csuse peehers tn met their 
pents, Fiee. or die nF Fright. 


Accepted if Sim B's: 

L MddcI >-ZD, NicE/Grouchy >7, LifEtimE >2D, and Daily > 30, nr 

2. Mnad >7D, NiEE/Grnuchy >7, LifEtimn I-2Q, and 
Daily >70, nr 

3. Mnad >-2D, Nicn/GrauEhy <7, LifEtimn >5D, and Daily 
>40, or 

4. Mnad >70, NiEE/GrEunhy <7, LifEtimn <50, Lifatimn >20, and 
Daily >70. 


Photo Booth 

Join in Photo 
Booth 

♦ Whn: Child/ 

tEEn/ynung 
adult/adult/nldEr tn 
nhild/tEEn/ynung 
adult/adult/nldEr 


Car interactions contain 
nested interactions 
including: 

♦ Kiss 

♦ MakE Out 

♦ WaDHaa 

♦ Try far Baby 


Accepted if Sim B's: 

f Mnad >-20, Ninn/GrauEhy >7, Lifatimn >20, and Daily > 30, ar 

2. Mnad >70, NiEE/Grauahy >7, Lifatimn 1-20, and Daily >70, nr 

3. Mnad >-20, Nian/Grauahy <7, LifEtimn >50, and Daily >40, nr 

4. Mnad >70, NiaE/Grauahy <7, LifEtimn <50, Lifatimn >20, and 
Daily >70. 


♦ Wha: Tnnn/yaung 
adult/adult/nldnr 
ta tnnn/yaung 
adult/adult/nldnr 
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whenever Sims venture outside the comfort of 
their cozy neighborhoods, they can always count 
on meeting some interesting new people. Not 
surprisingly, The Sims 2 Nightlife is full of 
extremely interesting new folks. 


This chapter guides you through these new 
characters, outlining what they can (and can't) do, 
and how you can use them to make your Sims' 
lives more interesting, challenging, or successful. 


Social NPCs 


Service NPb 

Gypsy Matchmaker 



This mystical Sim appears on Community Lots 
in base, downtown, and college neighborhoods or 
can be summoned by cell or home phone (using 
the Services menu) to any base or downtown 
neighborhood. 

The Gypsy niatchmaher also drops by your 
Sims' homes the First time you piay the 
iot after instaiiiny this expansion pach. 
She informs you about the handy ReGuVu Porta-Chuy 
potion that's been pieced in each preexistiny Sim's 
inventory. This potion yiues every Sim a Free chance 
to aiter his or her randomiy assiyned Turn Dns and 
Turn DFFs. 


Use any phone to 
summon the match- 
maker to work her 
amorous mojo. 


The Gypsy Matchmaker's primary function is 
to turn two strangers into a match made in 
heaven. Use the Ask for Blind Date interaction 
(specifying which gender you'd like the date to 
be) to retain her matchmaking services. The price 
for this service is not fixed, but rather a donation. 
The truth, however, is that the more you pay, the 
better the match will be. 

♦ §D-§25D: Bad match 

♦ §250-§5DQ: Goad match 



The Gypsy Matchmaker is a purveyor of potions 
and a magical arranger of romance. She's always a 
female elder and can be found by chance in many 
public places and even summoned like any other 
service NPC. Unlike most service NPCs, however, 
she's on call 24 hours a day. 
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♦ §50D: Great match 


□nee the metchmeher errives, any Sim on 
the let can enyaye her servicee. In fact, 
the Sim that called her need not tahe any 
nntice of her at all. Semenne uiill. heuiever, have to 
yreet her or she'll mender nff. 
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How much you pay 
determines the level 
of Chemistry your Sim 
and the blind date 
will share. 


When the matchmaker makes a match, she 
considers every non-engaged/non-steady townie 
(base neighborhood) and downtownie of your 
Sim's preferred gender with whom your Sim has 
no relationship, ranking them by their Chemistry 
with your Sim. The more you pay, the higher 
ranked Sim you'll get as a match. Full price, for 
example, always gets you a high-Chemistry Sim. 
Below §250, you get a Sim with no attraction to 
your Sim at all. 

riBbB 

Recall that Chemistry is the auerage dF 
the Httractian betiueen your Sim and 
another Sim. if yaur Sim is highly 
attracted to a Sim but she's cool in return. 
Chemistry mill be somemhere in the middie. 


This pool includes the Diva/Mr. Big, the Slob, 
most service NPCs (e.g.. Maid, Mail Carrier), and 
(occasionally) the Grand Vampire. 



Boom. Ouch. Hey, wanna go smustle? 




When the deal is done, your dream date 
literally falls from the sky and the date begins. 



The matchmaker is 
your source for two 
very important potions. 


Even if a blind date is not your Sim's 
desire, the Gypsy Matchmaker also 
sells two very useful and powerful 
potions. These potions go into your 
Sim's inventory for use as needed. 

They can be removed by placing 
them on a lot or by drinking them: 

♦ Love Potion #8.5: When consomEil, this 
tEoiporarily incrEOSES othEr Sims' 

Attraction to your Sim. If drunk while 
another Love Potion is still active, it 
causes several had reactions 
including setting other Sims' 

Attraction to your Sim to 
minimum. See Chapter 4 for full 
details. 

♦ Vamprocillio-D: When consumed hy a vampire, this 
potion returns the Sim to normal. If druok by a non 
vampire, it has no effect. 

The Gypsy Matchmaker can be inter- 
acted with like all other service NPCs. This 
means she is potentially marriable/joinable. 
Once a Gypsy Matchmaker becomes part of a 
household, however, she no longer sells 
potions or matchmaking services. 
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Autonomous NPCs 

n lo & s 

Because they're such busy Sims, Seruers, 
Hosts, and DJs are not included uihen 
your Sim Scopes the Room for attractive 
Sims— euen if they are, in fact the most attractive 
Sims on the iot. To find out if a Server, Host, or DJ 
shares yood Chemistry uiith your Sim, use the 
Flirt,,, Chech Sim Out interaction luhen the Sim isn't 
engaged in his duties. To evaiuate Hosts, houiever, 
you have to meet them auiay from uiorh [because 
they're a/zffa</s engaged in their duties]; ashing them 
for a seat adds them to your Sim's Reiationship 
panei, aiiouiing them to be caiied, invited, and Cheched 
Out later. 



Server 

The Server is 
part of the 
restaurant dining 
experience. Once 
your Sims are 
seated in a 
restaurant, the 
Server arrives to take your Sim's order. 


while they wait for 
your Sims to order, 
Servers make small 
talk, building relation- 
ships while your Sims 
make up their minds. 


You can socialize with the Server while he or 
she's on duty, particularly when waiting to take 
your Sims' order. In fact, one of the most efficient 
times for Server socializing is before you actually 
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place an order. The Server waits by your Sim's 
table indefinitely, autonomously chatting until 
you actually order food. 

nsti^ 

Vnu can't do any interactians uiith the 
uiaiting Server, but ynur Sims uiiii be 
buiiding a reiationship as they and the 
server chat automaticaiiy. 

The direct benefit of making nice with the 
Servers is that it reduces the chance of their 
accidentally spilling food on your Sim. 

Relationship with a Server is damaged by 
anything that normally decreases Relationship 
scores but also when you try to leave a restaurant 
lot without paying your bill (even by accident) or 
actually getting caught trying to skip out on the bill. 

Host 

The Host and his 
podium are where 
the restaurant 
experience 
begins. To begin 
dining, click on 
either the podium 
or the Host himself and ask to be seated. 

To end your Sim's meal, click on the Host or 
the podium and elect to pay the bill, use a coupon, 
or attempt to skip out on the bill. Skipping out is 
available only before your Sim(s) finish eating; 
once they're done, the interaction disappears. 

Hosts can be powerful friends because they 
can, on their own initiative, comp all or part of 
your bill on any given visit. The better your Sim's 
relationship with a Host, the more likely he'll be to 
comp the bill and the larger a proportion of the 
bill he'll comp. 
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Relationship with the Host is damaged in all 
the usual ways but also by attempting to leave the 
lot without paying the bill (even by accident) and 
by getting caught trying to skip out on the bill. 

DJ 

The DJ appears 
wherever there's 
a D) booth on a 
Community Lot. 


no 

DJ bDDths on home lots don't coniB uiith a 
DJ nor can you hire one to uiorh your 
Sims' parties. 

Like Baristas and Bartenders, the DJ works 
tirelessly unless your Sim elects to take on DJ 
duties. When one of your Sims mans the booth, 
the DJ wanders the lot, available for socializing. 






Non-Social NPCs 


Restaurant Cook 


wherever there's 
a restaurant 
stove, there's a 
restaurant Cook. 
The restaurant 
Cook has one 
function: fill 
orders in the 



restaurant. He can't be distracted from this duty 
nor drawn into any interaction whatsoever. There 
is one way to add a Cook to your Relationship 
panel and fully interact with him, but it's a matter 
of chance: get him as your Sim's blind date from 
the matchmaker. 


Downtownies 


Hrs. (rumplebottom 

Mrs. Crumple- 
bottom is, as 
she'd freely 
admit, a busybody 
and a prude. You 
may be surprised 
to know, however, 
that she has 
interests beyond 
verbal tirades and purse beatings. 

The curmudgeonly elder Sim shows up 
frequently but at random on any Community Lot in 
any kind of neighborhood. Generally, she wanders 
the lot behaving like any other townie-until, that is, 
she spies a public display of afFection. 

The very sight of open canoodling sets her 
blood aboil and compels her to make an example 
of the offending exhibitionists. If any romantic 
interaction is performed in the same room when 
she isn't otherwise engaged (more on that later), 
she'll hustle right over, deliver a very stern 
lecture, and (unless it's physically impossible) 
repeatedly wallop your Sim with her purse. This 
withering handbag assault drives down your 
Sim's Comfort and severely impacts any current 
outing or date score. . 
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IF yaur Sim's date is flics sr has a Family 
Hspiratian, the damage From getting 
Crumpiebettam-ed is lessened but still 
pretty seriaus. IF the date is Hlean ar has a 
Papularity ar Ramance Hspiratian, the harm uiiii be 
even uiarse. 


Mrs. Crumplebottom offers only limited inter- 
actions and isn't marriable/joinable. Attempting to 
interact with her is, in fact, another opportunity to 
witness her disdain for other Sims. Try to chat her 
up and she'll wag her finger at your Sim or whip 
out her knitting and tune him out completely. 



Crumplebottom doesn't just hate PDAs, she 
also blows a gasket when Sims are inappropriately 
dressed. If your Sim is hanging around a 
Community Lot in undies or swimwear (even if 
there's a pool), they'll be prime targets for Mrs. 
Crumplebottom. 

Clearly, her presence makes having a 
successful date a bit more challenging. If you spot 
her on the lot, be careful to hold your romantic 
interactions until she's out of the room. Alas, the 
time limitations of dates don't always allow for 
this kind of discretion; you have to take your 
opportunities when they arise. 


I' f 


ne' 

Recall that a roam is deFined in the game 
as any space delineated by malls and 
accessed through either a door or an 
arch. Hnything beyond any entrymays is a diFFerent 
room. Iilhen outside, the entire outdeer area is a 
single room, though distance can mahe a diFFerence. 
Reyond a certain distance, a Sim is tee Far amay to 
react euen iF she is in the same room. 


The good news is there are a few things she 
loves more than imposing her moral code on others: 
bowling, drinking at bars, and playing cards. A lot 
with any of these features will keep her quite busy 
and her nose out of your Sim's business. If you spy 
her in the bowling lanes, at the card table, or bellied 
up to the bar, smooch away! 

As befits her behavior, Mrs. Crumplebottom's 
personality is Mean, Neat, Shy, and Serious. 
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Grand Vampire 

The Grand 
Vampires (one 
male and one 
female) appear 
at random on 
Community Lots 
but only in 
downtown neigh- 
borhoods and 
only at night. 

When the sun 
rises, they emit 
smoke and flee 
the lot for the 
protection of 
their coffins. 

While on the 
lot, however, they behave largely like any other 
Sims except for their occasional tendency to turn 
into bats and greet Sims with a hearty "Bleh!!!" 

Grand Vampires offer the full range of interac- 
tions and can be befriended and married/joined. 1^; 
however, your Sim develops a relationship with a 
Grand Vampire (Daily Relationship toward your Sim 
40 or higher, depending on your Sim's Logic skill), 
there's a chance the vampire will do the Bite Neck 
interaction, turning your Sim into a creature of 
the night. 

Find full information on the life of the Sim 
vampire in Chapter 10. 
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Diva/Mr. Big 

The Diva and Mr. 
Big are poten- 
tially lucrative but 
difficult dating 
challenges. 
Manage to 
marry/join them 
and their fortune 
and top-level 
income become 
part of your 
household. 
Getting there, 
however, may 
be difficult. 



nsts 

In all respects save sender and 
appearance, nir. Big and the Blue are 
identical. 

HIsd, the names "Diua" nr "Hlr. Big" refer to 
them as characters. In the actual game, theg're 
given unique first and last names. 

Functionally, these Sims are just like any 
other townie, but their distinctive appearance 
is your clue to much more about them. For 
example, all Divas and Mr. Bigs share the 
following characteristics: 



♦ Aspiratian: Fartuna 


♦ Dutgaing/Shy: ID 

♦ Nica/Grauchy: D 

♦ Wealth: §§§§ 


♦ Canaan: Slaakan ID (Pnafassianal Party Guest) 

♦ Signatune Behavian: Pnimping, Bnagging, Flirting with athen Sims 

♦ Best Dating Activity: Dancing in a Gnnup, Dates Out 


The Slob 


The Slob isn't as big 
a prize as the 
Diva/Mr. Big, but is 
a... urn... challenge 
nonetheless. 

All Slobs, regard- 
less of gender, share 
these characteristics: 

♦ Aspinatinn: Pleasune 

♦ Active/Lazy: D 

♦ Neat/Slcppy: D 

♦ Wealth: § 

♦ Canaer: Slacken 2 (Gas 
Staticc Attendant) 



♦ Signatune Behavian: Farting, Spitting, Belching, SInppy Eating 

♦ Best Dating Activity: Dining, Gnuple Dancing, Dates at Heme 


Downtownies in General 

The randomly generated townies that inhabit 
downtown neighborhoods are basically the same 
as those in base neighborhoods, but they make 
somewhat better "catches." 

They always have level 6 or higher jobs and 
more money and higher skills than the average 
base neighborhood townies. 

The trick, however, is figuring out which Sims 
are downtownies and which are plain old townies 
from your base neighborhood. If you've been 
playing a neighborhood for a long time, you'll 
probably recognize most or all your base neigh- 
borhood townies, so any unfamiliar faces are 
likely downtownies. 

The most reliable way to pinpoint a 
downtownie is to use Ask interactions to 
determine their skills. If none of their skills are 
very high, they're not a downtownie. 

.con 
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Chapter 9 




The dynamics that govern how Sims relate to one 
another are rich and wonderfully complex. Now, 
however, that tapestry has just gotten a bit richer 
and more intricate with three new wrinkles: the 
furious state, rivals, and contacts. 

This chapter explains these new relationships 
and how they fit in both the game and the other new 
features of the The Sims 2 Nightlife expansion pack. 


The Furious State 

In days past, Sims didn't hold grudges. Sure, acts 
of betrayal or physical violence would severely 
damage relationships, rendering previously 
routine interactions out of reach until the 
relationship could be mended. No matter the size 
of the affront, however, there was no lingering, 
seething anger for wrongs done. 
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That fiery thought 
balloon means this is a 
furious Sim. 


With the new "furious state," however, Sims 
will remember slights and outright assaults for a 
fixed time and react accordingly to a Sim who's 
done them wrong. 

When a Sim (let's call him "Sim B") does 
something offensive to your Sim ("Sim A"), your 
Sim can become furious at that Sim. This means 
Sim A's Daily and Lifetime Relationships with the 
offending Sim B are temporarily-often dramati- 
cally-reduced. 

The amount of the reduction and the duration 
of the effect are both proportional to the degree 
of the wrong. Getting slapped, for example, causes 
a small and brief reduction, while being caught 
cheating triggers a massive, long-lasting drop. 

nst.B 

If Sim B does mare than one Fury- 
inspiring act. the Furious states don't 
piie up. instead, if a iater Furious state 
has a greater impact than the eeistina Furious 
state, it replaces the previous one. if. on the other 
hand, the existing Furious state is greater than the 
neiu one. the neui one is ignored. 



When your Sim is furious at another Sim, that 
Sim's portrait is tinted red in the Relationship 
panel until the effect subsides. Further, the Daily 
and Lifetime Relationship score of your Sim 
toward the offending Sim will be shown in its 
reduced state. 
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Over time, the furious state decays and 
slowly restores the points deducted from the 
Relationship scores. The effect, however, never 
reaches zero until the act's duration has passed. 


As a fury ages, the red color recedes counterclockwise. 


As the furious state's duration passes, the red 
tint sweeps away counterclockwise. When there's 
no red left, the furious state is done. 

Both the portrait and the Daily and Lifetime 
Relationship numbers will return to normal when 
the furious effect wears off Note, however, that 
the relationship numbers may not be exactly what 
they were before the affront; any interactions 
your Sim has had with the object of his or her fury 
during the furious state will change the 
relationship. 

nmt,m 

IF yau're not mindful uF luhat Furiuus 
Sims are dainy. they can serinusly 
uinrsen their relatinnship uiith an 
□FFending Sim. They'll pich Fights, shnue, and be 
generally unpleasant if they're eF the correct 
temperament. Thus, uihen the effect uiears oFF, the 
lifting oF the Furious state may not improve the 
relationship too much thanhs to any damage done 
under its influence. 

Furious State Aging 

The furious state's duration ages any time either 
Sim A or Sim B is present in the household or 
Community Lot you're playing. Aging happens 
while either Sim is present as a playable Sim, a 
visitor, a walk-by, or as a non-playable townie on a 
Community Lot. 




Apologizing makes a 
furious state pass more 
quickly. 


There is one other way to accelerate the 
aging of a furious state. The furious state is 
reduced when Sim B performs the Appreciate... 
Apologize interaction. Though your Sim may do 
this social as many times as you like, it affects the 
furious state only once per hour. Other uses after 
the one per hour have the normal relationship 
effects but won't impact the furious state. 

Acts That Invoke the Furious State 

Several actions cause the furious state, each with 
a distinct impact (the amount it reduces Daily and 
Lifetime Relationship) and duration (how long the 
effect will last). 

nst5 

Beth a Furicus act's impact and duration 
can ha altered From the numbers beloui 
based on the Furious Sim's nice/Grouchy 
personality. H grouchy Sim [nice/Grouchy G] sees a 
larger impact For a longer time [+SG!li] luhile a nice 
Sim (nice/Grouchy 1G] sees both a shorter impact and 
a quicher duration [-SG%], Sims uiith nice/Grouchy S 
uiill see the effect as detailed beloui and Sims uiith 
scores above and beloui S uiill see proportionally 
larger changes the closer they are to the eetremes. 

Hdditionally, if the Furious Sim is a child, the 
duration oF his Fury mill be shorter still than the 
number listed belom, even mhen accounting For the 
child's nice/Grouchy trait. 
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Events that Trigger the Furious State, Strength and Duration 

Furious Event Strength Duration 


(-Daily and -Lifetime) (in Hours) 


Be Broken Up with (Marriage) 

175 

33B 

Be Broken Up with (Steady) 

IDO 

IBS 

Be Burgled (toward Burglar) 

I5D 

33G 

Be Left at Altar 

175 

33G 

Being Stood Up 

5D 

48 

Conflicting Date Jealausy 

125 

IBS 

Date cauldn't pay far dinner 

5D 

48 

Date Jealousy (toward Sim B) 

125 

IBS 

Date Jealousy (towards Sim C) 

75 

BG 

Family Member Cheated (toward cheater A) 

75 

72 

Family Member Cheated (toward cheater C) 

5D 

72 

Fight.. .Attack, lost 

75 

72 

Fined (toward Fireman or Police) 

IDO 

72 

Get Cheated on (toward cheater A) 

125 

IBS 

Get Cheated on (toward cheater B) 

75 

BG 

Got Drink Thrown in Face 

30 

12 

Got Shoved 

25 

3B 

Got Slapped 

5D 

48 

Had ta clean samebody's puddle 

25 

12 

andis Neat/Sloppy > 7 



Last a game and is Nice/Grauchy < 3 

25 

3 

Viewing a laved one's Date reward abject 

75 

G 


IF Sim H is in a romantic relationship uiith 
Sim S and goes on a date uiith Sim C 
uiithout S's hnouiladga, H can still get in 
trouble For the indiscretion. IF H gets a Date reuiard 
From C and places it in the household [as opposed to 
in his inuentorg] or iF S tahes deliuerg oF the object, 
it inspires Jealousg Just as it mould iF S stumbled 
upon the date in progress. Fittingig, this also mahes 
the cucholded Sim Furious at Sim H. 
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Effects of the Furious State 

A furious Sim can be pretty darn angry. Several 
behaviors and effects result from a furious state. 


Two Sims, so recently 
friends, can attack 
each other mere 
moments later if one 
is furious. 


♦ Furious Sims frequEotly show a flaming thaught ballaan of the 
Sim at whom thay'ra furious and an icon raprEsanting tha 
affansE about which thay'ra furious. 

♦ Furious slaaping Sims draam af tha offandar with tha same 
flaming thought balloon. 

♦ Whan a Sim is furious, all iataractinns normally rasarvad for 
Enamias (a.g., Attack) bacoma automatically available ragardlass 
af ralatianship lavals. 

♦ If tha affanding Sim is a playable Sim, any Sim who is furious at 
him ar her can randomly walk by his or her house and cammit 
an act af vandalism. The furious Sim may kick over the trash 
can, steal the newspaper, ar kick ar steal a flamingo nr gnome. 

♦ If Sim B attempts ta interact with Sim A and Sim A rejects, Sim 
A will show a fiery thought balloon. 

♦ If Sim A and Sim B are both in the same roam, thara's a gaod 
chance Sim B will be "driven" from the room by the shear social 
awkwardness. Thasa "bad vibes" accur because all advertising 
scores for every object and interaction in the room inhabited by 
the furious Sim drop for Sim B (a.g., the IV doesn't advartisa as 
much Fun ta B as it narmally wauld). Thus, actions outside the 
room have greater attraction despite being farther away. The effect 
you SEE, however, is Sim B staying out of an angry Sim As way. 

♦ A furiaus Sim has a new interaction: Talk.. .Bad Mouth. This allows 
the furious Sim to talk smack abaut Sim B to another Sim. For 
full detail on Bad Mauth, see Chapter 7. 
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♦ Furious Sims aro vary likely ta bacama romantic rivals and try ta 
horn in on an affanding Sim's data or loved one. 


Rivalry 

Alls fair in love and war and that's why Sims can 
become romantic rivals. 

If your Sim is on a date or has a Crush, 

Steady, Love, or Married relationship with a Sim 
who's present on the lot, it's possible that some 
other Sim will try to horn in on your Sim's beloved. 
How does it happen and what can your Sim do 
about it? 


How Rivals Are Hade 

A rival ("Sim C") will set upon your Sim's ("Sim A") 
love interest ("Sim B") if he or she is attracted to 
Sim B. How attracted Sim A has to be to behave in 
this unseemly manner, however, depends on 
several different qualifications. 

In all the cases listed here land in any 
case dF rivalry], all three Sims— your Sim, 
his or her date/parameur, and the rival- 
must be present on the same lot. 

♦ If Sim C is furious at Sim A, ha or she will hit an Sim B if ha or 
she is at least nautrally (-ID) attractad to Sim B. 

♦ If Sim C is not furious at Sim A but is oot a friand of Sim A, Sim 
C will hit DO Sim B if ha or she is vary straogly (I5D) attractad to 
Sim B. 

♦ If Sim C is a friaod af Sim A and isn't furious at Sim A, Sim C 
will navar hit on Sim B. 

♦ If Sim C is marriad/joinad/staadiad, Sim C may still hit an Sim B 
but tha raguirad Attraction will ha greater (increased by 2DD). 



♦ If Sim C is marriad/joined/staadied and a Family Aspiration Sim, 
Sim C will never hit on Sim B. 

♦ If Sim C is a Romance Aspiration Sim, all required Attractians 
are lawerad, meaning it takes lass Attraction (reduced by 75) for 
them to become rivals. 

nabis 

lilhen Sim C becomes a romantic rival, 
romantic interactions uiith Sim B 
advertise to Sim C at an amplified level, 
mahing them more attractive interactions than 
they'd be otheruiise. 

Dealing with Rivals 

If a rival moves in on your Sim's date/paramour, 
there are three things your Sim can do: 


Greasing a rival's 
palm gets rid of him 
for a while. 


♦ Influence: If you have enough Influence (I, ODD points), using the 
Influence to. ..Leave Us Alone social will keep him away far at 
least six hours. As with all Influance intaractions. Daily 
Relatianship must be above -5D. 

♦ Bribery: Using the Buy Dff interaction, you can pay a rival to go 
away for at least six haurs. The amount required to buy him off 
is §5D. 

♦ Fisticuffs: To permanently eliminate a romantic rival, your Sim 
can USB the Fight.. .Attack interaction. This social is always 
available an romantic rivals but the narmal rules apply ta who 
will win (usually the Sim with higher Bady skill). If year Sim wins, 
the rival get a memory of the shameful event and will navar be a 
rival to your Sim avar again. If your Sim loses, the other Sim 
continues to be a romantic rival. 

Pfin«9MiM.coin JQj 
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A fight isn't the only 
answer btit, if a rival is 
being particularly 
persistent, it may be 
the best one. Just make 
sure your Sim has 
higher Body skill. 


n D & ^ 

Though the Fight mag seem lihe a good 
solution, remember that Date score can 
be damaged euen iF gour Sim mins the 
Fight. IF the date is. For eeample, uery Dice and a 
Family Sim, the Fight mill bring domn Date score. IF, on 
the other hand, the date is uery mean and a Popularity 
Sim, the Fight mill substantially help the Date score. 

Contacts 

After an outing or a date, your Sim may get a call 
from a Sim he or she doesn't know, thus creating a 
temporary relationship called a "contact." 

Contacts can be extremely useful for the social 
game but also for other aspects as well. 

The calling Sim explains that he or she is a 
friend of one of the Sims from the previous 
outing. For the next several hours-depending on 
how good the date or outing was-this Sim (whom 
your Sim has yet to actually meet) is added to 
your Sim's Relationship panel as a contact. 




Date/Outing Score and Resulting Contact Duration 


Date Score Dating Scare Contact Duratian 


DK 

Go-Sa 

12 hears 

Gaod 

Fun 

24 hnurs 

Great 

Guper 

48 haurs 

Dream Date 

Rackin' 

52 haurs 
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Contacts appear in your Sim's 
Relatinnship panel mith their portraits 
shaded blue. Iilhen their contact status 
runs out, they lose their blue hue and become 
normal acquaintances. The erstmhile contact 
remains in the Relationship panel at mhateuer 
Daily/LiFetime Relationship he or she mas mhen the 
contact period ended euen IF your Sim has still 
neuer met him or her. There's some decay From the 
initial relationship numbers, depending on horn long 
the contact period lasted. 

IF, during the contact period, your Sim becomes 
Furious mith a contact, the contact period ends and 
is replaced by the Furious state. 



Contacts display m the 
Relationship panel 
much like rivals, but 
they're colored blue 
instead of red. 


F«it OUli 

I’lU* yta !• 41 1>4> II • 


... 



Contacts are kind of like temporary friends. 
From the moment they become a contact, your 
Sim has an elevated Daily (+30) and Lifetime 
(+10) Relationship with the contact even if they 
never subsequently interact. Thus, your Sims can 
begin relationships with contacts using far more 
potent interactions than with Sims they barely 
know. Even more importantly, though contacts 
aren't actual friends, they count toward the 
number of friends needed for job promotion and 
Influence capacity. 
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jRious, Rivals, and Contacts 


a nSlLB 

Because centacts are temporary, they 
mahe a useful but shahy Foundation For 
your career and Influence yame, thouyh 
they're more problematic For the latter. 

Friends required For jobs matter only at the 
time oF promotion; Falliny beloui the required number 
oF Friends after the promotion doesn't result in a 
demotion. IF. therefore, a contact eepires before 
your Sim actually befriends him. your Sim uion't lose 
any promotions yained thanhs to the contact's 
contribution to your Sim's Friend count. ¥our Sim 
uion't. houieuer. be eliyible For promotion ayain until 
he or she replaces the eepired contact and meets 
any additional Friend requirements. 

Friends required For Influence capacity, 
houieuer. are more precious. IF a contact expires, 
reduciny your Sim's Friend count, and your Sim's 
number oF Friends is no lonyer enouyh For his or her 
current Influence capacity, that capacity leuel and 
any Influence points amassed uiithin it are lost. 

The lesson is: don't base your Friend count too 
much on contacts, and befriend contacts before 
they expire. 

The best way to handle contacts is to make 
them actual friends as quickly as you can. Interact 
with them extensively and promptly; their signif- 
icant initial relationship with your Sim should 
make that easy. When your Sim achieves an actual 
friend relationship, losing the contact status has 
no effect save the change in the color of their 
Relationship panel portrait. 


Influence can be 
elevated if you 
have a lot of 
contacts, but it's a 
temporary boost 
unless you quickly 
turn your con- 
tacts into friends. 



Fortunately, contacts try to make socializing 
easy. The first time a contact calls, he or she will 
invite your Sim on a new outing. 



If you choose to go on this 
outing, waiting for you at the 
destination will be the new 
acquaintance and the mutual 
friend mentioned in the 
phone call, along with either 
other members of the 
previous outing's group 
or a random 
selection of Sims 
your Sim knows. 


nstB 

Vdu may. oF caurse. 
chDDse to not send 
your Sim an the 
centact's eFFered autiny 
uiithaut impactiny the 
relatienship uiith the contact. 
Vou mill, homeuer. miss an easy 
opportunity to socialize mith 
the Sim mhile he or she is still 
a contact. 


lNMpaM.com 
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Chapter 10 



Something fearsome and dark has invaded your 
Sim's neighborhoods from the shady recesses of 
downtown. These undead beasts, few in number at 
first, can spread in time into every quiet street 
and sleepy cul-de-sac of your Sims' world. 


The good news is vampires are a load of fun 
to be around and, frankly, to become; the cure is 
just a matter of buying a potion. Sure being a 
creature of the night requires compromises and 
some changes in routine, but there's no better 
nightlife than the undead nightlife. 

This chapter explains how to become a 
vampire, how Sim existence is different for 
vampires, and how to stop being one. 


Becoming a Vampire 

when you first install the The Sims 2 Nightlife 
expansion pack, there are only two vampires in 
each downtown neighborhood: the male and 
female Grand Vampires. These shadowy figures 
appear at random, exclusively on downtown 
Community Lots 
and, of course, 
only at night. 

A vampire. In fact, this 
IS one of the original 
Grand Vampires. 


Vampires can be recognized by their pale skin, 
red eyes, and fangs. The Grand Vampires in 
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particular are iconically dressed in "classic" 
vampire garb and their names are always 
preceded by either "Count" or "Contessa." 



After a while, any Sim 
can be vamped, making 
them look something 
like this. 



no' 

Functionally, vampire "shin" is not actually 
a shin but rather a luhnie body tattoo. 
Thus, it cannot be passed on genetically or 
used as a shin tone For neui Sims or in Body Shop. 


Get too friendly with 
the local creatures of 
the night and your Sim 
will become one too. 

If one of your 
Sims builds a 
sufficiently high 
relationship with 
a Grand Vampire 
or any of their 
undead progeny- 
after at least one 
of your playable 
Sims has been 
bitten, others 
can also be bitten 
and become 
vampires. Once 
that happens, 
the whole 
neighborhood 
is fair game. 
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It is possible to hsue an [almost] entire 
neighborhood oF uampires but it uion't 
happen automaticallg. Because touinies 
are not replaced uihen theg are "uamped," the 
population is not affected bg the number of 
uampires in its midst. To completeig uamp a neigh- 
borhood, houieuer, gour plagable Sims mill have to do 
most of the biting because tomnie uampires 
[including the Grand Uampires] can conuert onig 10 
percent of the populace. Euan mith diligent nape- 
biting. homeuer, gou can't mahe BUBry soul in the 
neighborhood into a uampire because angtime an 
nPC [e.g.. Gardener or niaid] is uamped. he or she 
gets replaced bg a liuing Sim. Vour uampire utopia 
mill Just haue to mahe do mith a marm-blooded 
seruice sector. 

The Grand Vampires will not autonomously 
bite any Sims until one of your playable Sims has 
been bitten. After that, they and any townies 
they vamp will build relationships and bite other 
townies freely but only until about 10 percent of 
the Sims in a neighborhood are vampires. Once 
this ceiling is reached, any further vampire 
expansion must be done by you and your 
playable Sims. 

ns&5 

liJhether gour Sim mill get bitten bg a 
uampire depends on seueral Factors 
including gour Sim's Dailg Gelationship 
mith the uampire [the higher it is, the greater the 
chance of a successful bite], mhether gour Sim is a 
Knomledge Hspiration Sim [Knomledge Sims get 
bitten at lomer Dailg Gelationships], mhether the 
uampire is the correct age and non-Familg 
[required For some but not all conditions], and your 
Sim's amount oF Logic shill [the higher the Logic, 
the greater the Daily Gelationship must be]. See 
Chapter T for details. 




Once your Sim is bitten, he or she immedi- 
ately becomes a vampire. 


Vampires at Night 


Sim vampires at 
night can party 
nonstop; their 
Needs never decay. 


When the sun goes down, there are no more 
ardent revelers than the vampires. Unlike your 
average Sim, vampires can party all night without 
needing to eat, sleep, go to the bathroom, or 
shower; their Needs don't decay after sunset. 

nabs 

This doesn't mean that uampires can't be 
in a bad Plood, Just that their Deeds 
don't naturally decline ouer time. Dbjacts 
and interactions can still deplete their Deeds and, 
thus, drag domn their Plood. 

Furthermore, any Deed depletion that occurred 
during the daytime has to be replenished before 
Deeds and Plood can be full. For BKample, if a uampire 
neaded to use the toilet Just before sunset, he or 
she still needs to after sunset; the Deed Just mon't 
get any morse. To Fulfill the Deed and stop its 
domnmard pull on his Plood, he or she still must tahe a 
potty breah. 

Thus, until the sun comes up in the morning, 
vampires have the unusual luxury of doing 
anything they please without having to stop to 
tend to their Needs. 

p«lMQMiM.eom 
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Such a state makes socializing easier because 
(once they top off any Needs depleted before 
sunset) vampires' Moods are always high. It can 
also make promotions easier to get because a 
vampire can work skills without interruption or (if 
their job starts at night) always leave for work 
with a top-shelf Mood. 


Vampires in the Daytime 

when the sun rises in the morning, vampires 
become just like any other Sim. . . if, that is, every 
other Sim bursts into flames when standing 
outside-which they don't. 


A vampire in the sun 
begins to sizzle and 
smoke. Wait too long to 
get her inside and she'll 
be history. 



If vampires venture outdoors or are caught 
outside when the sun rises, something very dire 
happens-their Needs begin to drop very, very 
quickly. If they remain in the sunshine until their 
Needs reach rock bottom, they'll suddenly 
combust and die (again). 



H sun-destroyed uempire can still be 
brought bach to life by the Resurrect-D- 
flomitron From the <l>The Sims B 


Uniuersity<l> SKpansion pach. The resurrected Sim 
comes bach as a uempire or, if you don't spend 
enough money on the resurrection, as a zombie 
uempire. Rot that me recommend such a cruel Fate, 
but thinh oF the possibilities! 



Going to a day job can 
be very painful for a 
vampire Sim. 


Attached garages, 
however, really come in 
handy because your 
Sim can go from house 
to car without going 
outside. 


Vampires should, therefore, venture outside 
only when absolutely necessary. If, for example, 
the vampire Sim has a job during the day, he or 
she can still go to work, but the run to the car 
could be harrowing. 

■^IP 

niahe sure a uampire's Reeds are Filled 
beFure running For the carponl during 
daytime. IF his nr her Reeds are ton Inm 
mhen he or she leaves the house, he or she might not 
mahe it to the shelter oF the car. 

Uampires should consider houses mith attached 
garages so they can go directly From the house to 
the car mithout brauing daylight. Thus can they avoid 
the niood-damaging Reed decay an route to morh and 
its negative impact on Job promotion. 


A vampire can function 
during the day, but he'll 
have to spend a lot of 
time tending to his 
faster-than-normally 
decaying Needs. 
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As long as a vampire stays inside, his or her 
Needs decay faster than normal Sims, but not as 
precipitously as they would outdoors. 

note 

The light From uiindeuis dees net affect 
uampire Sims indeers, se there's ne 
need to dram the biinds or paint the 
mindams biach. 

Hisn safe is a Sim's car, even if it's parhed 
□utdonrs. lilhile sitting in the car. the uampire is 
considered indoors and therefore subject to 
uampire indoor [Faster than normai Sims' but siomer 
than in sunlight] Peed decag. 

Vampires do have one advantage during the day 
that can stop their daylight Need decay: the coffin. 

The Vampire Coffin 
(a.k.a. "the Deep Sieeper") 

The coffin allows your 
vampire to take refuge 
during the day and 
freeze their motive 
decay until sunset. 


When vampires sleep in a coffin, their Needs stop 
decaying just as they do at night. Meanwhile, the 
vampire's Comfort and Energy replenish just as 
they would in a normal bed. Of course, they can't 
do anything productive during this time, but 
nobody said being a vampire makes life simpler. 

If you choose, you can use the cofFin to rest 
your vampire all day, only bringing him out at night 
when he's at the peak of his abilities. This is thanks 
to the special way vampires sleep in coffins. 





nsts 

During the dag, uampires neuer accept an 
inuitatian nr a date uia phone. 


Normally, an undisturbed Sim sleeps in a bed 
until his or her Energy Need is full, arising 
automatically when fully rested. Vampires in 
coffins, however, stay in their coffin until sunset 
even if their Energy Need is fulfilled. When the 
sun goes down, they arise of their own initiative. 



n B b ^ 

Vou can roust a slaaping uampira 
aarig bg using tha Hrisa intaraction on 
tha coffin. 


During the day, 
most vampires are 
drawn to sleeping in 
the coffin. Because 
doing so prevents your Sim 
from unwisely wandering 
outside in the sun, this can be the 
safest place to be. 


tip 

IF uampiras uiant to lilooHoo 
at homa. thag still naad a 
doubla bad [or a car]; 
coffins arc singia bads onig. 


riBbi^ 

Find full details on 
the coffin bed in 
Chapter B. 
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Other Vampire Facts of Life 
(err...Death) 


Curing Vampirism 


nBbo 


♦ Can turn athar Sims intn vampiras with tha Bita Naak saaial. 

♦ Hava twa spaaial madas nf laaamntian: Stalk Hara and Fly Hara. 
Fly Hara transfnrms ynur Sim intn a bat and is aspaaially usaful 
baaausa (lika talapnrt) it's instantananus and ignaras an intar- 
vaning abstaclas and nbjacts. 

♦ Dnn't aga; thay (with twa axaaptians) ramain in thair currant aga 
grnup faravar. If, hawavar a taan vampira gaas tn callaga, ba ar sha 
bacamas a ynung adult vampira. Likawisa, a vampira whn graduatas 
fram callaga bacamas an adult. Thay will, hawavar, navar aga again. 

♦ Can't starva tn daatb ar drawn. 


♦ Can raprnduca. Vampirism is net haraditary and pragnant 
vampiras hava nnrmal childran. 

♦ Prnduca a spacial sat af phatas wban thay usa tha phnta 
baath abjact. 


Once a vampire Sim 
consumes a vial of Vamprocillin- 
D, he or she instantly returns to 
normal. If a non-vampire drinks 
this potion, it has no effect but 
does disappear from his or her 
inventory. 

If you want to cure a non- 
controllable Sim and your Sim 
has sufficient influence, he or 
she can influence another Sim 
to take Vamprocillin-D. 


Several other interesting realities come with being 
a vampire. 


Vampires cast no 
reflection. Creepy! 


Vampires: 

♦ Dan't raflact in 
mirrors. 

♦ Hava thair own 
Irritata social: Blahlll 


IF you uiant to summon the matchmaher in 
order to buy a potion, you're stiii calling 
her For matchmahing seruices. Dnce she 
arrives, houieuer, she's auaiiabie For either service 
and there's no obiigation to set up a blind date. 


Vampirism can be cured at any time by buying a 
vial of Vamprocillin-D from the Gypsy 
Matchmaker. The potion can be 
bought when your Sims 
encounter her on a Community 
Lot or by calling her to your 
Sim's home. 


One of the coolest 
vampire abilities is the 
Fly Here mode of 
travel. You may not 
recognize your Sim in 
this state, but she'll get 
where she's going 
really fast. 
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tip 

Because 
potions are 
hept in your 
Sim's inventory rather 
than consumed immediateiy, you 
can buy a vial oF Uamprociiiin-D any 
time and use it iF your Sim needs 
to be cured quichiy. Vou can even 
buy in buih (up to IS botties]. 






Chapter II 



The more varied kinds of lots you'll want for your 
downtown call for new features in Build mode. 
This chapter lays out the various new features 
and refined existing features that you'll see in The 
Sims 2 Nightlife. 


New Lot Sizes 

Several new lot sizes, big and small, expand your 
possibilities by granting you different canvases on 
which to create your architectural work of art. 



The new lot sizes add new dimensions to your community and 
residential spaces. 

♦ 3x1: §3QD 

♦ 2x4: §4,2DD 

♦ 2x2: §I,GQD 

♦ 5x2: §5,5DD 

♦ 2x3: §2,3DD 

♦ 5xB: §I8,5D0 


1/2 Walls 

1/2 walls are a brilliant way to break up a space 
without creating a new room. 


Use 1/2 walls to 
partially delineate 
a space within a 
larger room. 


These new dividers are found within the Wall 
tool panel and come in a variety of colors and 
configurations. Some are just unfinished half- 
height walls with colored trim on the top. Others 
actually extend higher than waist height, with 
either panes of glass or wooden spindles 
comprising their upper half 

nst,m 

Vdu can hang ceiling lights directly abnue 
l/B malls. 


The bottom portion of 
the 1/2 wall is unfin- 
ished and will accept 
any wall covering. 


Some 1/2 walls have 
upper portions made 
of glass or wooden 
spindles. These 
segments can be 
seamlessly combined 
with standard low 
1/2 walls. 
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Though you'll find them staggeringly useful, 

there are several things 1/2 walls can't do: 

♦ ThEy don't dElinEots a "mom" for Environmant scara ar any othar 
gamaplay purpasa. For Exampla, if a Sim commits a jaalousy- 
inspiring act with tha potantially jaalous Sim on tha othar sida of a 
1/2 wall, tha jaaloos Sim is still considarad to be in tha sama 
room and, thErafora, awara of tho botrayal. Tha raason for this 
should ha obvious: a 1/2 wall doEsn't Entiraly block view, so 
anyone on the opposite side of one can see quite clearly. 

♦ For the same reason, 1/2 walls don't block light. 

♦ Despite their superficial similarity to fences and traditional walls, 
1/2 walls cannot support a door or gate. To create pass- 
throughs, laava gaps in tha 1/2 walls or delate segments of 
finished 1/2 walls. 
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You can't insert either 
doors or gates into 1/2 
walls, so leave or cut 
spaces for Sims to walk 
through. 


♦ Because they don't reach the ceiling, 1/2 walls can't bear weight 
and tharafora, can't provide support for floors above. 

Driveways and Garages 


No matter which variety of 1/2 wall you 
employ, each comes in a variety of colors with 
unfinished wall portions that can be covered like a 
normal wall. What's more, different styles of 1/2 
walls intelligently join at intersections to form 
even more interesting combinations. 


Like fences, 1/2 walls 
can be joined at almost 
any angle. 


The initial driveway piece comes in two 
surfaces: concrete (in asphalt and gray colors) or 
brick (red and yellow colors). For placement, it 
must physically touch the street in front of your 
Sim's lot. You'll notice when placing this L-shaped 
piece that it requires a lot of space and specific 
conditions: 

♦ Ihare must be seven tiles batwaan the right side of your lot and 
tha left edge nf tha driveway ta give space far a car to 
approach from the right and turn unto the lot. 


To have a car, a Sim must first have a driveway. 
The tools for this project are in the new Garage 
menu in Build mode. 

Driveways are built using two different parts: 
the driveway itself and extenders. 


The main driveway 
piece must be adjacent 
to the road and far 
enough away from the 
lot's right side. This 
piece IS too close. 


This one is just rightl 
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Walls, like garage 
doors, can't cut across 
the middle of a 
driveway piece. 


If your garage is wider 
than the driveway 
piece it encloses, lay 
down matching floor 
cover on the extra tiles. 


nmt,m 

Vdu cannot build a garage around a basic 
driueuiag piece, onig around extender 
pieces. 

grlffinpwM.toiii fiffll 
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Build Mode Additions 


The next question that presents itself is 
whether you want to build a garage. Or, more 
precisely, whether you want to build a garage 
door. Garage doors can be placed only on the joint 
between two driveway/extender pieces. To finish 
the garage, build walls around the entire extender 


♦ There must be open space ID tiles deep frcm the street. 

♦ There must be clearance five tiles wide fcr the length af 
the piece. 

If any of these conditions are lacking, you 
won't be able to place the driveway. 


Once you choose a valid location, you may just 
stop there; the end piece is all you need to be able 
to buy a car. If; however, you wish the driveway to 
extend farther back on the lot, you'll need an 
extender. Extenders can be made of either material 
(they aren't required to match the main piece) and 
lengthen the driveway by eight tiles. 


piece adjacent to the door. The walls must enclose 
the entire piece (8 tiles long by 10 tiles wide) 
because walls can't cut across the middle of the 
extender pieces. 


Garage doors must be placed between a main driveway piece and 
an extender or between two extenders. They can't cut through 
the middle of a piece or be placed at the end with no driveway 
beyond them. 


Extender pieces take 
the driveway farther 
back on the lot. Notice 
that the surface of the 
extender can be 
different from the 
main piece. 


nscB 

IF gou build a garage daar [euen uiith no 
uialls enclasing the garage] gaur Sim uiill 
aluiags parh the car begand the door 
unless an object or another Sim is begend the door 
and bloching the path. 


Apart from the garage 
door, the actual garage 
structure is optional. If 
you want one, just 
build walls at least the 
length of one (or more) 
extender piece and any 
width you please. 




TM 
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Plahe a garage largar than the driueuiag 
piece bg laging Floor tiles around it that 
match the surface of the driueuiag 
["Hsgmmetric Tesselations in Umbra" or "Square DFF 
in Ochre" For brich and "Sid's Cement" Flooring or 
"Terrific Tarmac" asphalt For concrete]. 




For multiple cars, either configuration will work. 


To have more than one car in the household, 
each must have its own driveway piece. Thus, a 
two-car household must have either a main 
driveway piece and an extender or two side-by- 
side main pieces. If two cars share a single-width 
driveway, they magically work around each other 
if one is blocking the other. 



For multi-car garages, 
lay main driveway 
pieces side by side. 


Then, place two garage 
doors and build the 
garage structure. 
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Because driveway pieces can be laid next to 
each other, you can create any number of side-by- 
side garages or driveways, each with its own 
garage door. 

Instead of a garage, you can build a carport by 
constructing columns around the driveway and 
laying roof-ish floor tiles above it. To manage it, 
however, you need to be a bit tricky: 


Build a foundation 
extending beyond (7 x 
7 tiles, one tile back 
from the curb) the 
place you plan to put 
your driveway. 


Build a wall where your 
carport will be on top 
of the foundation, 
leaving one row of tiles 
on either side. 


Place floor tiles on the 
second story above 
your "carport" space, 
including the overhang 
over the sides of the 
walls. 
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Place columns in the carport Delete the walls, 
corners; they're not actually 
required but they look nice. 


Delete the foundation 
where you want the 
driveway. Leave one 
tile of foundation 
under each column. 


Lay down the main 
driveway piece. 



Terrain Smoothing Tool 









sharp terrain can be lowered without making the ground flat and 
boring with the new Terrain Smoothing tool. 


This new tool, found under the Terrain and 
Elevation menus, effectively smoothes out rough 
terrain. It does this by taking all points within the 
radius (the size can be changed from very small 
to very large) and moving them to an average 
height relative to each other. The highest point in 
the affected area will still be the highest and the 
lowest will still be the lowest but the difference 
between them will be more gradual, smoother, 
and gentler. 


Non-Rectangular Pools 


Can't do this without 
The Sims 2 Nightlife! 



Want that asterisk-shaped pool of your Sims' 
dreams rather than those boring rectangular 
models? Well, wish no more and start digging. 

The creativity-limiting rectangular tool has 
been changed to allow for pools as small as 1 x 1 
and has been supplemented with the addition of a 
diagonal Pool tool. 


Pools of different 
orientation can be 


combined just like 


decks and foundations, 


simply laid overlapping 


each other. 

1 

' . ( .11 
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Placing an unoccupied lot from the Lots and Houses Bin no longer 
removes the lot from the bin. Instead, it remains as a template that 


Note, however, that 
pool objects (lights, 
ladders, or diving 
boards) can't be 
applied to diagonal 
pools, so every pool 
that isn't purely 
decorative must have 
at least one rectan- 




gular section. 


you can place as many times as you wish. 


As with most Build Mode tools, holding | Ctrl \ 
while using the tool erases sections of pool. With 
the pool tools' new flexibility, however, it can also 
be used to create islands within pools. If the island 
is rectangular, it can even be adorned with a 
ladder and/or diving board and any objects your 
Sims don't mind swimming a bit to use (why not 
grill in the middle of the pool?). 



To build an island, hold [ Ctrl | to "demolish" an area within the pool. 


Occupied lots, however, do not share this ability; 
placing them once deletes them from the bin. 

To remove an unoccupied lot permanently, 
therefore, you must select it and press the Delete 
button in the bin's lower right corner. 

Building Under 
Connecting Columns 

You may now build most anything you like 
beneath the arch of connecting columns. Place a 
table, a chair, a pinball machine, or a swimming 
pool if your architectural whims dictate. 


Lot Bin Changes 

Unoccupied houses placed in the Lots and Houses 
Bin can now be infinitely reproduced. When you 
place a lot from this bin, the original remains in 
the bin for placement again and again. 


PMMA OFFICM. GAME GUIDE 


Roof Pitch Cheat 



A normal roof The same house with a 75- 


degree roof pitch-a bit 
extreme, perhaps 
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This cheat permits you to change the default roof 
pitch of all roofs on a lot to any angle between 15 
and 75 degrees. 

While in Build mode, bring up the Cheat 
console and input "roofslopeangle" and the angle 
you desire. All roofs on all structures on the lot 
immediately shift to the new pitch. 


Floor tiles now cover sloped terrain if it can't be 
leveled. For example, when connecting stairs are 
cut into the ground, the adjacent tiles are sloped 
to connect the stairs to the surface. These tiles 
can't be flattened without destroying the stairs 
but couldn't previously be covered. Now, you'll 
find that they can. 


Sloped Flooring 


Floor tiles now cover 
sloping terrain when it 
can't be otherwise 
leveled. 



New Walls and Floors 

The Sims 2 Nightlife contains more than 300 new 
wall and floor covering styles. 


New Build Mode Objects 


Dbjects 

Purchase Price 

Initial Depreciation 

Daily Depreciation 

Depreciatian Limit 

Creaky Branches Designer Tree 

§215 

§32 

§22 

§BB 

Driveway — Brick 

§20D 

§30 

§2D 

§S0 

Driveway — Cancrete 

§I5D 

§23 

§15 

§B0 

Driveway Extension Piece — Brick 

§35D 

§53 

§35 

§140 

Driveway Extensian Piece — Concrete 

§3DD 

§45 

§30 

§120 

Easy Swing Dnnr 

§Z5D 

§15 

§ID 

§40 

Gone Legit by The Family Furnishings 

§35 

§15 

§ID 

§40 

Hartford Cannecting Arched Column 

§I2D 

§0 

§D 

§0 

OpenAuto Garage Door 

§BDO 

§3D 

§B0 

§240 

QpenMe Arch 

§220 

§34 

§23 

§32 

OpenMe Door 

§225 

§15 

§ID 

§40 

OpenMe Window 

§ID0 

§13 

§3 

§3B 

OpenMe Window Wide 

§210 

§30 

§2D 

§80 

The Sentry by WroughtDo 

§I3D 

§2B 

§13 

§7B 


Brlm»9amn.£0in m 


Protected by copyright. Unauthorized or uniawfui copying or downioading expressiy prohibited. 



« 







Chapter 12 




Community Lots 


Each of the profiles listed below details the activities 
and services your Sim will find upon arriving. 

Bernard's Botanical Dining 

♦ Attractions: 

Rastaurant, photo 
booth, swing sat, 
chass hoard, darts, 
bobbla blnwar 
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Comandgo Emporium 


♦ Attractions: Grill, 
clothing shopping. 


A Tour of Downtown 


shopping, clothing 
booth, cologne 
shopping, TV 


Crypt O' Nightclub 


Cold Issue Clothing 


♦ Attractions: Clothes 
shopping, magazine 
shopping, cologne 
shopping, clothing 
booths, grill, 
gadget kiosk 


n B b 1^ 

Be sure te Chech cut the flaming 
toilet. ..but don't sit on it! 


♦ Attractions: Pinball, 
dance spheres, DJ 
booth, photo booth, 
restaurant, bar 


Deh'Javu Modern Art Museum 


♦ Attractions: 
Grills, 

espresso bar, 
TV, chess 
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nstB 

The teuin cemetery. Greet place to 
meue tembstenes/urns From yaur 
residential lets. 


♦ Attractinns: 

Karaaka, restaurant, 
phata bnnth, sterea 


Gothier Green Lawns 


♦ Attraatians: 
Televisiaa, baakshelf, 
grill, aard table, 
aamputer 


Mans' Trap Door Corp 

♦ Attraatians: CInthes 
shnpping, aalngne 
shapping, grill, 
alathing bnnth, 
gadget kiask 


Londoste 

♦ Attraatians: 
Restaurant, bar, 
ahess, darts 


Lost in Love Medge Maze 


♦ Attraatians: Grill, 
pnni, ahess, swing 
set, pbetn bnnth 


Fresh Rush Grocery 

♦ Attraatians: Phata 
baatb, graaery 
shapping, aalagna 
shopping, vidaa 
game shnpping, 
grill, magazine 
shapping, swing set, 
gadget kiosk 

Go Here Sunshine Park 


♦ Attraotions: Chess, 
grills, espresso bar 
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Lucky Shack Cards and Drink 


Midnight Flows 


♦ Attractions: Card 
tables, karaoke, bar, 
grill, juice barrel 


♦ Attractions: 

Restaurant, karaoke, 
bar, jukebox, bubble 
blower 


One-Twenty-Five Cafe 


LuLu Lounge 


♦ Attractions: 
Restaurant, cbess, 
darts, espresso 
macbioe 


♦ Attractions: Bar, 
grill, hot tub, DJ 
booth, dance sphere 


Oresha Family Dining 


Maple Springs Pool and Spa 


♦ Attractions: Swing 
set, restaurant, 
chess, Myshuno, 
photo booth 


♦ Attractions: 

Swimming pools, hot 
tub, chess, cologne 
shopping, clothing 
shopping, clothing 
booth, darts, grill, 
dance sphere, 
workout benches, 
espresso bar 


♦ Attractions: Bar, DJ 
booth, hot tubs, 
grills, computer, 
dance sphere 
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♦ Attractions: Pinball, 
restaurant, bowling 
pool table 
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♦ Attractions: Swing 
set, grills, darts, 
piano, cbass, 
musical instru- 
ments, bonfire, 
espresso bar 


Red's Famous 'SOs Diner 


Sim Center South 


Rodney's Hideout 


Similar Sights Sculpture Park 


♦ Attractions: 


Restaurant, jukebox, 
pinball, photo bontb, 
pool table 


♦ Attractions: Grills, 
swimming pool, 
Myshuno, cbess 


SimBowl Lanes 


♦ Attractions: Grills, 
chess, photo booth, 
bubble blower, 
espresso bar 


♦ Attractions: Piano, 
card tables, 
restaurant, 
pool table 


Sim Center North 
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Sims Gone Wired 

♦ Attractions: Pinball, 


The Corner Shoppes 


♦ Attractions: Cologne 
shapping, video 
game shopping, 
magazine shopping, 
clothes shopping, 
clothing booths, 
grills, pinball. 


IniGFf£i!i 
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Sugar Cube Bowling 


♦ Bedrooms: 3 

♦ Garage: Detached 


shopping, magazine 
shopping, chess, 
bookshelves, 
computers, 
restaurant, TV, 
gadget kiosk, 
espresso bar 


Speedy's Fast Lanes Bowling and Eats 


♦ Attractions: Bowling, 
jukebox, pinball, 
restaurant, 
pool table 


♦ Attractions: DJ 
booth, dance 
sphere, bar, darts, 
restaurant 


Residential Lots 




Hll residBntial lots in dauintniun are 
basically Furnished and Feature at least 
a driueuiay Fur a personal uehicle. 


103 Custer Boulevard 
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31 Mendoza Lane 

♦ BEdracms: I 

♦ Garage: n/a 


33 Mendoza Lane 


♦ Bedraams: I 


♦ Garane: n/a 




King Street 


37 Mendoza Lane 



♦ BGdrDDms: 3 

♦ GaragE: Attached 


3S Mendoza Lane 

♦ Badraams: 2 

♦ Garage: a/a 



36 Greaves Avenue 


♦ Bedraams: 2 

♦ Garage: a/a 

[EBL] 



♦ Bedraams: I 

♦ Garage: n/a 



38 Greaves Avenue 

♦ Bedraams: 2 

♦ Garage: n/a 




House of Fallen Trees 


♦ Bedraams: 4 

♦ Garage: Oetached 



tip 

liJhateuer you da, don't looh in the 
basement! 
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Building Custom 
Downtowns 

In general, building custom downtowns is no 
different from building any other neighborhood, 
but a few options are new with this expansion pack. 


Use the Add a 
Nightlife Destination 
button to design your 
own downtown that 
can be attached to any 
base neighborhood. 


Downtowns, unlike base neighborhoods, are 
created using the Downtown dialog box that you 
used to associate or navigate to downtowns. Click 
on the Add a Nightlife Destination button and 
select a terrain map just as you would with a 
normal neighborhood. 


The terrain map you 
choose dictates the 
topography of your 
downtown. Don't, 
however, worry about 
the type of terrain 
shown in the picture; 
you can change that. 

Next, name your downtown and select the 
material for the terrain. Previously, you could only 
choose Lush or Desert but The Sims 2 Nightlife 
adds two more: Dirt and Concrete. 





Give your downtown a 
name and pick the kind 
of terrain. You have 
two new choices: Dirt 
and Concrete. 



nstLS 

The Dirt and Cnncrete terrain type can 
be used far any hind of neighbarhaod, 
not Just dDuintDiuns. 


Once the downtown is generated and 
automatically associated with the base neigh- 
borhood, the next step is to create your lots. 

There are no hard-and-fast rules as to what goes 
in a downtown, but your Sims likely expect it to be 
largely composed of Community Lots. Use all of 
the existing and new objects to build destinations 
that can satisfy all your Sims' needs and make for 
effective outings and dates. 

To delete a neighborhood, click on its icon in 
the Downtown chooser menu to open its detail 
view, then click on the small trash icon to the 
right of the downtown's thumbnail. Since you can 
never delete all downtowns, the trash icon will 
only appear when you have more than one 
downtown in the chooser. 


Building Restaurants 

Though the rules and conventions of Community 
Lot building apply equally to downtowns, a new 
ability comes with this expansion pack. You may 
now build functioning restaurants, but you must 
follow very strict rules for their basic operation. 
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Any lot can be ok contain a restauKant; a 
functioning eatery is not defined by the lot but 
rather by a set of required objects. To operate as a 
restaurant, a lot must have: 

♦ At least ana hast padium ("GastranaraiquE" Restaurant Pndium) 

♦ A faad serviae stave (Tempest Caaktap Tram Cuas) 

♦ At least ane dining table nr eaunter piece 

♦ At least ane chair 

If any of these elements are missing, the 
restaurant will not function and your Sims won't 
be able to dine. A nonfunctioning restaurant 
displays an "under construction" sign on the host's 
podium and the Host, Waiter, and Chef may be 
absent. Until the missing objects are placed, a 
restaurant does not technically exist. 
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If any essential 
elements are missing, 
the host podium looks 
like this. 


Beyond these strict but simple rules, you can 

do a few things to make your restaurant function 

smoothly: 

♦ Keep lets cf open space around the host podium and never build 
it against a wall or a 1/2 wall. Sims converge around the Hast, 
so keep things open to prevent traffic jams. 

♦ The stave should always have at least two open tiles in front of it 
(preferably more) so the Chef can work without impeding the 
Server pioking up food. 

♦ Keep the entry to the kitohen olear of objeots and foresEEable 
traffic jams. Consider having two different ways into the kitohen. 

♦ Tables must be at least one tile apart so the Server has room to 
move around them. 

♦ Build booths around two-tile tables so Sims can sit next to eaoh 
other and use the new booth sooials. Booths around one-tile 
tables don't permit this. 

♦ One Server works seven tables. If, far example, you add an 
eighth table, you'll have twa Servers. If spaoe is limited, consider 
adding a seoand pndium beoause it adds a seoond Server (and 
Hast, af course) to the lot regardless of the number of tables. 
Note, however, that the inorease in effioienoy might reduoe ynur 
game's performanoe beoause having mare Servers inoreasES the 
number of NPCs on the lot. 

♦ Keep several tables near the Host for easy flow. The Host always 
seats Sims at the nearest open table, so keep it a short walk for 
the busy Host. 

♦ Build with at least twa different ways af leaving the restaurant. If 
you want Sims tn be able to skip out on the bill, there must be 
more than one way to leave the restaurant area for the other 
parts of the lot. 
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♦ aspiratianlEVEl [D-5]: ChaagES Sims' Aspiration IeveI. D puts 
thorn in thn lowost rung and 5 in tho Platinum Aspiration IeveI. 



tore 


To summon the Cheat window, 
press I Ctrl \ + \ shift \ + [^. 


♦ familyfunds [FAMILYNAME] #: Usad in noighbarhood viEW with a 
housEhold SElootEd Eithar an thnir lot ar in tho Family Bin. 
Insart tho family namn ta Be ohangad. Tha Equals tho 
amount of monoy tho family will havE aftar tho ahoat is 
applisd. If you want ths Tastor family with §5,DD0 ta 
havE §10, ODD, than aliak on thoir housEhold or thnir 
iaan in tho Family Bin and input "familyfunds TostEr 
IDDDD". If you instoad want to add or subtraat from 
family funds, typo "familyfunds lEstar +5DDD". Eithar 
way, tha Tostar family will and up with §10,000. 

♦ roofsIopEanglE [15-75]: In Build mada, adjusts tha 
slops angla an all roofs an a lot. 

♦ shawHoadlinES [on/off]: Makas invisibla all 
thought ballaons, ralationship ahanga indiaators 
(+'s and -'s), and any athar ovarhaad haadlinas. 

Usaful for mavia making. 

♦ unloakCarEErRawards: Far tha aurrantly salaEtad 
Sim, all aaraar raward abjaats ara availabla in 
tha Raward panal. 

♦ maxMativES: Sets all naeds for all playable and 
autanamaus Sims an the lot to full. 


♦ motivEOacay [an/off]: Turns natural need decay 
on ar off. 


♦ 

♦ 


agasimschaat [on/off]: Adds "Sat Age" ta the Interaction menu. 
Any Sim you click an can be sat to any age group you desire. 

satLotLigbtingFila [filanama]: Change lighting by choosing an 
altarnativE lighting file. The original can ha found in C:\Program 
FUesXEA SAMFSMhe Sims 2 HightlifeMSDataXResMights. Place 
your new lighting file in this folder and use the cheat to specify 
the file name for the open lot. Ta restore the lot back to 
original lighting settings, input "satLotLightingFila clear". 


♦ lockAspiration [on/ off]: Fraezas Aspiration point decay 
for all Sims on the lot. 


♦ aspirationPoints #: For the currently selacted 
Sim, adds the specified number of Aspiration 
points to their total. This permits them to gat 
more "axpansiva" Aspiration reward objects. 
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Ah, the entrepreneurial spirit, its light long hidden 
within the heart of many a wage-earning Sim. Day 
after day, ambitious Sims would march off to their 
distant and demanding jobs, returning home 
wealthier but knowing that, surely, life should 
offer more. More, that is, than just a paycheck, 
a cool outfit, and a swanky carpool. For them, 
the life of a wage slave was happy but hollow. 

If only, they'd muse, they could build their own 
business, be their own boss, control their lives. 

An impossible dream. . .until now. 

The Sims™ 2 Open for Business liberates Sims 
from the rat race, freeing them to make or break 
themselves in the exhilarating and maddening 
arena of self-employment. The newest expansion 
pack for The Sims™ 2 provides all the tools you'll 
need to start up a vast array of businesses for 
your Sims-whether it's a home-based toyshop, 
a tantalizing delicatessen, an epicure's delight 
of a restaurant, or a sprawling mega-mall. These 
are but a sample of the money-making enterprises 
made possible by The Sims™ 2 Open for Business's 
new features: 



r Shopping districts can be associated with your base naighbor- 
hoods to provide your Sims a new destination for shopping and 
fun and a new place to reside. These lets are not set up so 
much for fun (as in downtown neighborhoods) as for business. 
This is not to say that thay'ra all serious, just not geared 
towards non-stop entertainment. Though the districts feature 
many attractive features for visitors, they’re decidedly geared 
towards successful business operations. 

' Sims can own community lots and use them as businesses. 

, Sims can develop a new system of talents to make themselves 
more successful in business. 

r Doors can be locked to restrict access to various classes 
of Sims. 

. A new NPC, the Reporter, can significantly impact the success 
of your Sim's blossoming business. 

. Playable Sims can work for other Sim's businesses as employees 
or managers, or visit their businesses as customers. 

, A new Lot Information button reveals vital stats about purchasing 
lots in either Buy nr Build modes. 

Successful business owners can earn powerful new abilities to 
aid them in their enterprise or everyday life. 

t Restaurant objects make both traditional community lot and 
Sim-owned food service lots possible. 

, New uniforms can be used to enhance the character of a 
business or just provide your Sims with a new look. 

^ New business-related Collection puts all business-related objects 
in one easy-to-find place. 

r Community lot Buy Mode now features both community and 
residential function sorts. 

f Toy bench provides a crafting opportunity and several new toys 
for Sim children to play with. 
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^ The flowEr crafting station lets business owners earn a living with 
beautiful arrangements: customers can enhance their homes 
with new and powerful decorations. 

( The robot crafting bench engineers automatons of increasing 
sophistication and power. 

i The top-of-the-line Servo robot becomes a controllable part 
of your Sims' families, performing tasks and providing some 
surprising possibilities. 

r Amorous Sims will have a new place and partner for their more 
intimate interactions. 

i Over-exhausted business leaders can rah-rah themselves right 
into the grave with an amusing new way to die. 

< Sims can customize the wedding clothes they'll sport when using 
the Wedding Arch. 

< The telephone and computer have been equipped with new 
interactions far starting and running businesses and for trading 
real estate. 

' Kids can earn money with the new Lemonade Stand. 

. New smaller dressers better fit the spaces in your Sims' bedrooms. 


, Buildings can achieve more varied lacks with conical and 
octagonal roofs. 

4 Sims may move through buildings via elevator. 

^ Lots can have a mare varied look, featuring raised platforms 
or bandstands thanks to a new stage foundation tool. 

,• Awnings enhance the exterior of homes or husinesses. 

New Features from 
Previous Expansion Packs 

with this expansion pack you'll receive several 
features from The Sims™ 2 University and The Sims™ 2 
Nightlife, including: 

^ Restaurants (Nightlife) 

^ Attraction (Nightlife) 
r Influence (LIniversity) 

< Turn Qns/Dffs (Nightlife) 



f Display case objects offer venues far showing several objects 
for sale. 

^ Children can use mirrors to change their appearance 
and adults can change the appearances 
of toddlers. 

^ The salon chair enables Sims to offer 
and receive makeovers for a price. 

y New child interactions enrich family 
life for business owners and other 
Sims alike. 

, Management and sales socials help 
owners and managers direct their 
employees and manipulate.. .urn. ..service 
their customers. 

t Sims providing services can earn extra 
money by collecting tips. 


If you already have those packs installed, 
you won't notice anything different. If, however, 
you don't have one or both of these previous 
packs, these new features may be puzzling 
since they're new to you and aren't covered 
in this guide. 


For our exhaustive 
rundown on these features, 
please consult The Sims™ 2 
University, Prima's Official 
Strategy Guide and The Sims™ 2 
Nightlife, Prima's Official 
Strategy Guide, as referenced 
in the list above. 
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Chapter 2 



where's the best place to open a business? Where 
the customers are, of course-and that's usually 
where other stores are already open. Hence, begin 
with the creation of a special shopping district 
where your Sims can travel, either to open or 
patronize Sim-run businesses. 


notiP 

Hctually, the shopping district has no 
spaciai functionaiity; businesses may 
be estabiished in any hind of neigh- 
borhood [base, douintouin, or shopping districts] 
BKcept universities, and Sims may reside in a 
shopping district as uieii as in base neighborhoods 
and douintouin, blhat associated neighborhoods 
provide is physicai eapansion to the base 
neighborhood and a pre-made, niaKis-designed 
destination that highiights neui Features oF this 
BKpansion pach. 



This chapter explains the anatomy of this new 
kind of neighborhood and how it interconnects 
with every other type. 

The Structure of 
Shopping Districts 

shopping district neighborhoods exist as ofFshoots 
of your game's base neighborhoods (such as 
Pleasantview or Strangetown, and others). In other 
words, any single version of a shopping district 
neighborhood that you play is tied exclusively to 
one of your base neighborhoods, and has no 
connection to other base neighborhoods. 


The first time you 
open one of your base 
neighborhoods or press 
the Shopping District 
Chooser button m the 
upper (eft corner, you 
can associate with 
an existing shopping 
district or create 
a new one. 

Once a shopping 
district is associated, 
the full Shopping 
District Chooser 
appears, listing any 
associated shopping 
district(s) and including 
a button for creating 
new shopping districts 
of your own design. 

Sims from other base neighborhoods, 
therefore, do not exist in a shopping district, even 
if the same shopping district is also associated 
with other base neighborhoods. In other words, 
shopping districts exist in sort of a suburban 
parallel universe. For example, if Pleasantview 
and Strangetown are both associated with the 
Maxis-designed Bluewater Village, the Grunt 
family will never be seen wandering the lots of 
Pleasantview's Bluewater Village and the Goths 
won't be caught dead in Strangetown's Bluewater. 
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Click on a shopping 
district and you'll see 
its preview pane. 


This is why you must begin the life of any 
shopping district by associating your base neigh- 
borhood with it. The Sims™ 2 Open for Business 
comes complete with one very densely featured 
shopping district and the ability to create any 
others you wish. 



nsti 


Far a Full directary aF lata in 
Blueuiater Uillage. see Chapter IS. 



Once you add 
custom shopping 
districts, they appear 
alongside any existing 
shopping districts. 


You may, of course, eschew shopping districts 
entirely and put down business roots right in your 
base neighborhoods or downtowns. 



Far sheer tutarial value alane. 
assaciate and BKplare the Blueuiater 
Uillaye shapping district tn get an idea 
aF haul ta praperly build a business Int and uihat 
hind aF businesses are passible. In cambinatian 
uiith this banh, Blueuiater Uillage shnuld prauide 
a perFect crash cnurse in Sim entrepreneurship. 


Base and Shopping 
District Neighborhoods: 
How Do They Reiate? 

Functionally, base and shopping districts neigh- 
borhoods aren't all that different. 


notiP 

Thnugh they mastly Functian the same, 
the niaMis-designed shapping district 
that came uiith ynur eepansian pach 
["Blueuiater Uillage"] is diFFerent Frnm the base 
neighbarhands in terms aF the number and design 
aF its cammunity lats. 



^ Sims can live in shopping district nEighbarhaods just as they can 
in basE nEighbarhaods. 

, Shopping districts share Lets 5 Houses and Sim Bins with their 
base neighborhaod, allowing families to movE from one to the 
other and maintain thair relationships. 

^ Sims you meet in a shopping district neighborhood can be 
invited over, added to a group, or oalled for a date or outing 
by a Sim who resides in the base neighborhood (and vice versa). 

, Teen Sims residing in a shopping district neighborhood are 
eligible to attend oollege at any of the base neighborhood's 
associated universities (if you have The Sims™ 2 UNIVERSITY 
expansion pack installed, that is). 

Generally, when a lot is moved from a neigh- 
borhood to the Lots &. Houses Bin, its relationship 
data and other essential information is deleted. 
When the lot is a business lot, you'll also lose all 
business info including employees. Customer 
Loyalty, and Business Value. 
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Chapter} 



Achievement in a traditional career requires 
a Sim to cultivate skills along with an expanding 
web of friendships. While possession of both 
these assets serves Sims well in the world of self- 
employment, true success depends on something 
new: a new set of business-oriented skills (known 
as "talents"). 

These talents, represented by three-tiered 
Talent Badges, dictate a Sim's efficiency and 
proficiency at several business-critical tasks. This 
chapter explains the different kinds of Talent 
Badges, how they're earned, what effects they 
have, how to best develop them in your Sim, and 
how to recruit and cultivate them in employees. 


The Seven Talent Badges 

Talent Badges can be earned in seven areas: 



Each of these areas corresponds to one or 
more business-related tasks that are made easier 
and/or more powerful with each badge level. 

Badge Levels 

Badges come in three colors (or materials) that 
correspond to increasing levels of proficiency: 

. BranzE 
' SilvEr 
< Geld 

Each subsequent badge material represents 
a higher level of acumen, efficiency, or ability 
in the badge's area. These increases can come 
in the form of new socials, speedier accom- 
plishment of tasks, ability to make more powerful 
objects, fewer failures, and greater resilience at 
certain tasks. 

For playable Sims, higher-level Talent Badges 
mean significant increases in both efficiency and 
power as well as higher pay when they're hired on 
other Sim's lots. For non-playable-employee Sims, 
skill in badges make them better suited to certain 
jobs and helps command a higher salary. 


nmt,m 

Touinies in shopping districts, base 
neighborhands, and dnuintnuins uiiii be 
randnmig assigned a uarietg dF badge 
leuels to prnuide gnu a talent pool From uihich to 
draui emplagees. EKisting plagable Sims uiill not 
have ang badges. 
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A Sim who hasn't yet earned any badges will show an empty panel 
even if they're well on the way to Bronze. 

Sims begin with no badge in an area until they 
earn enough points for a Bronze badge. Once 
they achieve the Bronze, they'll receive any 
benefits that go with it. Further activity in the 
area accumulates points toward higher badges 
until they eventually achieve the coveted Gold. 

At this highest level of accomplishment, a Sim is 
performing at peak levels and doesn't need to 
earn any further points in the talent. 


nstis 

The level dF an employee's badge For 
their assigned tash aFFects houi uiilling 
they'll be to leave the tash to tend to 
their needs. The higher the badge level, the longer 
they stay uiith the Job at hand. 



How Badges Are Earned 

Badges are earned by doing tasks associated 
with them. 



Ringing up purchases 
at the register builds 
a Sim's Register 
Talent Badge. 


. Building mbuts, toys, nr fluwEr arrangEmEuts Earn Sims points 
toward tho corrEspanding badgas. 

Ringing up purcbasES at a cash register develops a Sim’s 
Register badge. 

i Being sales socials bones a Sim's Sales Talent Badge. 

f Restocking (restocking anything) builds toward the Restocking 
Talent Badge. 

i Being makeovers at the Ug-Ne-Mare Makeover Station adds 
to the Casmetalogy Talent Badge. 



prjm^me&oam 


This symbol doesn't mean the Sim has 
gained a new badge but that they're 
one step closer. 


liJhenever a 
Sim Barns 

points tomard a badye, 
the badge's icon appears uiith a plus 
sign above the Sim's head. 

Points are earned For eFFort 
BKpended doing tashs, uihether the 
eFFort is successFul or not. For 
BKample, a rejected sales social 
earns points touiard the Sales badge 
Just lihe a successFul one mould. 

lilhen a Sim accumulates enough 
points For a Full badge, a message 
appears announcing the achievement. 
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Every moment spent working in these areas 
earns the Sim points toward the next Talent Badge 
level. When the requisite number of points are 
achieved, the badge is awarded with an effect and 
a message announcing the achievement. 


lilith na paints in a related shiii, it 
shauid tahe about tuielue hours at a 
tash to go From no badge to Bronze, 
tuientg-Four hours From Bronze to Siiuer, and 
Fortg-eight hours From Siiuer to Bold. 



The higher level the badge, the more time it 
takes to earn it. Thus, a Sim may earn their Bronze 
Register badge after only a couple days of work 
but earning Gold may require substantially more 
time ringing up customers. 

Talent Badges and Skills 

The rate at which Sims earn points toward 
a badge is affected, in part, by their level in 
a corresponding skill. The higher their skill level, 
the faster they'll accumulate points toward their 
Talent Badges. With a skill maximized, a related 
Talent Badge should take about half the time 
to achieve. 


A Sim with a fully 
developed skill earns 
any related Talent 
Badge at double the 
normal rate. 



Talent Badges. Skills, 
and Personality 



Interestingig, a Sim's spaed in gaining 
Taient Badges is impacted bg more than 
Just shiii leuels. 

The speed at uihich shills are deuelopad is 
aFFected bg a Sim's Personaiitg. B highig uigorous 
Sim (Bctiue/Lazg ID], For BKample, uiiii earn Bodg 
shill Faster than a slouenlg Sim IBctiue/Lazg D], 
Thus, Sims can, bg virtue dF their Personaiitg, 
be more attuned touiard a certain Taient Badge, 
Since a Serious Sim mill gain Logic shiii Faster than 
a PlayFui Sim, it Foiioms that the Serious Sim miii 
have an easier time cultivating a Begister badge 
[since it mill tahe 
signiFicantIg less 
time to deueiop the 
related shill). 

This connection 
is, oF course, 
indirect, but being 
amare dF it mag 
help gou decide 
mhich badges gour 
Sim is best suited 
to achieve. 


Talent Badge 

Badge-Accelerating 

Skill 

Skill-Accelerating 

Personality 

CDsmatolagy 

Cleaning 

Neat 

Flawar Arranging 

Creativity 

Playful 

Ragistar 

Logic 

Serious 

Rastacking 

Body 

Active 

Rnbntary 

Mechanical 

None 

Sales 

Charisma 

Dutgning 

Tay Building 

Mechanical 

None 
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Talent Badge Interface 

A Sim's current Talent Badges can be viewed in 
various ways but the specific place depends on 
whether the Sim is a playable or non-playable 
employee. 


A playable Sim's Talent Badges can be viewed 
in their Skills & Career panel under a new Talent 
Badges subpanel. This panel can display up to 
three badges; once a Sim earns a fourth badge, a 
scrolling arrow will appear, indicating that further 
badges are currently off-screen. 


nsbB 

EmpiDyees can be either teuinies 
[uihem you can't play] nr playable Sims 
[uihom you can play an their nuin Ints). 
Either may, mhen the Sim is functinniny as an 
emplnyee on either an nmned community lot [see 
Chapter 4) or another Sim's home business, they 
are non-playable. 



In either case, a Sim's standing in a talent 
is not displayed until they have achieved a 
Bronze badge. 

Once a badge has been earned, there's no 
visual indication of further progress until the 
badge changes to the next highest level. In other 
words, the Talent Badge panel will look the same 
whether a Sim has just earned a badge level or is 
within reach of the next level. Point at a badge to 
see its area and level. 


Playable Sims 


1 

Uncmplo'r'cd 

— T” 

Talent Bajsci 

OJ' 

coitpJLwt to d 

1 

)l 

liilvl 


Playable Sims' badges are shown in a new tab in the Skills 8, 
Career panel. 


Playable Sima employed in businesses 
omned by other Sims earn most oF their 
Taient Badye points mhiie they're on 
the Job— and are, thus, non-piayable— but it is 
possibie to gain some badges mhiie the Sim is on 
its home iot. IF the Sim omns or visits an unomned 
community lot mith a craFting object [toy bench, 
robot station, or Fiorist bench], any time they 
spend morhing on it counts tomard the corre- 
sponding badge. 



Employee Sims 

when a Sim is on a lot as an owner, all of his or 
her employees' Talent Badges can be viewed in 
the Business Tracker (the round tool in the upper 
right corner when a business lot is loaded; see 
Chapter 4). 



Employees’ Talent Badges are displayed via the Employee 
Information button of the Business Tracker. Click on the Talent 
Badge subpanel to view what the employee has going on. 
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The Talent Badges dF all emplegees on 
the let can be tempnrarilg raised For 
three hours IF a contrellable Sim does 
the Talh...niatiuatiDnal Speech Social [a level 3 
Business Perh], See Chapter B. 



Select the Employee Information button 
( [F8 1 on your keyboard) to reveal a list of all 
the business's employees. Select the employee's 
Talent Badges panel to show which (if any) badges 
they've snagged. 


When an employee rises to a new badge while 
on the job, a message announces the achievement. 


when hiring 
prospective employees, 
their Talent Badges are 
shown. This helps to 
select Sims already 
qualified for the )ob 
and provides a basis 
for their salary. 
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Badge Rewards 

with each level of a badge, Sims gain new abilities that make them more valuable and efficient workers in 
that talent's area. 


Talent Badge 

No Badge 

Bronze 

Silver 

Gold 

Casmetalogy 

High failure rata, 
clumsy animation 

Lower failure rate, 
faster work, 
more flourishes 

Lower failure rata, 
faster wark, 
more flourishes 

Lowest failure rate, fastest work, 
most elaborate flaurishes, 
customer gets Hygiene boost 

Flower Arranging 

High failure rata, 
clumsy animation, 
Bouquet of Daisies 

Lower failure rate, 
mare flourishes, 
Wildflower Bouquet, 
Tulip Bouquet 

Lower failure rate, 
more flourishes. 

Rose Bouquet, 

Mixed Flawer Bauquet 

Lowest failure rate, 
most elaborate flaurishes. 
Snapdragons Bouquet 

Register 

Vary slow chackout speed, 
clumsy 

Faster checkout speed, 
more compatant 

Faster, more campetent 

Fastest checkout speed, 
most competent 

Restocking 

Vary slow restocking/ 
repricing time 

Faster restacking/ 
repricing time 

Faster restocking/ 
repricing time 

Fastest restocking/ 
repricing time 

Robotery 

High failure rata, 
clumsy animation. 
Toy Robot 

Lower failure rate, 
mare flourishes, 
CleanBot, HydroBot 

Lower failure rate, 
more flourishes, 
SentryBot, MunchieBot 

Lowest failure rate, most 
elaborate flaurishes. Servo 

Sales 

Basic Sell social 

Offer At Sacial, 
increased acceptance af 
lawer level sales socials 

Hard Sell sacial, 
increased accaptanca of 
lower level sales socials 

Dazzle social, 
increased accaptanca of 
lower level sales socials 

lay Making 

High failure rata, 
clumsy animation. 
Pet Brick 

Lower failure rate, 
mare flourishes, 
Jack-in-the-Box, Fire Truck 

Lawer failure rate, 
more flourishes, 
Sit-n-Spin, Kite 

Lawest failure rate, 
most elaborate flaurishes. 
Water Wiggle Sprinkler 


PRMA CFFlCALGAfvlEGJIDE 



Protected by copyright. Unauthorized or uniawfui copying or downioading expressiy prohibited. 









nstLS 

lilith each badge leuel, restaching 
speed increases bg BSili oF the 
ne-badge speed. 



A cashier with a Gold 
Register badge is a 
lean, mean, button- 
punching machine, 
whizzing through a 
crowded line of 
customers with 
crystalline efficiency. 



The main part of the Employee Information panel displays the 
employee's wage. The more badges and skills they have, the higher 
this number will be at all pay levels. 

Additionally, the more and higher level badges 
Sims possess, the greater salaries they'll command 
as employees. 



Badge Effects 

In addition to these rewards, badges have 
other effects: 


The Business Value af a lot is affected, in part, by the 
number of badges all the employees and managers 
(not the owner or household members) have earned. 

The likelihood that a Sim assigned to sales will shew 
a customer a desired object and how apt they'll be 
to respond to a customer who asks far help. 

Employees can't be promoted to manager until they 
achieve 5 points' worth of badges. See Chapter 7 
for details. Employees with more badges cost 
significantly more money to employ so you'll face 
a choice between cheap, less talented labor or 
expensive but efficient Sims. 
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Chapter 4 



whether your Sim wants to be a purveyor of 
haute couture, a convenience store magnate, a 
toymaker to the king, or a restaurateur, there are 
some procedures and systems that underlie all 
businesses. This chapter examines the basic 
mechanisms that make business ownership 
possible and lay the foundation for the amazing 
flexibility that arises from them. 



Home and Away; 

The Basic Business Types 

At the most basic level, there are two kinds of 
business: home lot based and community lot 
based. They function the same in many ways but 

they differ profoundly in 
how they are set up and 
significantly in how 
they're run. 


PRIUA OFFICIAL GAME GUIDE 


Locking Doors 

Controlling where your customers can 
and cannot go and directing them to the 
merchandise you want them to browse is 
possible, thanks to the new locking doors 
feature. 

Any gate or door can be set to limit 
access to: 

The Sim who lacks tha doar anly 
The Sim and hausahald mambars 
' Tha Sim, hausahald mambars, and amplayaas 
' Na ana, including tha Sim wha lackad tha dear. 

To lock a door or gate, click on it, choose 
"Lock" and select which access control you 
want to apply. This restriction remains in 
effect until it's changed or deactivated or the 
locking Sim moves off the lot or dies (automat- 
ically unlocking the doors). 

Any playable Sims on a lot may unlock or 
change locks on doors locked by any of the 
lot's other playable Sims. 

If walls are set to Cutaway, you won't be 
able to see interior doors. To set their locking 
restrictions, change wall settings to Walls Up, 
apply the lock, and reset to Walls Cutaway. 
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Home Businesses 

Any Sim can turn a home lot into a place of business. 
All it takes is some planning and a simple phone 
call or computer interaction. 


The telephone or the 
comptiter is the first 
step m the journey to 
home business glory. 



Begin by using a phone (or the computer). 
Select the Start Home Business interaction. This 
service of the local Sim government costs nothing 
and takes effect immediately. Thus, from the 
moment your Sim declares a home open for 
business, the customers start to trickle in. 


nmt^m 

Name businesses lash lihe any nther 
home lot From neighbarhond uieiu, uiith 
only the traditinnal green plumb bub 
havering auerhead. Turning a home lot into a 
business does not mean other playable Sims can 
travel to it; they can only came as autanamaus 
visitors uihen the lot is loaded directly. 



The first thing to do is to give them a reason 
to come. A home can serve as several-but not 
all-kinds of business. It can be a retail store, 
selling items from the wholesale Buy catalog. It 
can be a food shop, selling prepared foods from 
refrigerated display cases. It can be a toy, flower, 
or robot store, selling the fruits of a crafting 
station. It can be a venue where patrons pay by 
the hour to partake of its Need-satisfying or skill- 
developing objects. Or it can be a salon, offering 


makeovers alongside, for example, a selection of 
electronics or other housewares. 

There are also several things it cannot be. It 
cannot be a restaurant, coffee bar, or pub because 
the objects required for these services are only 
available on community lots. Likewise, it cannot 
sell magazines, clothing, video games, perfume, 
or groceries. 

Beyond those restrictions, the sky (and your 
imagination) is the limit. 

Home Layout and Locking Doors 

opening a Sim's home to the public is a tricky 
proposition. Proper planning is required to 
prevent customers from wandering the house and 
using any and all of its visitor-enabled facilities 
(for example, the toilets). 

Pitfalls can be avoided with a sensible archi- 
tectural layout and judicious use of the new 
feature in this expansion pack: locking doors. 

Locking a door controls 
the flow of employees 
and/or customers. Yoir 
can even keep out 
household Sims if 
that's your yen. 


Depending on what kind of business you want 
and how much money your Sim has to spend, it's 
a good idea (though not required) to physically 
separate the business and private portions of 
your Sims' homes as much as possible. This can 
mean putting all the business objects in a 
completely separate building or in rooms that 
offer no doors to the living portion of the lot. 
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of course, if you want employees to work 
productively and customers to shop as long as 
possible, you'll need to provide facilities for them 
to satisfy their Needs. 


ibip 

It's pretty important tn prnuide your 
emplnyees a TU Far their Fun Peed but, 
unless you uiant yuur customers sitting 
around matching TU mhen they should be spending 
money, put such objects in a separate room mith 
a ioched door controiied For Family/empioyee 
passage enly. See "Empioyee Break Room" in 
chapter T. 


Since customers often behave like visitors, 
simply separating facilities isn't enough to keep them 
from wandering into the living area. If an object 
or interaction beckons customers from a private 
portion of the house or the most efficient route 
from street to store is through the front door of 
the house and out the back, that's where they'll go. 

To solve this problem, use locking doors to 
funnel customer flow into the store. First, make 
sure all fences and points of entry to such areas 
have gates or doors (no arches). Then, use the Lock 
Door interaction to limit access to family members 
and, if necessary, employees. With these limitations 
in place, customers won't even see the routes that 
lead through those portals and will look elsewhere. 


Home Business Differences 

Though they function similarly, home-based and 
community lot businesses differ in important ways: 

,■ Hame bjsinESSES must bE initistEcl by a call an tha phana ar 
camputar latEractian, and can ba shut dawn by tha sama maaas. 
Cammunity lat businassas ara cansidarad businassas tha mamant 
tha Sim purchasES tba daad tn tha lat and aniy step baing 
Sim-run businassas whan tha lat is said back tn tba cammunity 
nr ta a tawnia. 


Hama businassas can't have managers. 

^ Playable Sims fram nthar bnusahnlds can anly visit the business 
as autanamaus walkbys nr invitees. Ynu can never direct them tn 
a let with a heme business the same way ynu cauld tn an awned 
cammunity lat. 

f Name businesses can't be run remntely. 

' If the nwner nf a heme business dies and there's na ane in the 
hausehnld tn wham it can pass, the business is dissnlvad. 

( Owners and amplayaas can fully satisfy their Needs an a hnma 
business lat. including sleeping in a bad. 

( When all family mambars mnva nut nf a Hama business, 
affectively selling tba lat, they da ant recaiva any added value 
far the Business Value nf the enterprise. 

Community Lot Businesses 

Instead of using their own home as a venue for 
entrepreneurial efforts, Sims can-for the first 
time-purchase community lots in any base 
or associated shopping district or downtown 
neighborhood. 



Community lot businesses (AKA "owned 
community lots"), are more powerful-though 
not necessarily more lucrative-than home-based 
businesses since they can eventually be run 
remotely (through the cultivation and hiring of 
managers) and be patronized by other playable 
Sims. They also differ in how they appear in the 
neighborhood view, how they're acquired, and 
how they function when the owner is off the lot. 



PRMA CFFlCALGAMEGJIDE 


Protected by copyright. Unauthorized or uniawfui copying or downioading expressiy prohibited. 





Owned Community Lots and the 
Neighborhood View 



This symbol means 
a community lot is 
owned by a Sim. 



If the symbol glows, 

It means the lot was 
saved while the owner 
was still on it. No Sims 
may travel to the lot 
when the owner is 
saved there. 


In neighborhood view, owned community lots are 
indicated by a rotating green Simoleon symbol 
overhead. If the owner is currently saved on the 
community lot, the Simoleon symbol will shimmer 
and 


lose 



Likewise, the 
customary plumb bob 
over an owner's home 
will dim when the 
owner is saved on a 
business lot. You can't 
play this lot until the 
owner travels home. 


Clicking on an owned community lot in 
neighborhood view brings up the new business 
information box listing: 

i Lot's name 

^ Lot's current Business Value 
y Owner's name 
} Business rank 
, Number of employees 
^ Number of customers served 


nmt,m 

neui uiith this SHpansisn pach is a 
button on tha naighbarhaad uiaui iot 
information box. Tha naui Panama Lot 
button parmits you to do luhat uias prauiousiy 
impossibia: chanya a iot's nama aftar its craation. 



With the installation of this expansion pack, 
in this box (as with all neighborhood information 
boxes, residential or commercial) you can also find 
the new Rename Lot button. 
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Lot names can be 
altered with the new 
Rename Lot btitton. 


Purchasing Community Lots 

Community lots are purchased in a number of 
ways, depending on who owns them. 



The phone or 
computer can help 
make your Sims proud 
owners of a valuable 
community lot. 


If a community lot is unowned, you can 
purchase it by using the telephone or computer, 
selecting the Real Estate... menu, and choosing 
Purchase Community Lot. 

As long as the Sim has the funds to purchase 
the lot, the transfer is instantaneous and the lot's 
deed joins the purchasing Sim's inventory. 


Vau can hang a deed an a uiall or place 
it far displag an a Flaar ar surFace. 

H deed can alsa be marhed Far sale [as 
ang ather hind aF merchandise] iF it's displaged an 
an auined cammunitg lat ar hame business lat. Iilhen 
selling a deed, gau're transFerring mare than Just 
a piece aF paper; gau’re selling it and the prapertg 
it represents. 
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Unowned lots come with all the lot's defined 
facilities and inventory (if any) but no employees 
or managers or Customer Loyalty, even if the lot 
was previously owned and run but sold back to the 
community. 


Among household 
members, transferring 
deeds is a matter of 
putting It on the 
ground or doing the 
Propose. ..Transfer Lot 
Ownership interaction. 


Buying from another playable Sim is a more 
complicated affair and there are several ways 
to do this. 

1. If a Sim has put a daed up far sale an an awaad aammunity lat, 
yaur Sim aan travel ta that lat aad purahase the dead far the 
pasted priee. A Sim VKith several praperties (ar the money ta 
aaquire them) aauld use this method to set up a real estate 
business, buying deeds and reselling them at a profit (see 
"Deeds aad Real Estate Sales," Chapter 8). 

2. Sims aan transfer deeds to adult or alder Sims ia their 
household wdth the Propose.. .Transfer Lat Ownership interaation. 
No money ahanges hands. 

3. The owner aan plaae the deed an the lot and they ar any 
adult or alder member of the household aan use the 
Transfer Ownership interaetian on the deed itself. No money 
ehanges hands. 


Sims can browse lot 
deeds put on display in 
businesses. 
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nmt^m 

There is ne uiey far e Sim ta simpiy yiue 
B deed ta enather pieyebie Sim uiha 
isn't pert of his or her hausehoid. To da 
this, the auiner must msrh the deed Far ssle an his 
ar her business iat end the intended purchsser 
must uisit the iat [uihen the auiner isn't an it), 
buy it Frnm the stare's stach, end return ta the 
hame Iat. Upan return hame, the purchese mill be 
ennaunced end the title mill Fully trensFer. The 
nem amner mey nam Chech in mith the business uie 
phane nr cnmputer [if there's s msneyer). ar run 
it mheneuer they pieese. 



Buying from another Sim rather than the 
community (via phone or computer) will typically 
be more expensive, but you're getting more for 
your money. Businesses transferred Sim to Sim 
come with their employees (with their badges, 
uniforms, and salary levels) and all earned 
Customer Loyalty. In fact, you get the business in 
its exact state the last time it was saved. If there 
were puddles, you get the puddles. If objects are 
out of stock, they remain out of stock. If prices 
were adjusted, they remain adjusted. 


nstLS 

IF e deed is iast Far any reasan, ar yau 
Just mant ta yet a dupiicate capy ta 
Many at hame ar seli at mare than ane 
business, they can be ardered Far §15 via the 
telephane/ceii phane's Order Deed interactian. 



Selling Community Lots 

Parting with community lots is, to a large extent, 
the mirror image of purchasing them, but there 
are some considerations to keep in mind. 


Business Value 

The Business Value of a lot reflects the lot's 
normal value (the purchase price of the lot, 
the cost of all Build Mode improvements, the 
wholesale value of all inventory objects, and 
depreciated value of all non-inventory objects) 
plus bonuses for the business's Business 
Rank and the Talent Badges held by all the 
lot's employees. 


The first and easiest option is to sell the lot 
back to the community. This can be done via the 
Real Estate... menu on either the telephone or 
the computer. The price your Sim receives for this 
transaction is the current Business Value of the 
lot. Depending on whether your business has 
a positive or negative rank, that price could be 
higher or lower than the purchase price. 



nStLB 

It's alsa passible Far the sale price ta 
be LESS THRO the price yau paid, due 
ta depreciatian af abjects an the Iat. 


To receive even more than the Business Value 
of the lot (or less if you're into that sort of thing), 
you must sell the lot to another playable Sim 
or townie. 


tiip 

Taiunies haue unlimited Funds and are, 
thereFare, yaur mast lihely buyers 
aF deeds. IF yau see a playable Sim 
brauisiny a deed, attempt ta usher them auiay 
Fram a Far Sale deed by usiny the Sham Item ta... 
interactian. 
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when a customer 
buys a deed, you get 
a chance to approve 
the transaction. 


As described above, you can sell a deed 
by placing it on a floor, wall, or surface in any 
business (home or community) lot owned by 
your Sim and pricing it. The lot can be 
priced anywhere from signifi- 
cantly lower than Business 
Value to absurdly higher. 

Buyers will base their 
purchasing decision, in part, 
on the difference between the 
purchase price and the current 
Business Value (the further 
apart they are, the more the 
customer must browse and the more sales- 
manship the browsing will probably need). 

If a Sim browses and buys the lot and you 
approve of the transfer, ownership shifts 
and you receive the purchase price as 
soon as the buyer pays for the deed at the 
cash register. 

At this point, your Sim no longer 
owns the lot-with one exception. If 
the purchased lot is the one currently 
loaded, the transfer can't happen 
instantly. Instead: 

1. If it has an Dpan/Clasad sign, it's switched ta Clasad. 

2. The taxi is summaned nr the naw-farmer nwner heads 
tn his nr her car and autnmatically gnes hnme. 


IF the buyer is a playable Sim. yau can 
naui laad his sr her home lot and trauei 
tn the neuiiy purchased community int 
tu play it uiith its neui uuiner. iF, on the other hand, 
the buyer uias a touinie, the resuit is diFFerent. 

He or she immediateiy sells the lot bach to the 
community, turning it instantiy into an unouined iot 
[uiith no employees, or other amenities], uihich can 
be repurchased by any playabie Sim over the phone 
or computer. 


Intra-household 
transfers can be 
executed on the 
deed itself 
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Finally, you can transfer ownership 
between household members as described 
above with the Propose... Transfer Lot 
Ownership interaction, or by placing the 
deed on the lot and using the Transfer 
Ownership interaction on the deed. 

Inheriting Community Lots 

Owned community lots pass on the death 
of the owner through a series of possible 
recipients: 

The member of the owner’s household (teen or older) 
with the highest Lifetime Relationship to the owner. 

The owner's closest married or blood relative (teen 
or older). 

The owner's closest friend. 

Back to the community (becomes unowned). 
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If a deed passes in this way, the new owner is 
informed of the inheritance and given the new 
deed the next time that Sim's home lot is loaded, 
or immediately if that Sim was on the same lot 
with the former owner when he or she died. 

Saving and Buy/Build Mode on Owned 
Community Lot 

In the past, before community lots could be 
owned, you couldn't save or access Buy or Build 
mode or your Sim's inventory while playing a 
community lot. That's all changed if one of your 
playable Sims is the community lot's owner or 
a member of the household. 

Saving, Buy/Build Mode, and any playable 
Sim's inventory become enabled when you bring 
the owner (and any household members) to the 
owned community lot. 

Saving a Sim on a community lot, however, 
creates all manner of mind-aching time and 
financial anomalies that you should ignore. To 
finesse your way around these possibly world- 
shattering time/space contradictions, be aware 
of a few rules: 

^ When an awnar is savad an a aammunity lat, no athar playabla 
Sim can traval to that lat. Tha lot's nama appaars grayad-aut 
in tha lot salaation list. 

, If an awnar is savad on a aommanity lot, you aan't play tha 
ownar's hama lot until you raload tha aommunity lot and sand 
him or har hama. This is so avan if athar mambars of tha 
ownar's family ramain on tha hama lot. 

■ Dwnad but aurrantly ampty community lots cannot ha antarad 
in Build moda from tha naighbarhood viaw (tha traditional way 
ta altar community lots). Dnca a community lot is owned, you 
can't edit it in any way unless the owner travels to or is saved 
on the lot. 

When an owner departs a lot by car or taxi, all 
the customers and employees are forced to leave 
and the lot is automatically saved (without the 


owner on it) in its precise state at that moment. 
When the owner visits next, it will be found in that 
same exact state. 

When another playable Sim travels to the lot, 
that Sim also will find the lot exactly as the owner 
left it (but with an autonomous owner and 
employees working the business). When they 
leave, however, the lot is not saved but is rather 
returned to its most recently saved state. Thus, 
if a playable Sim buys a TV while on the lot, the 
owner will find that TV still in stock when he or 
she next comes to work. 


nabm 

Hs you'll see in "Ploney Flout" in 
chapter 5, the Fact that the TU is 
still on the lot doesn't means that the 
ouiner didn't benefit From the sale nor mas able 
to restoch the TU For Free. The mholesale cost 
oF restoching the restoched TU mas automatically 
deducted From the purchase price. Thus, IF the 
TU cost §700 mholesale and the controllable Sim 
bought it For il.aDD, the omner mill Find an increase 
oF §3DD mhen his or her home lot is neet loaded. 


Traveling to Owned Community Lots 
with Other Sims 

As long as the lot's owner departed the lot (by taxi 
or car) the last time it was saved, any playable Sim 
can travel to an owned community lotto partake 
of its goods and services. 

When other Sims travel to the lot, they'll 
encounter an autonomous version of the owner 
(or a manager if the lot has one) manning the lot 
along with all employees. The playable Sims can 
partake of any useable (not-for-sale) objects on 
the lot, purchase items for posted prices, or, if 
required, spend time on the lot with a ticket from 
the Electrono Ticket Machine (see Chapter 10). 
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Even if the business was closed with the 
Open/Closed sign before the owner last departed 
the lot, playable Sims can travel to the lot, 
interact with any present Sims (the owner or 
manager), purchase objects or buy ticket machine 
tickets, and use any objects that aren’t for sale. 

Ready for more? If your Sim visits an owned 
community lot with the owner of the lot as an 
autonomous date, companion, or group member, 
what you'll experience depends on several factors: 

■ If thE businEss has a managar, tha managar will run tha lot 
and tha awnar will bahava as a normal data, companion, or 
group mambar. 

' If tha businass doasn't hava a managar, tha awnar will both 
managa tha businass — to a raducad dagraa — and Exhibit 
nnrmal data or outing bahavior. This can, by tha way, maka 
successful scored dates VERY difficult. 

^ If all staff members, including employees, managers, and the 
owner, accompany yaur Sim to the owner’s lot, you'll find the lot 
fully open and accessible. Even items for sale can be freely used 
during this “Store Partyll". 

Kinds of Stores 

There are, essentially, three classes of Sim 
businesses: 

, Goods 5 Services ("shops"): Includes catalog and crafted items 
for sale, services from objects (salon chair, coffee bar, etc.), and 
packaged cooked food. (Chapter 8) 

, Restaurants: Businesses in which patrons are seated and served 
food prepared to order by a chef and delivered by a server. 
Customers pay for the food and may tip the waiter or host. 
(Chapter 9) 

r Venues: Businesses that provide access to objects and a 
gathering place far other Sims in exchange for a per-hour 
access fee. (Chapter ID) 



Retail shops are the 
most obvious kind of 
business but they 
aren't the only kind. 


Businesses of each class share many of the 
same features and mechanisms but differ widely 
in what they have for sale and how they transfer 
those "products" to the public. 



nobs 

Each class af stare is detailed in its 
auin chapter. 


The remainder of this chapter discusses 
what these various business have in common: 
the forces that underlie them all. We'll cover the 
differences later. 


Tuia similarities eeist among all hinds 
oF stores, uihich aren't discussed in 
this chapter because theg’re too 
substantiai. Customers, the SillE OUH non oF ang 
business, and empiogees are campieteig dissected 
and reassembied [euiuiui!) in Chapters 5 and T. 



The Business Tracker 

The Business Tracker is a tool that appears in the 
upper right corner of the screen any time you play 
an owned community or home business lot. It is, 
in effect, your Sim's business command center, 
providing access to all the information and tools 
you need to make any business go. 
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The Business Tracker 

is in the upper right corner when 

playing any business lot. 


Hny playable Sim an a businesa lot has 
access to the Business Tracher and, 
thus, can marh items For sale or 
adjust prices. 



Directly below and to the left of the Rank 
display is the Business Perks button. From here, 
points earned by virtue of your business's rank 
can be spent on bonuses that benefit your owner 
or the business or both. Full details on Business 
Perks may be found in Chapter 6. 



Rank 5 


3i S111C33 Build Tods 


Business Build Tools give 
access to the For Sale Tool and 
the Wholesale Mode Toggle. 


The Business Tracker displays the business's 
current rank in its upper right corner. This rank 
can range from a high of 10 through a low of -5 
and affects the number of customers on your lot 
when the business is open. 



Directly below the Rank display is a button 
that collapses or expands the Business Tracker 
as needed. 



The Business Perks button is 
in the center of the Tracker. 


Below and to the right of the Business Perks 
button is the Business Build Tools button. See 
"Business Build Tools," below. 

Around the left side of the Tracker are 
buttons for the four information tools (counter- 
clockwise from the top): Customer Loyalty viewer, 
the Employee Information viewer, the Cash 
Tracker, and the Business Information viewer. 


niotLS 

The Business Trscher's Four InFcr- 
msticn teals Far an nuined enmmunity 
Int can be uieuied even luhen yaur Bim 
is net an the lat. Bn tn a enmputer and da the 
Business. ..Uieui Business InFarmatinn interactinn. 



Customer Loyalty Viewer 

The Customer Loyalty viewer displays a portrait of 
every customer who's visited your Sims store and 
his or her current Customer Loyalty rating. The 
range goes, left to right, from -5 to -1-5. Negative 
scores are shown in red and positive scores are 
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shown in yellow. If the customer is currently 
shopping on the lot, his or her picture in this 
panel will be marked with a shopping cart icon. 



The Customer Loyalty viewer. 

Good experiences with your business raise 
Customer Loyalty and bad experiences reduce it. 
The higher a Sim's loyalty to your store, the more 
likely he or she will be to buy once he or she 
begins to browse. 



nsLs 

Full details an Custemer Loyalty may be 
Found in Chapter S. 

Customers currently visiting your business 
are placed at the left end of this list for easy access. 


t,Sp 

Double-clich on a customer to center 
your uieui on current location. 


Employee Information Viewer 

Portraits of each employee (and managers) are 
shown in this tool. Click on an employee's portrait 
to make them the subject of the viewer's three 
sub-panels. Double-click to center the view. 



Employee Information viewer. 


Employee Information 



Employee Information sub-panel. 

This panel displays the employee's: 

, NamE 

. Wage and haw wall thair pay matchas thair skill/badga 
qualifications. (Chaptar 7) 

, Currant Assignment as assigned by tba awnar or a manager. 
(Chaptar 7) 

Skills 



Employee Skills sub-panel. 

This panel shows the employee's level in each 
of the seven basic skills. 
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The Cash Tracker is a tool used to graphically 
view the business's financial history. The 
Tracker, from right to left, shows the most 
recent and five previous sessions of the 
business in terms of cash flow. If the business 
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While on the job, cooks and waiters in restau- 
rants build Cooking and Body skills (respectively) 
while doing their jobs. See Chapter 9. 

Employees'/managers' skills are important for 
many things, including acceptance of some 
socials, how quickly they'll clean and repair when 
assigned to Tidy Up, and other significant roles. 

Talent Badges 


Employee Talent Badges sub-panel. 

This panel displays any talent badges the 
employee has thus far earned. If there are more 
than three badges, scroll arrows appear on 
the left, right, or both (for viewing off- 
screen badges). Refer to Chapter 3 for 
more information. 

(ash Tracker 


The Cash Tracker. 


brought in more money than it spent, the 
indicator will be above the line and green 
(positive). If the business spent more money 
than it made, the indicator will be below the 
line and red. The scale of all indicators change 
depending on the highest and lowest levels of 
all the shown bars. 

The duration of a session depends on the 
kind of business lot. If it's a home-based business, 
a session lasts twenty-four hours, from midnight 
to midnight. A session of a business on a 
community lot business, on the other hand, is 
any period between when the store was opened 
and then closed. Thus, a session can represent 

several days or only a brief 
moment, depending on 
your actions. 

When a new session 
begins, all indicators 
shift one bar to the 
left. The rightmost 
bar shows the 
session currently 
under way. 

Below the bars 
is the historical repre- 
sentation of your 
business's success: 
Cash Flow to Date. 

This number represents 
how much the business 
has earned minus how 
much it's spent since 
it opened. 
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nabs 

It may be surprising but it is certainly 
helpful to hnuui that a business's cash 
flDui to date affects neither its 
ranhing nor its Business Ualue. neither ranhing 
[a function of cumulative Customer Loyalty] nor 
ualue of the business [a reflection of lot ualue 
plus ranhing] tahes into account horn much money 
the business has made or lost. Thus, a losing 
business can still fetch a high price if sold— if it 
has happy customers and a crach staff. 


Business Information Viewer 
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The Business Information viewer. 


This tool shows the overall quality of the business 

as represented by several factors. 

. Business rank reflects the number of Customer Loyalty stars the 
business has earned. (Chapter G) 

. The business's moniker (a reflection of its rank). 

The current Business Value (see "Business Value," abavo). 

^ The number af Customer Loyalty stars the business currently has. 

. The number af Customer Loyalty stars it needs ta reach the next 
business rank level. 

' Whether the business is operating under the influence af a good 
or bad Reporter review. 


Rank 

Moniker 

ID 

Visionary Vanding Vantura 

B 

Dutstanding Dutlat 

8 

Estaamad Establishmant 

7 

Unique Boutiqua 

B 

Empowarad Emporium 

5 

Proficiant Purveyor 

4 

Burgeoning Bazaar 

3 

Eladgling Eirm 

2 

Budding Brokerage 

1 Tandarfant Tradar 

Unrankad 

Middling Merchant 

-1 

Mediocre Market 

-2 

Shoddy Shop 

-3 

Paltry Peddler 

-4 

Derelict Discounter 

-5 

Bankrupt Bargain Basement 


Business Buiid Toois 



Business Build Tools. 


This panel features two important tools, 
especially for business that trade in objects for 
sale: the For Sale Tool and the Wholesale Mode 
Toggle. 

Whenever this panel is activated, all for-sale 
items on the lot are colored yellow and not-for- 
sale items darken. If an item is currently out of 
stock, it appears in yellow but becomes 
translucent. 
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Use the For Sale Tool 
to mark individual 
Items or display cases 
On and OfFSale. 


The For Sale Tool allows you to hand-select 
individual objects or all objects on a display 
case to put them on or off sale or change their 
pricing level. 


nstLS 

□bjects marhBd far sale da not depre- 
ciate in value far as lang as they 
remain an sale but they alsn can't be 
used by anynne. 


Left of the For Sale Tool is the Pricing Tool, 
which defines at which of the seven pricing 
levels the For Sale Tool will set an item for sale. 
The facial icon in the pricing tool indicates how 
your customers will feel about objects so priced; 
the more angry they look, the more difficult the 
sale will be. 

Each pricing level is an adjusted percentage 
of an object's value (its full wholesale price). 
Prices for any for-sale object can be set to: 

^ Ridiculcusly ChEsp (50% bslDW whclEsalE priEE) 

^ VEry CHeep (20% OeIbw whclEsalE priEE) 

^ CHeep (5% eHdve wHdIeseIe priEE) 

4 AvErEQE (15% eHdve wHdIeseIe priEE) 

^ ExpEHsivE (25% bHeve wHeIeseIe phee) 

^ VEry ExpEHsivE (50% eHdve iwHdIeseIe priEE) 

^ IRidiEulDusly ExpEDsivE (100% eHeve wHdIeseIe pricE) 



For Sale Tool 



Average pricing offers a tidy profit over the 
item's wholesale price. Everything below Cheap 
sells the objects at a loss and everything above 
Average sells at an increasingly large profit. When 
Sims evaluate whether to buy an item, how much 
they need to think about it (the starting level of 
their Buy Bar) is partially determined by how the 
wholesale price of an object compares to the 
marked price. Thus, an object priced at a loss 
requires very little consideration, while an item 
marked for a massive profit requires considerable 
thought from the customer and effort from your 
Sim's sales force. 


niStLB 

Rmany the Business Perhs yaur Sim's 
business can earn are several prnyres- 
siveiy laryer reductinns in tha prices 
far items fram the luhaiesaie catalny. 

Reductinns in the luhalesaie price nf nbjects 
increases the prnfit/inss margin yaur Sim sees at 
each pricing levei. Thus, a prnduct priced at 
Hverage mahes mare maney far the auiner if ane ar 
mare ieveis af the lilhaiesaie Price Perh are auined. 
Eventuaiiy. even pricing ieveis belaui Rverage uiiii 
yieid a prnfit an items bnught fram the cataiag. 
[See Chapter S far mare detaiis.) 




The Pricing Tool 
controls the price set 
by the For Sale Tool or 
any items placed from 
the Wholesale catalog. 


The price level you set becomes the price 
level for any item you mark thereafter with 
the For Sale Tool. 
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To place an object for sale, click on it with the 
For Sale Tool and it will mark the object with the 
currently selected price level. 


note 

Using the Fnr Sale Teel an a display 
rach changes the price nf all items 
displayed on it to the same level. 


To change an object's price via the Business 
Build Tools, use the For Sale Tool to take the item 
ofFsale, adjust the pricing level to where you wish 
the item to be, and use the For Sale Tool again to 
put the item back on sale. 


nobs 

lilhen a purchased item an a lot is 
suiitched tn Dn or DFF Sale, an 
adjustment is made tn ynur Sim's 
Family Funds. reFlecting luhat the abject uiauld 
have cast had yau purchased it at its current 
sale status. IF the item is currently Far Sale and 
suiitched tn lint Far Sale, Family Funds mill be 
charged the diFFerence betmeen the abject's Suy 
made and liJhalesale catalng prices. Cnnuersely, iF 
the abject is currently flat Far Sale and smitches 
tn Far Sale. Family Funds mill be CREDITED the 
same diFFerence. 


To remove a for-sale object from being on 
sale, click on it with the For Sale Tool. It will revert 
to its natural appearance. 

Wholesale Mode Toggle 

The Wholesale Mode Toggle brings up the 
Wholesale catalog, a duplicate of the Buy Mode 
catalog-but all items within it are posted at their 
wholesale prices. A yellow highlight all over the 
catalog indicates this difference. 


PRMA CFFICALGAMEGJIDE 


With Wholesale Mode 
turned on, all for-sale 
items glow yellow and 
the Buy Mode catalog 
changes to Wholesale 
Mode with all saleable 
items marked yellow 
and priced at the lower 
wholesale cost. 

Any items placed from the catalog in this 
state will be instantly labeled for sale at the price 
currently indicated on the Pricing Tool and will be 
charged to family funds at the wholesale cost. 

Phone/Computer 
Business Interactions 

The home telephone and computer have several 
new interactions for your Sim's business use. 


Home Telephone/Cell Phone 



Under the new Business. . . menu on all home 
phones and cell phones, Sims can perform several 
business functions: 

r Start a Hama Business: See "Hditie BusinESSES," abavE. 

f HirE EmployEES...: You may do sa after you select the eurrent 
let or any ether businesses ynur Sim awns; this intEraction 
then brings up the hiring interface for the business (hnme 
nr enmmunity). 
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EmpiDyeBS hired nuer the phene uien't 
ceme in en their euin, but you cen bring 
them in immedietely using the phene's 
Call In Hll Empleyees interactien. 


< Call in All EmplayBES: Yau can summan all cmpInyaES nat at 
wark ta businEss. NctE, hawEVEr, that EmplayEES will PEfusE ta 
caniE back tn wark until at least six hours have passEd since 
they last left. 

< Check In with a Business: DncE a business has a managEr, it can 
run without the ownEP. Still, to kcEp a busioEss running smoDthly, 
an owner must check in frequEotly by phonE. See Chapter B for 
details an chEcking in. Available only when not an the checkEd-in 
businEss let. 

^ Check In with All BusinESSES: If an owner has mare than one 
community lot busioEss, he or she will check in an them all in 
turn. Available only when not on a checkEd-in business lot. 


Cash Register 

The cash register is a critical object in almost all 
Sim businesses. Without it, customers eventually 
throw down their purchases in disgust and leave. 
You can open a store without a cash register but 
you can't do much else. 
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Cash registers are the 
heart and soul of most 
businesses. 


There are two kinds 
of cash registers but they 
both function the same. 
The first, of course, is the 
former community-lot-only cash 
register, which can now be 
purchased for use on home 
business lots. The second type 
is a brand new, old-fashioned 
variation perfect for ma-and-pa 
shops or antique stores. 

All businesses need 
a cash register unless 
they have no objects 
for sale. If a business 
offers only services 
(salon chair, bar, coffee 
bar) or is a venue (pay 
for time spent on lot), 
then there's no need for 
a cash register. 







First Simoleon Sign 


The Open/Closed 
sign is a surprisingly 
agile and powerful 
tool for controlling 
a Sim's business. 


All businesses, therefore, need a way to 
close and open the business to the public without 
having to leave the lot. This is accomplished with 
the Open/Closed Sign of War and Commerce 
(from the Decorative> Miscellaneous catalog). 

Opening the store with this sign signals to 
customers that they may begin to visit. Doing so 
does not, however, summon the store's employees. 
That must be done with the sign's (or the phone's) 
Call In Employees interaction. As long as it's been 
at least six hours since the employees were 
sent home, they should appear on the lot 
immediately. 

Closing the store tells the customers it's 
time to wrap up. Patrons with selected but 
unpurchased objects immediately queue up at 
the cash register to pay and those who haven't 
yet chosen objects leave instantly. No further 
customers will arrive. 

Employees, however, remain until explicitly 
sent home. This permits you to use their 
services even after the customers have left. 
It's, for example, much easier to restock 
when people aren't pulling stuff off 
the shelves. To dismiss employees 
for the day, you can do so collec- 
tively with the sign's Send 
Employees Home interaction. 


Hanging a First 
Simoleon Sign doesn't 
have any effect on 
your business but it 
sure looks nice. 


When a business rings up its first sale, the owner 
receives a framed First Simoleon Sign in their 
personal inventory. This object can be displayed 
like any framed picture: on a wall, surface, or 
floor. It is purely decorative but makes a Sim feel 
right proud! 


Open/Closed for 
Business Sign 

Generally, whenever an 
owned community lot's 
owner is present on 
the lot, the lot is 
open for business 
and customers can 
come calling any 
time of the night or 
day. You'll quickly 
find, however, that 
it's handy for a Sim 
to be able to work 
on a lot without 
the distraction 
of customers. 
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Chapter S 



All Sim businesses share one major thing that 
makes them go: the customer. To understand how 
a business works and how it can be successful, it's 
imperative to understand how customers behave 
and make their buying decisions. 

This chapter examines precisely what makes 
customers tick and how you can study this buying 
behavior to maximize your Sims' businesses. 

Customer Loyalty 

Over time, customers develop feelings toward 
a given business. These feelings can be positive, 
neutral, or negative, depending on their experi- 
ences dealing with the business. Needless to say, 
it's in your best interest to entice customers to 
feel as positive as possible about your Sims' 
businesses-you want to keep them coming back 
and willing to buy more. 

The term for a Sim's feeling toward a business 
is Customer Loyalty-the most important asset a 
business can have. To earn it is no simple matter, 
however; it requires skill, practice, and know-how. 


nobs 

The Customer Loyalty score oF each 
Sim luho has shopped at a lot is 
uieuiable in the Customer Loyalty panel 
oF the Business Tracher. 



Customer Loyalty Score 

A Sim's Customer Loyalty score can range from 
-1-5 to -5 stars. 



The Customer Loyalty score of each Sim who has ever visited a 
business is shown m the Business Tracker's Customer Loyalty Panel. 
If the customer is currently shopping on the lot, they appear at the 
beginning of the list with a shopping cart icon. 

Within each star is the number of Customer 
Loyalty points needed to earn it. This number 
grows with each subsequent star, so getting the 
first star may not take much effort but snagging 
higher stars becomes far more difficult. Likewise, 
the small point ranges mean lower-level stars 
will also be much easier to lose and are thus 
more volatile. 

Generally, customers gain and lose Customer 
Loyalty points in response to positive or negative 
experiences while shopping at a business. When 
points are gained or lost, a blue star appears 
above the customer's head, accompanied by plus 
or minus signs to indicate the direction of the 
change. The number of plus or minus signs reveals 
the degree of the change (for example, two plus 
signs is a big change). 
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Any time a Sim's 
customer loyalty score 
changes, they flash 
this symbol. 


5 

35D 

-1 

-100 

4 

70D 

-2 

-250 

3 

45D 

-3 

-450 

2 

25D 

-4 

-700 

1 

100 

-5 

-050 


Changes that bring 
a Sim to a higher star 
rating are marked by 
this effect. 


Layalty Points 


Stars 


When a customer amasses enough points to 
earn the next Customer Loyalty star, a sparkling 
gold star swoops overhead. If a star is lost, the 
swooping star will be red with a black cloud 
enveloping it. 


Drops in a Sim’s 
customer service 
stars show this 
stormy reaction. 



Factors Affecting Customer 
Loyalty Score 

Customer Loyalty is affected in general by positive 
and negative experiences while shopping at the 
business. Specifically, it's impacted by the 
following events. 

Increasing Customer Loyalty 

Being friendly with 
clients IS one of the 
! most effective ways to 
I boost Customer Loyalty. 
I A strong relationship 
, also makes customers 
more likely to accept 
sales socials. 



Customer loyalty is raised by: 

^ CustomEr purchasing an cbjact. The battEr the deal (the smaller 
the markup abavE whalEsale cast), the mare layalty paints 
a purchasE garnErs. 

. High EnviranmEnt scarE. Far Every heur Sims are an the let, 
they'll receivE a baast in Custamer Layalty far having a pnsitive 
enviranment scare. The size cf the baast is prapcrticnal tc the 
level af the Need abave zerc. 

. Custamer gaining Daily and/ar Lifetime relatianship paints while 
an the let. Gaining relatianship paints with the business’s awner, 
Emplcyees, cr managers gain even mare Custamer Layalty paints. 

< Establishing pnsitive relatinnsbips (Friend, Best Friend, Lave 
Crush) while on the lot. Gaining these relatinnsbips with staff 
members are worth even more Customer Loyalty. 

■■ Being served at the cash register within thirty minutes of 
getting in line. 

r Accepting sales socials. 
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Lowering Customer Loyalty 


The more out-of-stock 
signs there are on a 
lot, the lower Customer 
Loyalty will be. 





Customer Loyalty is lowered by: 

Browses that don't result in a purchase. 

, Customer leaving without buying anything, 
or buying a ticket from the ticket machine. 

( Customer purchasing item that’s a bad 
deal (large differential between wholesale 

\ value and purchase price). 

, Low environment score. For every 
’ hour Sims are on the lot, they'll 
receive a reduction to Customer 
Loyalty for having a negative environ- 
ment score. The size of the drop is 
proportional to the level of the Need 
below zero. 

Customer losing Daily and/or Lifetime 
relationship points while on the lot. Losing 
relationship points with the business's owner, 
employees, or managers drops even more 
Customer Loyalty points. 

Customer gaining Furious state while on the lot 
(usually a full star drop if with non-staff or two 
stars if with staff). 

Customer establishing negative relationships 
(Enemy, etc.) while on the lot. Establishing 
negative relationships with the owner or staff 
members causes a larger drop. 


4 Customer rejecting sales socials. 

^ Customer seeing an out-nf-stock sign. 

^ Customer complaining about something (Environment, employees, 
objects, etc.). 

f Customer waiting more than thirty minutes in the cash 
register queue. 

f Customer giving up waiting at cash register and leaving lot. 

f Death of any Sim on the lot delivers a massive drop (from 
2 to 5 full stars), the size of which depends on the customer's 
relationship with the deceased. 



Waiting in line too long 
can cause big drops in 
Customer Loyalty. 


Loyalty Decay 

while a customer is on a business lot, loyalty 
decays slowly toward zero. 

Decay stops for a time after a new star is won 
to prevent it being immediately lost. 

Customer Loyalty Behavior 

A customer's loyalty affects how they behave 
toward a business. Generally, a loyal customer 
is more apt to buy and do so more frequently. 

A disgruntled customer will be a tough sell and 
will visit the business less frequently. 

Positive Loyalty Behavior 

Customers with positive Customer Loyalty 
toward a store: 

( Como to the businoss moro often. 
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. Begin browsing with a partian af thair Buy Bar already filled. The 
mare stars they have, the higher this "head start" is. Customer 
Loyalty also affeots the random raising or lowering of this 
starting point: the better the Customer Loyalty, the smaller the 
randam variation. 

Negative Loyalty Behavior 

Customers with negative Customer Loyalty toward 
a store: 

, Come to the business less often. 

, Begin browsing with a penalty to the starting level of their Buy 
Bar. The fewer stars they have, the lower this "head start" is. 
Customer loyalty also affects the random raising or lowering of 
this starting point: the worse the Customer Loyalty, the larger 
the random variation. 

, Complain about negative experiences, further lowering their 
Customer Loyalty. Disgruntled customers will complain about 
rejected sales socials, negative social interactions with staff, 
and excessive wait times at cash register. 

Customer Loyalty and 
Business Ranking 

Though Customer Loyalty's effects on individual 
customers and transactions are important, its 
cumulative effect on your Sims' businesses is even 
more crucial. 
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Business Ranking, the number of total stars a business has, and the 
number it needs to gain the next ranking level, are shown in the 
Business Tracker's Business Information panel. 



n o t s 

See Chapter B Far Full ehinny an 
Business Renhing end Business Perhs. 


The cumulative number of Customer Loyalty 
stars a business has dictates its Business Ranking. 




M 


IHH 

h 1 




Business Ranking 
translates into 
points to spend on 
Business Perks. 


Gaining a level in Business Ranking earns 
the owner a point to spend on Business Perks 
that make him or the business more powerful. 

Finally, higher Business Ranking increases 
the Business Value of the business. In other words, 
along with employee quality, customers actually 
are a business's biggest asset. 

Erasure of Customer Loyalty 

A customer's Customer Loyalty is deleted upon 
several events: 

. Doath 

: Moving in to owner's household 
I Marrying/Joining owner 

When the Sim becomes a family member 
and thus part of the business, they're no longer 
considered a customer. If the Sim subsequently 
leaves the household, loyalty begins again at zero. 
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Customer Loyalty Strategy 

since success in business is based on the total 
number of Customer Loyalty stars, it follows that 
getting as many stars as possible should be the 
focus of any business. 

There are two ways to do this: building 
customers up to higher star levels, or gaining 
one or two stars from lots of customers. Which 
you choose depends on what kind of business 
you want. 



Lots of casual customers or a few loyal customers can add up to the 
same number of stars but which you choose says a lotaboutyour 
Sim's business. 

If you desire a low-margin, high-volume 
business, do just enough to keep people in 
positive territory and no more. 


The Buying Decision 

Even a small purchase is a big decision for a Sim, 
at least in terms of the thought process that goes 
into it. Understanding this thought process goes 
a long way toward manipulating it to maximize the 
performance of your Sim's businesses. 

The Shopping Need 

Every Sim has a new (albeit hidden) Need that 
only comes into play when autonomously visiting 
a business lot: the Shopping Need. This new Need 
is satisfied by buying and (to a lesser extent) by 
browsing for goods or services or venue tickets, 
and depleted by spending time not shopping. 



natLB 

It's important to remember that the 
goal oF a business is to satisfy a Sim's 
shopping need, but not too quichiy. 


Customers uihose yen For shopping is compieteiy 


satisfied leave and don't spend any more money 


that session. 




H business that charges bargain 
basement prices [beloui uihoiesaie] 
ioses money every session but boasts 
a very ioyai customer base. Foiioui this path if 
your goai is to quichiy build up the Business Uaiue 
oF a lot, then sell it For a profit; the high Customer 
Loyalty Factor outiueighs any loses you eaperience 
during the short oiunership. Vou can iater raise 
prices once the store has a ioyai Foiiouiing. 


If you want the business to be more of a 
boutique with fewer but fiercely loyal customers, 
focus on raising each customer's stars as high 
as possible. 



You can't see it, but 
every customer on the 
lot IS being driven to 
buy and browse by 
a pressing new 
Shopping Need. 


The Shopping Need is the initial driving force 
behind Sims' behavior as business customers, so 
knowing a bit about how it works is critical. 

Why? Because a Sim's decision whether to 
shop or not is completely ruled by the state of 
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their Shopping Need. A Sim will only keep 
shopping as long as the Shopping Need is not 
completely satisfied. When it reaches maximum, 
the Sim departs. It's in your interest, therefore, 
to keep your Sim's customers, especially the ones 
with extremely high Customer Loyalty, from 
completely sating their Shopping Need. 


feip 

Hs Sims near Full satlsFactiun uF their 
Shopping needs, theg'll stop shopping 
and turn their attention to other 
needs. This glues their Shopping need an oppor- 
tunitg to decay a bit so they can get bach to 
shopping. IF. houieuer, you push the Sim to heep 
shopping to the point oF Full satisFaction, they 
may decide they'ue had enough, cash out, and head 
For the eait. 

In this case, you can engage the Sim in lengthy 
social interaction to stall them enough For the 
Shopping need to decay a bit and thereby cnaa 
them into staying. 



Furthermore, the starting level of a Sim's Buy 
Bar when browsing any object is significantly 
reduced by the level of their Shopping Need. The 
more satisfied it is, the lower the Buy Bar will 
start when browsing (think of it as "shopping 
fatigue"). Conversely, the more depleted the 
Shopping Need, the closer to its potential 
maximum the Buy Bar will be. 

Step 1: To Browse or Not? 

Assuming Sims' Shopping Needs are unsatisfied, 
they'll decide to do some shopping. 



riB to 

Sims arrive on business lots uiith 
their Shopping need randomly depleted, 
meaning they all arrive uianting to shop. 



Keep your eye on newly 
arrived Sims. How 
they begin to shop 
is important. 


The first step in this process is deciding 
whether they'll browse objects for sale, ask 
for help, or signal a need for help about a 
particular object. 


riB) to 

Sims mho opt not to bromse mill First 
select an object to desire. They mill 
randomly choose betmeen objects on 
the lot or a craFtable object that's one badge 
level higher than any that appears on the lot. The 
latter is unlihely to be on the lot, so you mon't 
be able to give the customer the desired object; 
a no-min situation but a common customer service 
pitFall mith mhich you must contend. Handling the 
request promptly and politely mill reduce the 
damage to Customer Loyalty. 


If they decide to browse (as most will), they'll 
go onto the next step. 




Objects placed near mindoms have 
special pomer over customers. Iilhen 
an object For sale is near a mindom, 
passing Sims mill stop and looh at it through the 
mindom. Sims mho elect to Hsh For Help or eehibit 
need Help behavior have a chance that this object 
mill become their looHed-For object. IF they 
bromse the object through the mindom and their 
Huy Her rises suFFiciently, they'll come inside and 
continue to bromse the same object. 
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Ifi on the other hand, they decide to directly 
ask for help or signal their need for help, what 
happens next depends on which they choose. 

Ask for Help 

If a Sim elects not to browse, they're more likely 
to choose Ask for Help if their Personality tends 
toward the Outgoing. Once this interaction is 
chosen, the Sim will approach the nearest sales 
staff and ask to be shown a specific item (shown 
in a thought balloon). 

If the staff member is an employee, how they 
respond depends on the level of their Sales Talent 
Badge, Daily Relationship with the customer, and 
their Mood. The higher each badge, the more 
likely the employee will take the inquiring Sim to 
the desired object. If their Sales badge is low but 
Mood and Daily Relationship are high, they won't 
show the item but they'll be courteous about it 
(producing a drop in Customer Loyalty but no 
reduction in Daily Relationship). With a low badge 
and low Mood, however, the response will be less 
than polite and there'll be a reduction in both 
Customer Loyalty and Daily Relationship. 

If the recipient of the inquiry is the owner or 
manager, immediately direct them to do a Show Item 
interaction on the object the customer requests. 

Showing the customer the item results in raised 
Customer Loyalty and increased Daily Relationship 
(which further increases Customer Loyalty). 

If the asked-for item isn't on the lot, the 
customer will experience a small reduction in 
Customer Loyalty but there'll be no drop in Daily 
Relationship. 

NeedMelp 

shy Sims tend toward this more passive request 
for aid. If a Sim wanders around shrugging and 
looking confused, they are expressing Need Help. 


If you see a Sim 
behaving like this and 
no sales employee is 
responding (or none is 
assigned to sales), get 
a playable Sim over to 
do the May I Help You? 
interaction. 


You may direct the owner or a manager to do 
the May I Help You? interaction on the customer. 
Doing this in a timely manner gains an increase 
in Customer Loyalty. 

An employee assigned to a sale may respond 
autonomously to a Need For Help request but is 
more likely to do so if they have a high Sales 
Talent Badge. 

Failing to respond to a Need for Help eventually 
results in a reduction in Customer Loyalty. 

Step?: What to Browse? 

If the Sim decides to search the store for something 
that tickles the fancy, this will be based on a 
number of factors: 

. Affcrdability. Sims won't browse objects tbot cost mono money 
than they have. This is only an issue for playable Sims because 
townie Sims have unlimited funds (See "Sim Buying Power," below). 

. The wholesale cost of an object. The lower it is, the more 
appealing the object, regardless of its price. 

,• The quality of the display case (if any) containing the object. The 
more expensive it is, the more appealing. 

The quality of the vending display (if any). For magazines, video 
games, groceries, clothing, and perfume, the quality of the 
accompanying display is taken into account. If the rack hasn't 
been restocked, its barrenness will reflect on the appeal of the 
remaining items. 
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Step 3: To Buy or Not to Buy? 

Once Sims find an object to consider, either on 
their own or by asking for or signaling their need 
for help or being shown it, the next step is to 
think about whether to buy it. 


The Buy Bar shows 
how the customer's 
purchasing decision 
is progressing. 


The color and number 
of “§" on the bag tells 
you how much the Sims 
are going to drop at the 
register. Unless, that is, 
you make them wait 
too long to check out. 


If the bar stops rising, the 
Sim will eventually abandon 
the decision and move onto 
another item (or leave the 
lot). These failed browsings 
reduce Customer Loyalty but still 
satisfy a Sim's Shopping Need, so you 
should try to minimize failed browsings 
by intervening with sales socials when 
a browse begins to stall. 

Knowing when to intervene, 
however, requires you know how the 
Buy Bar functions. The Buy Bar is 


The progress of this decision 
is represented by the Buy 
Bar above their head. This 
V-shaped bar fills as Sims 
consider a variety 
of factors that rule 
whether or not 
they'll buy. 

If the bar reaches 
the top, the Sim 
chooses to buy the 
object and puts it in 
the shopping bag. 


Shopping Bags 

Sims pull objects off the shelf and put them 
in their shopping bag. Most of the time, these 
bags are invisible, but you'll often see them as 
Sims move from object to object and when 
they wait in line at the cash register. 

Sims don't actually buy an object until 
they visit the cash register. Until that point, 
the purchase price value of their collection of 
objects is represented by the color or symbol 
on the bag they carry: 

Brown, 1": Small purchase 
' Blue, Medium purchase 
Bald, "§§§": Large purchase 


nmt^m 

This process oF autonomously selecting 
an object can be supplanted iF your Sim 
perForms the Shoui Object interaction 
and suggests an object For brouising. Customers 
may not tahe to the object, but iF they do, they'll 
start brouising it immediately. 
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affected by two things: a Sim's interest in the 
object and any sales socials done by the business's 
owner, employees, or managers. 

Browsing Interest 

when a Sim is browsing a specific object, three 
factors dictate whether the Buy Bar moves up or 
down, and/or at what rate: 

The quality of the deal. Whathar an abjact is a "gaad daal” 
depends an twa things: the difference between the whalesale 
cast and the purchase price, and the averall size af the 
wholesale cost. Thus, an abject with a purchase price that's 
considerahly higher than the wholesale cast raises the Buy Bar 
less than an object priced only slightly above (nr below) the 
wholesale cost. Furthermore, an object with a high wholesale 
cost moves tbe bar less than an object with a law whalesale 
cost. In other words, inherently expensive items — regardless 
of purchase price — are a harder sell than cheap items (a 
car at Average price is harder to sell than an end table at 
Average price). 

^ Was tbe item the one the Sim wanted? This factor only comes 
into play when a Sim asked for or needed help. Browsing the 
object they came in to find will go faster than browsing any 
other object. Note, however, that merely because Sims come in 
looking for a particular object, doesn’t mean they'll buy it: if it's 
overpriced, the browsing may fail. 

^ Randomness. Every browsing session contains a random factor 
that moves the har up nr down. The size of this shift is dictated 
by the Sim's Customer Loyalty; the higher the loyalty, the smaller 
the random negative shift and the larger the positive shift. 

The pricing level of 
an object will, in itself 
and in relation to the 
object's wholesale cost, 
profoundly impact 
how quickly a Sim’s 
browsing decision will 
take and whether it 
results m a sale. 



Every time that Sims consider these factors 
without reaching the top of the Buy Bar, there's an 
increasing chance that they'll abandon browsing 
that item (causing a drop in Customer Loyalty). 
They trick is to intervene with sales socials just 
before they decide to quit. 

Sales Socials 

You can intervene in the progress of a customer's 
Buy Bar with the judicious application of sales 
socials. These socials raise the customer's Buy Bar 
if they're accepted or, if rejected, can reduce the 
Buy Bar, relationship, and/or Customer Loyalty. 



Sales socials are 
critically important but 
help if used properly. 


All Sims can do the lowest level sales social 
(Basic Sell) but higher badges introduce more 
powerful, albeit riskier, socials that can have a 
huge impact on a customer's Buy Bar: 

. Bronze: Dffor At 
f Silver: Herd Sell 
i Bold: Dazzle 



Q| 1 ^ 

The specifics of each saies seciai are 
discussed in Chapter IB. 
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Remember that your 
Sim's relationship 
to a customer, though 
a good indicator, is no 
guarantee that the 
customer's relationship 
to your Sim will be 
high enough to accept 
a sales social. 

For a sales social to be accepted, the owner/ 
employee must be in a reasonably good Mood and 
have either a good relationship (20-30 score on 
Daily Relationship with the customer, depending 
on the social) or be in a better Mood, with 
customer having either high Nice or Outgoing 
personality to make up for the lack of relationship. 
It's always a good idea (unless the buying Sim 
is extremely Nice and Outgoing) to chat up 
customers a bit before starting in on the sales 
socials; this significantly increases the chances 
of acceptance. 



nmt,m 

The Cannectiens Business Perhs can 
be a big bean to selling since theg 
give an automatic boost to the Dailg 
Relationship level oF euerg Sim the ouiner 
Sim meets. 



The effectiveness of sales socials depends on 
the sales price level of the browsed object: 


Price Level 

Sales Social Effectiveness 

Ridiculously Cheap 

IDD% 

Very Cheap 

85% 

Cheap 

7D% 

Average 

55% 

Expensive 

4D% 

Very Expensive 

25% 

Ridiculously Expensive 

10% 
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Repeating the same social twice in a row 
yields diminishing returns with each repetition, 
so vary your tactics and know when to back off 
entirely. In fact, a crucial sales strategy is knowing 
which customers are the best focus for your Sim's 
precious time. If a Sim is chugging up the Buy Bar 
at a good clip with no help, there's no reason to 
use sales socials on them. Instead, look for Sims 
with Buy Bars that have stalled, are rising very 
slowly, or not at all. These are the Sims you might 
be able to take over the top with some well- 
applied sales socials. 

Browsing Mead Start 

The customers' buying decisions are largely 
dictated by what happens after they choose an 
item to browse and begin mulling it over. Just as 
important, however, is at what level the Buy Bar 
begins when browsing commences. This is a 
function of several factors. 


Healthy businesses 
and customers 
with lots of positive 
factors in place begin 
browsing mostly 
convinced to buy. 


The Buy Bar will start above zero based on: 

< CustDiTiEr loyalty: Iha highar it is, the higher the Buy Bar starts. 

, Busiaass Rank: Tha highar tha Businass Rank, the higher the 
Buy Bar of ALL customers. 

f Shopping Naad: The more satisfied a Sim's Shopping Need, the 
lower the Buy Bar head start. Thus, a Sim with high Custamar 
Loyalty to a highly ranked business will have a larger Buy Bar 
head start at the beginning of a shopping trip than at tbe end, 
making it harder to sell to him when he’s been shopping for 
a while than when he is just getting started. 
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^ Best of the Bsst Award: If custamars view ana af thasa awards 
an a businass's lat, thay racaiva an axtra haad start ta thair Buy 
Bar far tha duratian af thair visit. 

^ Laakad-far Itam: If a Sim has pra-ahasan an itam, tha Buy Bar 
starts highar whan that itam is brawsad. 

Customers with a large Browsing Bar head 
start are going to be the easiest to sell to, since 
they have the shortest distance to go while 
browsing. Raising Customer Loyalty and Business 
Rank are the fundamental routes to making every 
customer easier to sell. 



The Look-for Mark 
self-interaction reveals 
the customer with 
the highest Buy Bar 
head start. 


nmt,m 

The Leah-Far niarh interactian, granted 
te auiners Fram the Perceptian Business 
Perhs trach, is a selF-interactinn that 
reueais the custamer an the int uiith the highest 
Bug Bar head start. IF gau're at a inss ta decide an 
uiham ta eaert saies saciais, this interactian gives 
gnu a gnnd piece ta start. 



Step Paying 

when Sims decide they want an item, they put it 
in their bag. If their Shopping Need is not nearly 
satisfied, they scan for another item to browse. 

If^ however, the Shopping Social is nearly fulfilled, 
they'll line up for the cash register. 



Big lines at a register 
are Customer Loyalty 
traps waiting to spring. 
A cashier with high 
Register badges 
serves a long line 
more quickly than 
one with low or no 
Register badge. 


The speed with which customers are served 
at the register can make a big difference. Waiting 
time is a factor of the number of Sims waiting in 
line and the Register badge level of the cashier 
(the higher the badge, the faster they process 
each transaction). Serving them quickly increases 
Customer Loyalty. 



1b,Dp 

IF the line at a register is getting lang, 
cnnsider piecing and manning a secnnd 
register. Rng Sims aFter the First turn 
Sims in iine shiFt ta the neuiig apened register. 


After a while, Sims start to exhibit levels 
of impatience, their annoyance increasing as 
time passes. 



n B tr ^ 

The nicer a Sim is. the ianger it tahes 
Far each impatience behauinr ta sham. 


4 Law ImpatiEncE: Sighing 
Msdium ImpatiEncE: Grumbling 
r High ImpatiEncE: Stamping font 

After thirty minutes of waiting, the Sim loses 
a massive chunk of his or her Customer Loyalty. 
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Once that happens, there's a chance-increasing 
each minute-that the Sim will drop the purchases 
and leave. If this happens, Customer Loyalty drops 
even more and there'll be a mess on the floor to 
clean up. When the dropped bag is cleaned up 
(by the owner or by an employee assigned to 
Tidy), all crafted items that were in the bag are 
returned to the owner's inventory. Any catalog 
items in the bag do not return to the shelves; 
instead, the wholesale cost of each item is 
credited to the family funds. Restoring 
the items to the shelves requires 
restocking. 

Once Sims have paid for their 
purchases, they either depart or, if 
their Shopping Need decayed while 
they stood in line, they return to 
shopping. Generally, however, 
there's a 75% chance a customer, 
even one with a less-than-fully- 
satisfied Shopping Need, will 
leave after paying. 


Honey Flow 

when Sims spend 
money at businesses, the 
Simoleons do actually change 
hands, shifting from one 
Sim's family funds to another. 
Sometimes these transactions 
can be a bit complex. 


The distinction between townies and playable 
Sims, therefore, lies exclusively in what they're 
willing to browse autonomously and what they'll 
consider if shown by an owner or employee. 

When playable Sims spot or are shown an item, 
they first consider whether they have sufficient 
family funds to buy the item. If the answer is 
affirmative, they'll begin to browse as normal and 
the amount of money they have won't again enter 
the transaction. 

If the answer is negative, the Sim won't browse 
the item at all. When shown an unaffordable item 
by a salesperson, playable Sims flash a thought 
balloon to indicate that the item is out of their 
price range. The owner/ employee's Nice/Grouchy 
personality then dictates how they react to this 
news. Mean Sims can damage a playable Sim's 
Customer Loyalty by berating them when they 
plead lack of funds for a shown item. 


Sim Buying Power 


when a townie visits a business, 
they come loaded. They're not 
more willing to spend than 
playable Sims, but they have 
a bottomless bank account. 


If a townie sports a shabby appearance, don't be 
fooled; they're just as capable of buying a new 
sports car or a community lot as the most posh- 
looking socialite. 

That said, they don't evaluate purchases 
any differently from an autonomous playable 
Sim, their willingness to buy is based on their 
Customer Loyalty and all the other factors that 
go into the Buy Bar. 


Customers who come 
from your playable lots 
have the extra consid- 
eration of their own 
budget. Avoid showing 
such Sims expensive 
items unless you know 
they're loaded. 
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The ebeue is one reason uihy Clean Sims 
mahe bad saiespeople. 


Autonomous Spending 

To protect your playable Sim's hard-earned wealth, 
it's long been a tenet of The Sims™ that no playable 
Sim may autonomously spend money. For example, 
if you visited an unowned community lot with Sim 
A, you might see another one of your playable 
Sims (Sim B) also visiting the lot. Sim B may buy a 
coffee from the barista, appearing to spend some 
money-money you helped them earn-without 
your approval. Fortunately, when you next load 
Sim B's home lot, you'll find that none of that 
money has actually been expended; 
it was an illusion. 

With The Sims™ 2 
Open for Business, 
however, that 
illusion is now a 
reality when your 
playable Sims 
autonomously visit 
owned community 
lots or home-based 
businesses. 


To prevent your Sims bankrupting themselves 
on what is really "your dime" and townies having 
huge hidden collections of goods (which would be 
available if your Sim married one), a Sim-playable 
or townie-may keep only the last three objects 
purchased. 


when a Sim is played 
for the first time after 
a shopping otiting, 
the last three items 
purchased will be 
ready to place. 



p--r- — l- 


When a Sim pays for a fourth item, the oldest 
of the three previous bought objects is removed 
from inventory and the purchase price is 
refunded to the purchasing Sim. Note that the 
selling Sim gets to keep the money earned on 
the transaction; this mechanism exists only 
for the purchaser. 

If the buyer is a playable Sim, there's an 
additional protection preventing them from 
spending more than 20% of their family funds. 
Once this limit is reached, the Sim will leave the 
lot and no member of that household will appear 
as a visitor to a business until you play and save 
their home lot. 



If a playable Sim buys sametbing 
autanamausly, yau’ll be notified that 
iKljLi^ your Sim uient shopping tbe neat time 
you load tbe home lot. Vou should Chech the 
inuentory for the purchased items, because at 
that point, if you uiish, you can put the ebjects on 
the lot— uihere they'll begin te depreciate— or sell 
them bach for full Suy/Suild mode cataleg price 
nST the purchase price). 
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Chapter 6 




One of the great things about success is that it 
breeds more success. The more popular your 
business, the more people shop at it and the more 
abilities the owner amasses, and the more popular 
the business becomes, and so on. Thus, it's 
extremely importantto pay attention to your 
Business Rank. 

Yet, Business Rank isn't the final mark of 
success; there are more ways to achieve recog- 
nition and become even more 
powerful. The local business 
Reporter NPC can review 
your business and boost 
your number of customers, 
a Best of the Best Award can 
make your customers more 
likely to buy, and Business 
Perks can be gained and 
taught to others to superpower 
a business for generations. 

This chapter introduces you 
to all these high-end tools for the 
successful business owner. Without 
them, the stratosphere of the Sim 
business world will always lie just 
out of reach. 

Business Rank 

Business Rank is the collective 
amount of Customer Loyalty your 
Sim's business has amassed at any 
given moment. 
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When a business' total number of stars 
reaches the next Business Rank threshold, it rises 
to the next Business Rank and stays there until it 
gains enough Customer Loyalty stars for the next 
rank-or loses enough stars to drop to the 
previous Rank. 

The higher a positive rank, or the lower the 
negative rank, the greater the quantity of stars 
needed for promotion to the next level. In other 
words, it's very easy to rise from Unranked to 
Tenderfoot Trader (Rankl) but extremely difficult 
to go from Outstanding Outlet (Rank 9) to 
Visionary Vending Venture (Rank 10). 

Total # Customer 


Bosioess Rook 

Rook Moniker 

Loyalty Stars 

ID 

Visionary Vending Venture 

125 

B 

Outstanding Outlet 

lOD 

8 

Esteemed Establishment 

75 

7 

Onique Boutique 

BD 

B 

Empowered Emporium 

45 

5 

Profioient Purveyor 

30 

4 

Burgeoning Bazaar 

20 

3 

Fledgling Firm 

12 

2 

Budding Brokerage 

7 

1 

Tenderfoot Trader 

3 

Unranked 

Middling Merchant 

0 

-1 

Medioore Market 

-5 

-2 

Shoddy Shop 

-12 

-3 

Paltry Peddler 

-20 

-4 

Dereliot Discounter 

-30 

-5 

Bankrupt Bargain Basement 

-50 
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Viewing Business Rank 

A Sim's Business Rank can be viewed in 
several places: 



In the Rank display in the center of the Business 
Tracker tool. 



In the Business Information panel of the Business 
Tracker tool when the Sim is on the business lot or 
when viewing business information via computer. 
This panel also includes the corresponding 
business moniker, the current total number of 
Customer Loyalty stars, and the number needed to 
reach the next Business Rank. 



From Neighborhood view, in the lot information 
box, the business moniker is displayed in lieu of 
numerical rank. 



nabs 

For mare inFarmation an Customer 
Layalty and strategies Far gaining 
stars, see Chapter S. 


Effects of Business Rank 

The Business Rank has several effects. 

Customer Traffic 

The Business Rank directly affects the number 
of customers on the lot whenever the business 
is open. The more renowned a business becomes, 
the more Sims clamor to visit and see what it 
has to offer. 


niOtLB 

The number oF custamers listed beiaui 
uiiii only be seen iF your computer's 
processor can handie the load. The 
game uiiii automaticaiiy scaie damn these numbers 
For iomer-pomered computers. Just as it does mith 
the msKimum number oF Sims mho can be inuited 
to a party. 


Business Rank 

# of Customers 

ID 

ID 

B 

3 

8 

8 

B-7 

7 

5 

G 

4 

5 

2-3 

4 

-5-1 

3 



What you do with this extra traffic and 
whether your business can handle the extra 
demands of its popularity are among the game's 
most prodigious challenges. 
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Business Value 



A highly ranked 
business will bustle 
with activity. 


For example, if a business is a small retail 
shop that sells cheap to moderate value objects at 
Average price levels, the focus of the staff will be 
on restocking and ringing up purchases to keep 
the shelves full and customer waits short. If the 
number of customers rises, your single employee 
and owner may have trouble keeping up with the 
restocking and/or serving everyone in line before 
they bail out in frustration. What to do? 

At the most basic level, the choice comes 
down to whether you (figuratively) raise the 
bridge or lower the river: 

1. HIpe maPE staff. This SEEms thE mcst abviaus sclution and may 
ba SD, but you must fipst cansidEP tha cnst of a hew amplayEE 
VEPSus tha inEPEasE in seIes bpaught about by thu nuw Rank. If 
thE Existing staff is low in ths kind of Talant Badgss OEEdsd to 
attEnd to tha naw populanity (fop Exampla, if thay havE tpoubla 
kaaping up with PEstocking), you might considap paplacing staff 
with EmplayEES who havE highap badgas in that job ap allowing 
staff a bit maPE tims ta lEval-up in tha badga. 

2. Raisa ppica IeveIs. Raising tbs ppicE af EVEPything in thn stoPE 
cnuntEpbalancES tha pIse in tpaffic by slowing down customEPs' 
buying dEcisions. Longap dacision timas maan moPE tima to tond 
to tha stoPES basic funatians without hiping oew staff. Yaup 
choiEE haPE is wfiEthEP thE dpop in seIes voluma is outwEigfiEd 
by thE incPEasad ppofit mapgin. If not, this isn't thn way to go. Be 
capaful with this mEthod: it’s Easy ta avapcappEct. 
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A business’s sale price 
IS Its Business Value. 


One factor in determining Business Value is a 
business's Business Rank. The higher the rank, the 
more the business will be worth over its original 
purchase price and the more it'll fetch if the 
business is sold. 

Business Perks 

whenever a business gains a previously 
unattained rank, the owner receives one Business 
Perk Point to spend in one of the five Business 
Perk tracks (see "Business Perks," below). 


nsti^s 

□nee auiarded. Business Perh Points 
are not tahen auiay if the business 
drops From its Ranh. Ror is a neui 
point auiarded if the business reclaims a lost, 
previously-attained Ranh. 



Note that there are only 10 possible Business 
Perk Points for a business, so a single business 
can earn its owner no more than 10 of the 
possible 25 Perks. 


To gain more than ID Perhs, the ouiner 
must ouin more than one business or 
have been taught ["Pass Rlong") by 
another business ouiner uiho earned other Perhs. 
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nstip 

Hctually one dF the Perh trachs doesn’t 
really stay uiith the ouiner [unless he 
□r she is very Fruyal], The Cash trach 
earns the ouiner a series oF one-time inFusions 
oF cash. 


Connections 

This track focuses on new social tools, allowing 
the owner to begin friendships at increasingly 
high levels and amass a large web of Sims they 
know and can call on. The primary business 
benefit of these Perks is that an owner who does 
sales socials can get them accepted after only 
minimal social interaction. 


i LeveI I: NatablE REputatian. WhaaEvar tha awaar 
aiEEts a HEW Sim, tha ralatianship starts at 
+5 DailyAS LifEtimE. 

f LeveI 2: Starliag Raputatiaa. WhaaEvar tha 
awaar maats a naw Sim, tha ralatiaaship 
starts at +10 DailyZ+ID Lifatima. 

4 Laval 3: Natwark. Ownars gaia a aaw 
Talk... sacial that allaws tham ta add 
Evary Sim aaathar Sim kaaws ta thair 
Ralatiaaship paaal at +5 Daily/ 

+5 Lifatima. 

Laval 4: Haad far Numhars. Whaa tha awaar uses 
a talaphcaa ta call Sims, tha diractary caataias 
Evary Sim ia tha hasa aaighharhaad aad aay 
aaighharhaads/callagas assaciatad with it. 

r Laval 5: Pawar Natwark. Dwaar gaia a aaw 
Talk... sacial that allaws them ta add avary Sim 
wham aaathar Sim kaaws ta tham Ralatiaaship 
paaal at +15 Daily/+I5 Lifatima. 

Perception 

The Perception track contains several 
secret weapons for absurdly effective 
salesmanship. 


Business Perks 


Perk Tracks 


Business Perks are abilities or gifts that business 
owners earn each time a business they captain 
gains a new Rank. 


Business Perks are accessed 
through the Business Perks 
button in the center of the 
Business Tracker. 


Perks are not transferred as part of a business 
but rather stay with an owner for life. 


"Purchasing" one 
Perk opens access 
to the next highest 
in the chain. 


Perks are organized into five distinct tracks, each 
containing five Perks that are unlocked when the 
Perk preceding them is claimed. 
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Any owner doing sales should choose all of these. 


Cash 


( LeveI I: Assess Mood. A hew sacial catEgory (Assess...) is 
addsd to ths ownEr's sacial niEnu along with a oew intEractinn 
(Assess.. .Mood). This sacial permits the dwoec to see the 
curcEnt state of any other Sim's Mood, providing a powerfol 
guide to whether social interactions (sales and ntherwise) will 
be accepted. 

,■ Level 2: Assess Desire. Owners get a new sacial, 

Assess.. .Desire, that empowers them to see what 
a customer wants to buy. If they show the customer 
that item, the customer's Buy Bar receives 
a bonus head start for that object only. 

r Level 3: Lnok-for Mark. Owner gets a new 
self-interaction that searches the room far 
the customer with the largest potential head 
start were they to begin browsing. 

,■ Level 4: Oonvincing Personality. Each sales 
social the owner does adds 3D% more points 
to the Buy Bar. 

' Level 5: Shameless Manipulation. Owner gets the 
super powerful Sales.. .Manipulate interaction that 
boosts the customer's Buy Bar and, unlike other sales socials, 
is very readily accepted. Osing it, however, decreases the target's 
Customer Loyalty and the owner's Energy slightly. Customers with 
negative Customer Loyalty are immune to its effects. 


The Cash track provides a business with raw 
purchasing power. This Perk is especially valuable 
for venues since they have no inventory and 
require only isolated salesmanship. This especially 
applies to restaurants, for it cushions them 
against the inevitable early losses that all young 
eateries encounter. 

( Level I: LeTourneau Prize. 

Owner receives a one-time 
infusion of §1,000. 

f Level 2: Valued Client 
Rebate. Owner receives a 
one-time infusion of §2,500. 

r Level 3: Chamber af Commerce 
Prize. Owner receives a one-time 
infusion of §10,000. 

, Level 4: Owners Association 
Award. Owner receives a 
one-time infusion of §20,000. 

Level 5: Will Wright Grant. Owner 
receives a one-timE infusion 
of §50,000. 


Wholesale 




Assess Mood allows an 
otherwise unavailable 
peek into a non- 
playable Sim's psyche. 
Good in business 
but there are many 
non-business uses too. 
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The Wholesale track is an essential set of Perks 
for any retail business, especially ones that deal in 
low margins. Each perk progressively lowers the 
wholesale cost of every object in the wholesale 
catalog. With these Perks in place, the owner 
increases the profit margin on every catalog 
object without raising prices. 


nmt»m 

In spite of reductions due to these 
Perhs. customers eusluste the quality 
oF the deal For an object by loohiny 
at its unadjusted uiholesale value. Thus, they are 
seeiny a smaller proFit maryin than your Sim 
actually yains. 
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^ LevbI I: WholesalE DisEEunt. Owhep rEEEivES a disEount af 12% an 
EVEry abjEEt in thE Buy MadE natalag. 

4 LeveI 2: SuppliEr PartnErship. OwnEP PEEEivES a disnaunt af 15% 
an EVEPy abjEEt in thE Buy Madu natalag. 

^ LeveI 3: Bapgain HuntEP. Dweep peeeIves a disnaunt af 13% nn 
EVEPy abjEEt in thn Buy Madn natalag. 

^ LeveI 4: SEPinus NEgatiatap. Dwuep peeeIves a disnaunt nf 24% 
an EVEPy abjEEt in thn Buy Madn natalng. 

LeveI 5: Sbapk nf Shanks. Dwhep peeeIves a disnaunt nf 3D% an 
EVEPy abjEEt in thn Buy Mndn natalag. 



nobs 

liJhDlBsale perhs DD nOT affect the 
materials cast far crafted abjects. 


Motivation 

The Motivation track has applications far beyond 
the business sphere but is an extremely powerful 
tool in sales and for getting more work out of 
any staff 

, LeveI I: Simply InfluEntial. Dweep gains THREE frlEnds far ths 
puppasE nf InfluEncE napacity nnly. If, thEPEfaPE, thn Sim has 
nn fpiEnds, ths Sim wnuld bn ImmEdiatEly and pEPmauEntly 
ppnmatEd ta IeveI 3 (SuavE StringpullEr) with a napanity af 
B,D0D-B,DD0 InfluEncE paints. 

,■ LeveI 2: PepL Up. Owuep gnts aanstant availability nf thn 
Talk...PEpk Up intEPaatinn ta givE thn PEaipiEnt a Mnnd baast 
nf 5D paints (abnut 1/4 nf tbs Mnnd bap) fan tbpEE haups. 

V LeveI 3: Mntivatinnal SpEEcb. Dwuep gEts aanstant availability nf 
tbE Talk.. .Mntivatinnal SpEEah intEPaatinn fpam wbiah thn tapgEt 
Sim gEts ta add +1 ta all tbsip TalEnt BadgES fnp thpBE hnups. 
DEplEtES thE awnEp's EnEpgy NEEd. SinaE EmplayEES bEaamE maPE 
qualifiEd with paisEd badgES, yau may bavE ta baast thEip pay 
duping thE thpEE-haup Effnat ta kEEp thnm fpam thinking thnypE 
undEPanmpEnsatEd and slaaking nff 


^ LeveI 4: BnundlEss InfluEUEE. Dweep gEts dnublE InflusnaE paints 
wHeuevep thny satisfy an InfluEUEE Want. 

I LeveI 5: Rally FnpthI Dweeps gnt a eew SElf-intEPactinn that 
bnnsts all NEEds nf EVEPy nnaphy Sim at thn ExpEnsE af all nf 
thEip awn NEEds. If nwnEPS aPE VEPy law in thnip ESSEutial NEEds 
(EnEpgy, HungEp) and thE dpnp pushES thnm intn NEEd failuPE, 
thEy'll diE ("Dnath by Rally Eupth”). 



Rally Forth gets the 
troops roKing-but 
don't use it when your 
Sim is extremely tired. 



nOtLB 

The ghosts of Sims mho die by Death 
by Rally Forth are luhite and carry 
a megaphone. 


Pass Along 

Business Perks can be transferred to family 
members or managers through the Pass Along 
interaction. The recipient can then use these 
Perks for the current business (that is, they get 
the Rally Forth interaction) or any they own in 
the future. 



Passing along a 
Business Perk is an 
essential if you want 
a business to thrive 
beyond its original 
owner's lifetime. 
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To hand a businesa an to the neat 
generatian, it's imperatiue ta pass 
alang ta the aFFspring euerg Perh the 
auiner has earned. 



To use Pass Along, select a family member or 
manager and choose the track you want to teach 
them. Both Sims engage in conversation and the 
subject acquires the lowest Perk they don't 
already have in the track. The bars above the Sims' 
heads indicate progress toward the current Perk. 

Lower-level Perks take a relatively short time 
to impart but each subsequent Perk take longer 
and longer. 


The Reporter NPC 

The local newspaper features a column that 
reviews new local businesses. Its author, a Sim of 
unknown identity, is known only as "The Reporter" 
and shows up randomly and unexpectedly at a 
business to see if it's a cool place to visit. 



The Reporter 
has arrived! 


This mysterious visitor can come calling any 
day and any time a business is open. 

The Reporter's physical appearance is 
randomly generated, appearing for the most part 
like any Adult or Elder townie. How, then, do you 
recognize this character? 


nabs 

□nee the Reporter has appeared For 
the First time, he or she retains that 
appearance in the same neighborhood 
until death or until made into a plagable Sim by 
either marriage/joining or moving in. IF any oF 
these occur, a neiu Reporter is spaiuned uiith 
a neui random appearance. 



Every now and then, the Reporter quietly 
whips out a notepad and jots down notes. This 
brief action and the pencil-scratching sound that 
comes with it will be your only clue that the 
Reporter is on the lot. 

Otherwise, the Reporter behaves like any 
other customer, shopping and engaging in 
any activity that seems appealing. Once enough 
Customer Loyalty points are amassed (three 
positive events or 100 points) or lost (two 
negative events or -100 points) to gain or drop a 
star, the Reporter will announce the review to the 
owner. If five hours pass without gaining or losing 
a star, the Reporter merely walks off the lot, 
producing no review. 


nstiB 

IF the Reporter doesn't change 
Customer Luyalty enough in a Fiue hour 
visit and departs, the changes From 
that visit carry over into the neut. Thus. iF the 
Reporter rose to BD points in the First visit [RD 
points shy oF a good revieui] beFore being Forced 
to depart, it'll only tahe BD points on the second 
visit to get the good revieui. 
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□nee you spat the Reparter socialize 
and mahe sure the bulh dF eeperiences 
uiith the business are pasitiue and that 
they happen quichly enough to gain a star in the 
time allotted. 



If the Reporter produces a positive review, 
several things happen: 

, THe Dwnsr and REpartEr risE in bath Daily and LifEtimn 
PElatianship. 



InfiMMkiUuii 

I •IwgllraPr-i 
I 'Kii. 30,000 

I 1? 

I tC>JHsn«lAv«tt/Ststt w 


If a business is operating under the influence of a good or bad 
review, the Business Tracker will say so. 

If there's a recent review still "in effect," the 
Reporter won't visit the business again until the 
review expires. 


4 

* 

* 


4 



THe niEssagE ''GoDd RevIew in EffEEt” appEars naxt to yaur 
Businass Rank in tha Businass Trackar. 

Traffia to tha lat inaraasES far thrEE days as if ths businass WEra 
rankad thraa IeveIs highar than its aatual Rank. 

New EustamErs arrivE fastar aftar athar EustamErs Iebve. 

Buy Bar hEad start risES by 15 paints. 

If the Reporter writes a negative review: 

OwnEr will raant with aithar disappaintmant ar 
angar (dapanding an PErsanality). 

THe awnar and REpartEr drap in bath Daily and 
LifatimE Ralatinnship. 

Tha massaga “Bad RevIew In EffEEt" 
appaars naxt ta ynur BusinEss Rank in thE 
Businass TraakEr. 

Traffia tn tha lat dEaraasES for thraa 
days as if ths businEss wara rankad 
twD IeveIs bslnw its aatual Rank. 

New Eustamars arrivE mara slowly 
aftEr athar Eustomars Iebve. 

Buy Bar haad start is lawarEd by 
15 paints. 


The Best of the Best Award 

Once a business has received several good reviews 
and the Reporter has amassed three Customer 
Loyalty stars, the owner receives a Best of the 
Best award. 

This inventory object can be hung on the wall 
or placed on the floor or a surface to exhibit your 
Sim's pride to the world. 

You might, however, want to think carefully 
about where you put that little certificate; it's 
more powerful than you know. 

If customers view the Best of the 
Best award (it advertises strongly, 
but in a very short radius, to Sims' 
Shopping Need), they receive a signif- 
icant boost (-1-15 points) to their Buy 
Bar's head start for the duration of 
their current visit. 

Therefore, place Best of the 
Best awards in places which all 
customers must travel past. Getting 
several awards and placing them 
strategically around the lot is an 
even better, albeit difficult, strategy. 
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If, as the cliche goes, customers are a business's 
most valuable asset, then employees are a very 
close second. Proper and deft staffing is just 
as vital to your business's financial health as 
attentive customer service. In fact, a highly 
skilled workforce, like a loyal customer base, 
contributes directly to the Business Value of 
a Sim's business. 

Thus, knowing how to staff a business, 
how to improve and manage employees, 
and how to effectively delegate respon- 
sibility is another important piece in 
the puzzle of business success. 

This chapter wrestles with all 
the variable issues of workforce 
relations to instruct you on 
how the employment system 
operates, what you can do 
to get the most out of it, and 
how you can use it to build 
a multi-business empire that 
can be run from the comfort 
of your Sim's home. 


^ OwnEp's HDUSEhald MsmbEPS: Any mEmbEPS of thE dwhep's 
hausEbnld (tEEn and aldEp) can wopk at tbn businEss fop na 
salapy. ThEy epe cantPollablE, can pcpfopm managcpial socials 
and diPEct EmployEES, and havE nEaply all tha pawEPS nf an 
owoEP. UnlikE EmployEES, bnwEVEP, thsy PEquiPE fap moPE 
attEotinn to kasp tbalp Naads satisfiad. 

^ Managaps: EmployEES who oapn Enough Talant Badgas can be 
ppomoted to manager Manageps aPE contpollabla Sims wha 
can pun the business when the owoep is not saved an the lot. 
Home-based businesses can't have manageps. 

' Employees: Employees epe the must basic biped help. They apen't 
diPEctly CDotpallable and must be paid cammansupate to theip 
skills and Talent Badges to eosupe efficiency. 


The Sim Workforce 


Businesses can be staffed by several 
different kinds of Sims: 

f Owner: The Sim who purchased the community lot 
or who called to establish a hame business. Every 
business must have one. 
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Employees 

Among these various characters, the employee 
is the most complicated and the most important 
to grasp. 

Definition of an Empioyee 

An employee is an autonomous Sim hired to 
work in a Sim's business. Employees can be either 
townies or playable Sims from outside the owner's 
household. 


feip 

Vdu may not uiant empiDyees raiding 
your hame-based buaineas's refrig- 
eratar or sieeping in Family beds, 
especiaiiy uibila on tbe cinch. Doors Inched to all 
but Family uiill heep employees out oF places they 
don't belong. 


Still, employees can be a boon to any business 
If you care for them and manage them properly, 
they'll provide the best return for the least money 
and attention. 




Sims hired in person can reject the owner's 
offer based on Daily Relationship or Mood (or 
if they have negative Customer Loyalty towards 
your Sim's business). If they do, there's a 
substantial reduction in both Daily Relationship 
and the rejecting hire's Customer Loyalty. 


prjmagame&oam 


Hiring Employees 

Employees are hired in two ways: in person or via 
phone/computer. 


Hiring in Person 

Any non-household Sim who appears on 
a business lot can be hired with the Hire 
interaction. 


Hiring in person 
requires some 
relationship to 
exist between 
the parties. 


Be sure your Sims' employees have somewhere 
to take the pause that refreshes or they'll 
refuse to do their )obs. And who 
could blame them? 


While at work, employees can 
partake of a lot's Need-satisfying 
facilities just as if they were members 
of the household. Thus, unlike 
visitors, they can sleep and prepare 
food on-site on home lots if their 
Needs demand. 
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If the intended hire accepts the social inter- 
action, you'll be able to view his/her skills and 
Talent Badges-and the salary he or she will 
receive-as well as whether he or she already 
has a job. 


Previous Employment 

If an autonomous Sim already has a job, they'll 
lose it if they're hired to work at a business. 
For townie Sims, this isn't a big problem since 
what they already do for a living isn't really 
your concern. 

However, it does matter when hiring 
playable Sims. If you hire a Sim who has a job 
in a career track, the new job replaces the 
other. Make sure this is the result you desire. 

If a Sim is already employed by another 
business in the neighborhood, his or her 
current job will show as "Employed" but won't 
say at which lot. If you don't want to poach 
employees from your other Sims' businesses, 
be careful when hiring employed townies. 


When you choose to go ahead with the hiring, 
the Sim immediately becomes an employee and is 
ready to be assigned a job and collect an hourly 
wage. New hires are automatically set at the Fairly 
Paid salary level for their skills and Talent Badges. 

Hiring Remotely 

Every day the telephone and computer feature a 
randomly selected pool of Sims available for hire. 
Potential applicants will be drawn from both 
townies and playable Sims and boast different 
levels of Talent Badges and skills. The slate of 
hirable Sims changes each day at midnight. 


Each lot may hire up to eight 
emplayees. This number may be 
iuuier based on your computer's 
performance specs. 




T 1 
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Hire one or more 
employees at once 
using the phone 
or computer 
hiring system. 


Select one or several of the candidates, click 
on the Hire button, and-when you're done- 
click Accept. Applicants hired in this manner 
always accept. 

They won't, however, come to work until 
summoned. You can bring them in the next time 
the owner goes to the business (if there's no 
Open/Closed sign) or by calling them on the 
phone or via the Call In Employees interaction on 
the Open/Closed sign (if the business has one). 

Hiring Playable Sims 

when you hire playable Sims as employees, they're 
essentially no different from townie Sims. The big 
difference that distinguishes playable Sims from 
townies in this case is what happens when you 
next play that Sim's home lot. 

From their home lot, playable Sims hired by a 
business behave just like Sims in traditional career 
tracks. Their Skills 8. Career panel list their jobs as 
"Employee" and display the names of their 
employers' lots. 
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home lots, their Mood when they depart for work 
will never gain them a promotion nor get them 
dismissed from work. Changes in such a Sim's pay 
can only be made by adjusting their wages on the 
employer's lot. 


Playable Sims employed on another Sim's lot will have 
a Skills 8. Career panel which makes it appear that they 
have a traditional career. 

Hours are presumed to be 9 to 5, Monday 
through Friday, with the carpool arriving at 8 in 
the morning. 


Employee Management 

Employees are fickle beasts, fiercely loyal and 
tireless one minute and lazy and uninspired the 
next. Knowing what makes them tick will enable 
you to get the most out of your Sims' hired help. 



Playable Sim 
employees get paid 
a wage when they go 
to work from their 
home lot and you'll 
notice that it's 
substantially higher 
than the salary as set 
on their employer's 
lot. This is because the 
amount must be scaled 
to be comparable to 
the wage the Sim with 
the same skills would 
get in a career track. 

Since playable Sim 
employees don't get 
promoted when they 
go to work from their 


The Employee Hood Ball 

Above all employees' heads are small balls colored 
to indicate the state of their Moods (green is 
happy, yellow is middling, and red is bad). Keep an 
eye on it and give employees a break before they 
bail out on their own (see "Slacking Offi" below) or 
you may have trouble getting them back to work 
without damaging relationship. 


The ball above employees' heads shows 
you their Moods and provides a warning 
about when they're going to bail. 
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If the employee is a teen, the hours uiill 
be the same as for adults uiorhiny at 
a Sim-ouined lot. forcing a choice 
betuieen uiorh and school. Dn the upside, aduit 
mages are paid. 
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Employee Pay and Morale 

Employee pay range is based on the number 
of skill levels and Talent Badges they hold. 
The more skilled they are, the higher a salary 
they'll demand. 



A Sim's wages are 
changed through the 
Management. .Change 
Wage interaction. 

You'll note that the 
wage level selector 
looks surprisingly 
familiar. Works the 
same, too. 


Wages are set through the Management. . . 
Change Wage interaction on each individual 
employee with a mechanism very similar to the 
price level selector for objects for sale. In this 
case, however, the scale is based on fair pay. 
Within the range defined by their skills and Talent 
Badges, employees can be: 

^ RidicLiausly Underpaid < Overpaid 

.■ Very Underpaid . Very Overpaid 

, Underpaid ' Ridiculously Overpaid 

. Fairly Paid 
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Rs price levels Far merchandise are 
relative to the uihelesale cast oF the 
item (abject "value"], pay levels Far 
emplayees are relative ta their shills and Talent 
Redyes [emplayee "value"). The mnney required ta 
Fairly pay an emplayee uiith ane Branze shill badye 
is less than that required ta Fairly pay ane uiith 
three Silver badyes. 



An employee's wage level has four 
primary effects: 

Calling In Sick 

The lower their wage level, the greater the 
chance that employees will call in sick or refuse 
to come in when called. The probability of this 
happening depends also on employees' average 
Mood during the previous work day and their 
Lifetime relationship with the owner. 

Slacking Off 

The lower an employee's wage level, the more 
readily he or she will drop out of his/her assigned 
job to tend to his/her own Needs. 

The point at which an employee slacks off is 
ruled by a base kickout level for each Need or 
Mood. Recall that the Need and Mood bars range 
from -100 to 100, so -75 means the Sim will drop 
out when the bar is 25% full: 



natLS 

lilhen emplayees yein neui badyes. their 
pay daesn't autamatically adjust ta 
campensate them Far their neuiFaund 
marhetabiiity. Thus. iF yau dan't tahe actian ance 
yau learn uF an emplnyee's neui badye level and 
restare them ta an acceptable pay level, they'll 
suddenly became underpaid, lazy, and mare lihely ta 
call in sich nr quit. 


Protected by copyright. Unauthorized or uniawfui copying or downioading expressiy prohibited. 





Base Need/Moad Kickout Points 


Need/Mood Base Kickout Point 


Hunger 

-75 

Comfort 

-GO 

Bladdor 

-70 

Energy 

-80 

Eun 

-GO 

Social 

-GO 

Hygiene 

-80 

Mood 

-GO 


nsbs 

The actual levels at luhich employees 
bail out uiill also be aFFected by their 
Taient Badyes. For the sahe oF clarity, 
thouyh, the descriptions beioui assume the 
employees have no badyes to modiFy their basic 
bail out level. 



^ A fairly paid amplDyae will only bail nut of an assignment whan 
a Need nr Mood reaches just above tba base kickout point. Wban 
this moment arrives, they'll flash the Need that requires attention 
in a thought bubble. 

^ A Ridiculously Overpaid employaa will stick with assignments to 
the point of Need Failure; they won’t bail out. 

^ Employaes less than Fairly Paid will drop out of jobs at annoy- 
ingly high Need and Mood levels. The lower their pay level, the 
higher their bailout point will ba. 

To give you a sense of scale between the 
different pay levels, the table below shows the 
change that pay level adds or subtracts from a 
Need or Mood. For example, the base for Hunger 
is -75. A Ridiculously Underpaid employee (with 
no badge in the job they're performing) will, thus, 
kickout at -10, just barely below the line's 
midpoint. An Overpaid employee, on the other 
hand, won't kick out until -85, below the base 


kickout point. If, in calculating these kickout 
points, you get a number below -100, it means 
that the employee will never bail out due to that 
Need or Mood; they'll stick with a job until you 
relieve them, heading straight for Need satis- 
faction upon release. 


Kickout Modifiers 


Pay Level 

No 

Badge 

Bronze 

Badge 

Silver 

Badge 

Gold 

Badge 

Ridiculously Onderpaid 

G5 

GO 

55 

45 

Very Onderpaid 

40 

35 

30 

20 

Onderpaid 

20 

15 

10 

0 

Eairly Paid 

10 

5 

0 

-10 

Overpaid 

-10 

-15 

-20 

-30 

Very Overpaid 

-20 

-25 

-30 

-40 

Ridiculausly Overpaid 

-30 

-35 

-40 

-50 



no 

Hn emplcyee's badye level at the Job he 
□r she's deiny Further aFFects his or 
her uiMlinyness te slach dFF. The hiyher 
the badye, the leuier his or her Oeeds/niaDd can ye 
beFere he or she bails out. The table above sheuis 
hem these modiFicatiens combine uiith pay level to 
chanye the base hichout points. 



Ordering an employee 
back to work is never 
pleasant. The less 
often you have to do 
it, the better. 
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Once employees, even an overpaid one, bail 
out of an assignment to tend to a Need, they 
won't return to the job until a manager, owner, 
or member of the owner's household does the 
Management. . . Get Back to Work As. . . interaction. 
If accepted, the employee returns to the job, but 
only until he or she reaches his/her pay-level- 
influenced kickout point again. If he or she rejects 
(which will happen if the employee's Needs are 
low enough that he/she would leave if required 
to return to work), he or she'll refuse-lowering 
Daily and Lifetime Relationship with the owner/ 
manager/household member-and continue 
tending to his/her own Needs. 


Employees instructed to take a break will 
leave the job to tend to their Needs and automati- 
cally return to their assignment after one hour 
with their Need bailout point set lower than the 
point normally dictated by the pay level. Over 
time, the bailout point decays back to its default 
setting but the Sim will be more tolerant of low 
Needs in the meantime, out of gratitude to their 
thoughtful employer. If you want an employee on 
break to return to an assignment before an hour 
has elapsed, use the Management... Get Back to 
Work As... to send them back to the previous post. 
Note, however, that this drastic interaction will 
cause a reduction in relationship between your 


M nofcB 

Hausehald members deing business 
teshs ere unpsid end se mill hicheut dF 
ectiuities bssed on standard shill/Fun 
object hichout rules. 

Use the employee Mood ball to anticipate 
when employees will bail out on their own, and 
use the Management. ..Take a Break interaction 
before they do. An Underpaid employee will bail 
out when the ball is yellow or even still green; a 
Fairly or Overpaid employee won't wander off 
until it's thoroughly red. 



ib,ip 


To auoid the damage caused bg Get 
Bach to lilorh, instead use the Tahe 
a Breah interaction on a slaching 
emplogee and give them time to refresh their 
needs. Bnce theg'ue recouered, you can glue them 
a nem lor the same] assignment and they'll tahe it 
up mith no loss oF relationship. 

Vou can also relieue an assigned employee 
mith the Unassign interaction mhich tahes the 
employee out oF their assignment and sets 
them Free to tend to their Reeds. Bnce they've 
recouered [the Flood ball turns green], give them 
a nem assignment and they're bach to morh. 


Sim and the employee. 

Refusing Assignments 

The lower an employee's pay level, the more likely 
he or she'll refuse an assigned task. 


Quitting 

The more Underpaid 
^ an employee, the 
B more likely he or 
■ she'll be to quit 
I when Mood and/or 
[ relationship to the 
owner are low. 

A Fairly Paid 
^ employee rarely, if 
ever, quits and will 
never quit if the wage 
is set at Overpaid or 
higher. Below Fairly 
Paid, the chance of 
quitting jumps to 
about 15% for 
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Underpaid, 40% for Very Underpaid, and 60% for 
Ridiculously Underpaid. 



when an Underpaid 
employee )ust can’t 
take it anymore, he 
or she will quit. 


Employee Break Room 

To keep your employees as productive as 
possible, try to set up businesses with an 
easily accessed break room where employees 
can go to tend to their Needs quickly. 

A good break room should have a locked 
door (accessible only to employees and 
household Sims) with: 

f A VEPy ccmfortablE couch 
f An Expensive TV for quick Fun 
At least ana toilet 
. A shower 

A coffee ar espresso machine 

Ao outdoor area just off the break roam with a Grillioator 
"BigBQ” grill so employaes can caak for themsalvas for 
frae. Fences and locked doors may be required to keep 
out customers. 


Hourly Pay and Hissing Payroll 

Every hour, each employee's wage is deducted 
from the owner's funds and added to the funds of 
each employee; you can see the figures emanating 
from each Sim's head in either positive or negative 
directions. 


If the owner runs out of money while 
employees are on the job, he or she won't be able 
to make the hourly wage payments. When this 
condition arises, you'll receive notice that trouble 
is brewing. 

Trouble comes in the form of a chance- 
increasing with each hour-that an unpaid 
employee will quit and become furious at the 
owner. This chance is mitigated somewhat if the 
owner has a high relationship with the employee. 

When the owner's funds rise above zero again, 
payments to employees resumes (assuming there 
are any still around). 

Employee Attendance 

Employees come to work only when summoned, 
either by phone or (if the business has one) 
via the Open/Closed sign's Call In Employees 
interaction. 


Call employees in too 
quickly after the last 
shift and they'll tell 
you they just can't 
make it yet. 



Employees can be sent home any time but, 
once they leave the lot, they won't return until at 
least six hours have passed. This is the amount of 
time it takes to replenish their Needs and show up 
to work bright-eyed and bushy-tailed. This period 
of time bears no relation to where their Needs or 
Mood were when they departed work; employees 
always need six hours to replenish themselves. 
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Assigning Work 


Employees can be assigned a variety of tasks 
depending on what objects are on the lot. If 
another Sim is already working on an assigned 
task, the already-assigned Sim will be relieved 
and the new Sim will take his or her place. 


> riBEB 

lilhen emplayees return tu uinrh aFter 
being sent home, they’ll retain their 
>****“ job assignments From the preuieus 
day and head directly to these pests unless 
reassigned. 


Assigning Tasks 

Use the Assign. . . interaction menu to direct an 

employee to perform basic business tasks: 

4 Restock Items: Only evailable if there are items for sale do the 
lot. Sim will restock currently out-of-stock items and continue 
restocking as other items are removed from the shelves. 

' Sell Items: Only availahle if there's something to sell on the lot. 
Employee will perform sales socials on customers. 

' Be Cashier: Daly availahle if there’s a cash register on the lot. 
Sim will stand behind cash register and await custamers ready 
to pay for their purchases. 

. Tidy Up: Always available. Employee will clean up messes, repair 
braken abjects, spray for roaches, mop up puddles, pull weeds, 
water plants. 


Duiners. managers, and huusehuld 
members— all cuntrullable Sims— have 
iIbIjL_aJ selF-interactiuns Fur tidying and 
restuching, permitting them tu assign themselues 
these tashs. Cuntrullable Sims uiill persist in these 
Jubs until yuu cancel the interactiun cut uF their 
queue ur they hichuut due tu needs ur Hluud. 


Assigning to Services 


Employees can be assigned to work a service 
object on the lot via the Assign. . . menu: 

, Be Barista: if there's a coffee bar on the lot (UNIVERSITY) 

. Be Bartender: if there's a drinks bar 

B on the lot 

W ^ Be Chef: if there's a commercial stave 
on the lot 

,■ Be UJ: if there’s a DJ baath an the 
^ lot (Nightlife) 

Ij^E Be Host: if there's a host 

r stand on the lot 

■ Server: if there’s a host 

^ stand on the lot 

, Give Makeover: if there's 
a salan chair on the lot 

^ Cell Lemonade: if 
there's a lemanade 
stand an the lot 



Employees just wander 
around satisfying their 
Needs and enpying 
themselves if you don't 
assign them a task. 
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Empluyees can 
also be assigned 
“**'^'* to seruice Jobs 
by using the particular 
object's Rssign Job... menu. 
SpeciFy uihich Sim you uiant 
to man the object and the 
desired seruice begins. 
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Assign to Crafting Objects 

If the corresponding crafting objects are there 
on the lot, use Management... menu's crafting 
interactions: 


The choices are more 
complicated when 
assigning a Sim to 
make crafted objects. 


4 Make Single Plates: if there's a functional kitchen cn the lot 
. Make Group Meals: if there's a functional kitchen on the lot 

y Make Many...: if there is a robotics, toy making, or flowering- 
arranging crafting station on the lot. All products that the 
employees' badges qualify them ta make appear in the sub- 
menu. The employee continues to make several of the same 
object until reassigned. 



nsta 

Emplayees can also be assianed ta 
crafting Jnba using the crafting 
statian's Resign Jab... menu. Specify 
luhich Sim yau uiant ta man the statian and the 
desired praduct ta begin praductian. 



Set Uniform 

To put an employee in a special work outfit, use 
the Management. ..Set Uniform interaction. Make 
all outfit adjustments you desire to the employees' 
wardrobe until they're dressed to your satisfaction. 


If you wish to save this combination of outfit 
pieces as a Business Outfit that can be easily 
applied to other employees, press the Create 
a Business Outfit button. In future, you can go 
directly to this panel and apply the uniform in 
one click. 



If you want to give 
an identical combi- 
nation of clothing 
to more than one 
employee, save it 
as a Business Outfit. 


To put the employee in the newly designed 
outfit, click Accept. 

If you want the employee to revert to their 
previous outfit, use the Management. ..Wear 
Casual Clothes interaction. 

The Management. ..Set Uniform interaction 
also works on owners. 

Send Home for the Day 

when you no longer wish to pay an employee for 
the day or they are very low in Needs and/or 
Mood, use Management. ..Send Home for the Day 
to release them from work. 

Once sent home, employees can't return to 
work for at least six hours. 

Firing/Layinq Off 

Employees can be dismissed by either firing or 
laying off. 

To fire an employee, use Management. ..You're 
Fired!. Jettisoning an employee in this way creates 
hard feelings: a reduction in both Daily and 
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Lifetime relationship, and the employee becomes 
furious at the Sim doing the firing and either 
rages or cries. 

Don't expect fired 
employees to take it 
well. Don't anticipate 
seeing them become 
happy future 
customers, either. 



A more gentle method is to instead use 
Management. ..Lay Off If there's a high Daily 
relationship between the parties or the fired 
employee is Nice (Nice/Grouchy > 5), the 
employee will appreciate a considerate dismissal 
with a small rise in both Daily Relationship and 
Customer Loyalty. If the employee rejects the 
interaction, however, expect anger and a drop in 
both Daily Relationship and Customer Loyalty. 



nabs 

Home-based businesses can't have 
managers. 


To execute the promotion, use the 
Management... Promote to Manager interaction. 
With this change, something magical happens. 



Managers are fully 
controllable, appearing 
on the household 
list and able to do 
most anything the 
owner can do. 


Once an employee becomes a manager, they 
transform into a fully controllable Sim while on 
the business lot, as long as the owner is present 
and controllable. 


Managers 

Once Sims collect several Talent Badges, they can 
be promoted to manager. To raise to this level, the 
employee must have amassed five points' worth of 
badges under the following scale: 

.■ Bronze: I point 
.■ Silver: 2 points 
. Gold: 3 points 

Thus, an employee with three Bronze and 
two Silver and one with a Gold and a Silver both 
qualify for promotion. 



n Q b s 

managers aren't contmllabla uihen the 
□lunar visits the lot as an autonomDus 
guest of another plagable Sim. 


Managers can perform all management 
socials and can obtain an owner's Business Perks 
through the Pass On interaction (see Chapter 6). 

Given their greater professionalism, managers 
command a bonus to the salary as dictated by 
their skills and Talent Badges, so expect to have 
to raise pay substantially for their extra utility. 

If ever you want to demote a manager 
back to employee status, use the Management. . . 
Demote interaction, but prepare for the inevitable 
disappointment. 
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Overview 


It's critical to first understand what 
running a business remotely entitles 
a Sim to do. Specifically, a Sim can 
earn income from a community lot 
business on a given day without 
actually visiting the business's lot 
and running its operations. This can 
only be done if the lot has a manager 
and only for a limited time before the 
amount of income dwindles away. 


Other Benefits of Managers 

In addition to giving you another controllable Sim 
to help run your business, managers enable three 
very important opportunities. 

First, when a lot has a manager, the lot can 
operate without the owner even if the owner visits 
as an autonomous guest of another playable Sim. 
In this situation, the manager will be present 
on the lot and will autonomously carry on all 
managerial operations of the business. The owner 
can then enjoy his or her night out and won't 
attempt to run the business 
at all. Without a 
manager, visiting 
autonomous 


owners will exert some managerial functions 
while on the lot, distracting them from the date 
or outing on which they're visiting. 

Second, having a manager allows the owner 
to operate the business remotely from home 
and collect income without actually running the 
business's day-to-day operations. With this ability, 
owners can run several businesses at once or hold 
a career job in addition to their empire of business 
lots. See "Remote Businesses," below, for details. 

Third, managers can be directed to Mind the 
Store, enabling them to autonomously perform 
the usual owner tasks (i.e., assigning jobs, etc) 
while the owner is still on the lot. This leaves the 
owner free to do as he or she pleases. 


Running a Business 
Remotely 

If there can be said to be a goal in the Sim 
business game, it is this: over the course of a 
lifetime (or generations) to amass a business 
empire that can be run over the phone. Such Sim 
tycoons are a rare but proud breed and all had 
to work very hard for the life of leisure they've 
earned. Want your Sims to be among them? 
Here's how. 
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Remote Income Calculation 

The amount of income the owner receives each 
day is based on the hourly average income from 
the lot over the last five sessions (i.e. §100,000 
for 100 hours =: hourly average §1, 000/hour) 
as shown in the Cash Tracker. This number is 
multiplied by eight (a "standard" work day) 
to produce the business's base daily remote 
income (i.e. §1,000 hourly average becomes 
§8,000 per day). 

This amount, however, declines each day the 


This daily decay can be reduced by two-thirds 
(brought down to only 10% per day) if the owner 
calls into the business each day to check how 
things are going (see "Calling In," below). Even if 
the owner calls in diligently, however, the business 
stops producing daily infusions of income after 
nine days. 

To restore remote income to full (if it hasn't 
completely decayed away) or restart it (if it's 
decayed to zero), the owner must travel to the 
store and run it for at least four hours. The next 
day, the new income will be based on a new hourly 
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Remote Income Decay 

The first day of remote running, 
the base income is automatically 
reduced by 20%. Also, the first 
day and each subsequent day 
owners allow a business to run 
without them, the amount of 
income decreases by 30%. Thus, if 
a business's base average is 
§10,000, the first day remote 
income will be §5,000 (§2,000 for 
the initial deduction and §3,000 
for daily decay). It'll bring in 
§2,000 on the second, §1,000 on 
the third, and none thereafter. 


average and decay starts over from there. 

Clearly, a Sim can't just abandon his or 
her creation and rake in the dough. Running 
a business remotely can, however, be done 
successfully if the business is well built and 
remote management is performed with skill. 

Let's examine the steps 
to building a lucrative 
remote business. 


Step I: Build 
the Business 

There is no way to just 
set up a business and 
then go home and 
run it over the 
phone. Every 
business must be 
nursed from its 
nascent state to a 
healthy enterprise 
before an owner 


owner is away. 


Income from a remote business 
arrives at midnight each day. 

If a business's houriy 
aueraye is a loss [less than §□]. the 
oiuner simply receiues §□ each day they 
don't personally run the business; 
they uion't ever remoteiy iose money. 


Protected by copyright. Unauthorized or uniawfui copying or downioading expressiy prohibited. 



should even consider taking a hands-off 
approach. There are three reasons for this: 

1. The marE succEssfjl a businEss is, in tErms nf Rank, thn Iess 
tiniE it takas ta run it frnm hamn (fnr rnasnns that will bn alnar 
SDnn). Yau nan run a law-rankEcl businnss by phann but it takns 
SD much timn that yaur Sim won’t bn abln ta dn much eIse. 

2. The amnunt af incamE yau rcccivE frnm running a business 
rematEly depEnds an the avErage hnurly incnmE during the must 
rECEnt fivE SESsians, as shewn in the business’s Cash Tracker. If 
the average is law, running the business 

remately want be wnrth the time. 

1 The business must be running 
lang ennugh ta cultivate ^ 

an emplayEE wbe can be 
pramated ta management. 

Without a manager, you can’t 'S 

run a business remately. _ 




Thus, give your 
businesses a chance to 
grow and prosper before 
giving in to your imperial 
ambitions. 


Step 2: Hire a Manager 

To run a business remotely, there must be 
someone who can stay on the lot and perform 
managerial functions while your Sim is at home. 
That someone is a manager. 

As described above, any employee with five 
points or more worth of badges (see "Managers") 
can be promoted to manager. You have to pay 
managers more than a regular employee, so be 
sure to include the extra expense in your decision 
whether to run the business from afar. 


Step 3: Check In 


Once a business is well established and has a 
manager to keep it running when the owner's 
away, it's ready to be run remotely. 



Calling to check in is mandatory if you 
want to run a business from afar. 


To reduce the amount lost to 
daily decay (see "Remote Income 
Calculation," above), your Sim needs 
to use the phone/cell phone's 
Business. . . Check In with Business 
interaction each day for each 
business that your Sim owns. In 
^^^^exchange for maintaining each business's 
cash flow to your Sim, your Sim must sacrifice 
a chunk of valuable time for the check-in. 

When Sims call to check in with a business, 
a progress bar marking the process of the call 
appears above their head. The higher a Rank the 
business has, the shorter amount of time this 
consumes. When the bar fills, the call is done and 
the business's remote income decay is minimized. 
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Td increase the ameunt a stare 
delivers remotely, the ouiner must 
uiorh the store to build up its 
aueraye profit. 


If your Sim has more than one business, use 
the phone/cell phone's Business... Check In with 
All Businesses to check in with each in turn. When 
the bar fills for one business, the Sim calls the 
next business and start a new progress bar for 
that call. The speed of each check-in depends on 
the Rank of each individual business. 


Step 4: Resetting Remote Income 

Every few days-the frequency depends on how 
much income you're willing to sacrifice for the 
time gained by not going to the business-owners 
should return to each of their businesses and run 
it for at least four hours. This resets the 
decay; if the owner stays home 
the next day (and calls in), 
the infusion is the average 
income minus the initial 
20% reduction and 10% 
daily decay. 
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When an owner has more than one 
business, use the Business. ..Check In 
with all Businesses interaction to do them 
all in turn. 


If the business owner checks 
in, that day's remote income from 
the business falls by only 10%. 

For any day an owner fails to 
check in with a business, the 
daily decay jumps to 30%. 


Chechiny in uiith a Ranh 1 business uiill 
tahe about four hours luhile the same 
call to a Ranh ID business mill tahe only 
Fifteen minutes. 
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Chapter 8 



Sim businesses come in many shapes and sizes 
but, as described in Chapter 4, there are three 
primary models on which they can be built: 

' StcPES SElling products or sorvicos (''Rotair ar “Shops'') 

4 Restaurants 

Stores offering access to objects and presenting themselves 
as a gathering plane for Sims to interact in exchange far 
a per-hour charge ("Venues") 


price only slightly above wholesale cost) and 
relying on high volume to create a large revenue 
stream, or at "high margin" (purchase price signif- 
icantly above wholesale), relying on a fiercely 
loyal customer base, a pleasurable shopping 
experience, and a skilled sales force to move 
a low volume of merchandise with large profits. 

Shop Requirements 



This and the following pair of chapters 
introduce you to the specific workings of each 
of these kinds of businesses, what you need 
to make them function properly, and what 
strategies you can use to reach the pinnacle 
of success in each. 


Definition of a Shop 




4 Display cases: Objects can be said aff tbe wall ar fleer but 
display cases affer myriad benefits. Objects in display cases 
can be restacked ar priced EN MASSE with ane interactian. Alsa, 
objects shown in a display case are slightly more attractive 
to browsing Sims; the mare expensive the case, the more 
attractive the items in it will be. 

^ Restocking emplayee(s): Any business that moves 
merchandise needs to have someone to restock 
purchased items from the Wholesale catalog or from 
crafted objects in the owner's inventory. Failure to 
restock can lead to lowered Customer Loyalty. Finally, 
restock signs bring down Environment, 
further lowering Customer Loyalty. 

The higher the Restocking Talent 
Badge of a Sim, the faster he or 
she'll restock. 

' Sales emplnyee(s): Most retail 
businesses need someone performing sales socials on 
customers to aid them in reaching the top of their Buy Bar. The 
higher the Sales Talent Badge of a Sim, the more powerful sales 
socials he or she can perform. The bigger the gap between an 
object's wholesale cost and its price level, the more a business 
needs someone assigned to sales. 



The iQuier the price level of yeur 
merchandise, the less you'll need 
salespeople— iDui margin merchandise 
sells itself— but the more you'll need 
restochers to heep the shelves From being 
bare, note, houiever. that uihen a customer 
has built up some Customer Loyalty, he or 
she readily buys increasingly enpensive 
objects uiithout sales socials. 



Pricing and Repricing 

The price at which objects are sold is 
. critical to the smooth operation of 
a retail/service business. There are 
several ways to adjust the prices of 
objects. Some are more efficient than 
others and some are more appropriate to 
certain situations than others. 

Manual Pricing 


( Cashior: Even if you don't have somaona on tha cash ragistar at 
all timas, a businass naads somaona to work this final stop in 
tha shopping transaation. Tha highar tha Cash Ragistar Talant 
Badga of tha Sim, tha fastar ha or shall ring up transaations. 



Display cases aren't 
required but they do 
make life easier and 
objects in them more 
attractive to buyers. 


Any item can be repriced using the For Sale Tool 
(see Chapter 4, "Business Build Tools"). With the 
Business Build Tools panel of the Business Tracker 
open, select this tool to adjust the price of any 
individual item by removing it from sale, adjusting 
the price level, and putting the item back on sale 
at the new price level. 

Note that this method takes several steps and 
doesn't allow for custom pricing but does let you 
reprice without any time passing since the game 
is paused. 

Set Price Interaction 

Your Sim can reprice items in Live mode with each 
for-sale object's Set Price interaction. 
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Sims can set 
prices manually 
on individual items. 


Unlike For Sale Tool pricing, Set Price pricing 
allows for custom pricing but does require your 
Sim to leave whatever it is he or she's doing and 
route to the item to be repriced. 

Set Price of Type Interaction 

The Set Price of Type interaction works identically 
to the Set Price interaction but changes the price 
of the item selected and all other instances of the 
identical object on the lot. For example, using Set 
Price of Type on the Retratech Padded Egg Chair 
changes the price for all Retratech Padded Egg 
Chairs on the lot, but not for all chairs. 

Set Dispiay Item Prices 

To price every object in a single display case to 
the same price, use the display case's Set Display 
Item Prices interaction. 


Display cases have all 
their contents repriced 
with one interaction on 
the case itself. 



This can also be dane uiith the Far Sale 
display case to put 
all items in the case Innt the case 
itselF] on an dFF sale at the selected price leuel. 


Giobai (Cash Register) Pricing 

To price every for-sale item on the lot 
to the same price level, use the Set * 
Price. . . Everything interaction on 1 ' 
any cash register. 

Saleable Objects 

Sims' stores can sell almost 
any object. Saleable 
objects come from 
two 

The Bjy 
mode catalag 

Buy and Buiid 

Most, but not all, objects 
from the Buy mode catalog 
and several from the Build 
mode catalog can be offered 
for sale in a Sim business. 

There are two ways to 
set an item for sale. 
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For Sale Tool 


The For Sale tool marks 
objects On and Off 
Sale for the price 
specified on the price 
level selector. 


Purchase it from the Buy mode catalog as you 
normally would and mark it for sale with the For 
Sale Tool. This marks the item at the price level 
indicated on the price level selector. 



Wholesale Mode 


when in Wholesale 
Mode, anything 
saleable in the Buy or 
Build mode catalogs 
turns yellow. 


Alternatively, activate the Business Build Tools on 
the Business Tracker and activate the Wholesale 
Mode Toggle button. This button switches the Buy 
and Build mode catalogs to its wholesale pricing, 
where the catalog panel and saleable items are 
highlighted in yellow and can be purchased 
automatically at a reduced, wholesale cost. 




nabs 

Items that can't be sold are 
CDlered gray. 
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When an object is purchased from the 
Wholesale catalog, it's automatically priced at 
whatever level is currently indicated on the price 
level selector. Be sure to set this where you want 
it before buying an item. 


nabm 

Idhen an item is marhed Far sale, 
none of its normal interactions are 
available. H TU marhed For sale, 
thereFore, can't be turned on. 



Prohibited Items 

Everything in the 
Buy mode catalog 
can be placed on 
sale except: 

' Cash Ragistarls) 

. Cammunity Lot Trash Cans 
r Displays 

r Elactrana lickat Machine 
, Fence-Tap Lanterns 
. Hast Padiums 
r- Lemanada Stand 



f Makaaver Chair 


. Dpan/CInsad Sign 

Rnbntics, Tnymaking, and Flaral 
Arranging Crafting Statinns 

f Talaphnnas/Public Phnna 
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From the Build mode catalog, you can 
only sell: 

. Archways 
Calamns 

Cannacting Galumn Arches 
^ Dears 

^ [varything fram the Garden Center except water-based plants 
•t Multi-stary Calamns 
4 Multi-stnry Dears and Arches 
4 Multi-stary Windows 
Windows 

Finally, though it would certainly be fun to sell 
a Cow Plant, you cannot sell any Aspiration, 
Career, or Date Reward objects. 

Home vs. Community Lots 

Community Lots can sell objects that don't appear 
in the normal community lot catalog. Moreover, 
you can place previously unavailable home-only 
items (such as beds) on community lots for actual 
use, but they'll have only limited interactions (for 
example, Sims can Relax or WooHoo on a bed but 
can't sleep on it). 


You can now put beds 
on community lots, but 
you still can't direct 
Sims to sleep on them. 
To totally fill the 
Energy need, Sims 
still must go home. 


On home-based business lots, however, you 
can't place for use or sale most community lot-only 
objects (like the cofFee bar or commercial stove). 



Crafted Objects 

Sims may sell products made on special crafting 
objects and cooked food prepared by a Sim who 
isn't acting as a chef (see "Restaurants," Chapter 8). 

Crafting Stations 

The three crafting stations are: 

4 The “That Smalls Great!" Flaral Warkstatian (flawar arrangamants) 
4 The Grazy Fun Taybench (toy making) 

4 The “Nan-Deadly" Rabat Grafting Statian 

Each crafting object makes six products. With 
each level, the object becomes more expensive, 
requires a higher level badge to make it, and takes 
longer to fabricate. 


Level (Badge) 

Flower Arranging 

Tnybench 

Robotics 

1 (Nana) 

Daisy Bouquet 

Sir Bricks-a-Lot 

Toy Robot 

2 (Branza) 

Wildflowar 

Bouquet 

Little Heroes 
Fire Truok 

GleanBot 

3 (Branza) 

4 (Silvar) 

Tulip Bouquet 
Rosa Bouquet 

Glown-ln-A-Box 
Brioks' Kite 

HydraBot 

MunchieBot 

5 (Silvar) 

Mixed Flower 
Bouquet 

Twirl, Spin 
and Wobble! 

SentryBot 

B (Bald) 

Snapdragon 

Bouquet 

Wet n Wild 
Water Wiggler 

Servo 



Crafted objects made 
by employees or 
managers are placed in 
the owner's inventory. 
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Once an object is made by the owner, any 
employee, manager, or member of the owner's 
household, it goes immediately into the business 
owner's inventory. From here it can be placed 
directly on the lot or held in storage for restocking 
(see "Restocking Crafted Objects," below). 

Occasionally, depending on chance and the 
badge level of the crafting Sim, a crafting station 


Controllable Sims may choose to make a 
single item (Make One...) or multiple copies of the 
same item (Make Many...). 

As with skill objects, a controllable Sim will 
work on the item until a Need or Mood forces 
them to stop. Employee Sims, by contrast, will 
work until they reach the Need/Mood bailout 
point dictated by their pay level. 



IF an unfinished 
object is left on the 
bench by another 
Sim, only Sims uiith suFFicient 
badyes to build that product can 
complete it. Hll others mill only be 
able to scrap it. 


For Full details on each 
craFtiny station, see 
Chapter II. 


Crafting Station 
Functionaiity 

Any controllable Sim (teen 
or older) can use a crafting 
station and any employee can 
be assigned to use it, but they 
are only able to make products 
for which their badge level 
qualifies them. 


produces a broken or-for some objects-"evil" 
version of the object. These items look different 
from normal counterparts but are functionally 
the same in terms of stocking, pricing, and Sim 
browsing (shoppers won't realize the object is 
broken or evil). _ 


Employee Sims can be directed to 
produce crafted products by either: 

< Clicking cn the EmplaycE and using thn 
ManagEmEnt...MakE Many... intEractian 

r Clicking cn the crafting station and using the 
Assign Job... interaction, specifying which Sim 
you want to work the station. 


In either case, only products 
which the employees' badges qualify 
them to make will appear. Select 
one and the employee makes the 
same object over and over until 
something-change of assignment, 
being instructed to take a 
* break. Need bailout, or something- 
stops them. 


To assign a Sim to crafting, you can use 
either the employees themselves or the 
crafting station. 
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Prepared Food 

Any business, not just restaurants, can sell food 
with nothing more than a functional kitchen if you 
utilize the proper interactions. 


Next, decide whether you want to sell Single 
Plates... (one serving) or Group Meals... (six 
servings) and select from foods that the chosen 
appliance and your Sim's Cooking skill qualifies 
him or her to make. 



Selling food is good business if you have a solid 
kitchen and a Sim who knows his or her way around 
the kitchen. 


Any playable Sim can make 
prepared food for sale by clicking on the 
refrigerator, microwave, toaster oven, or 
grill (depending on which dish you want 
to make) and choosing either Make... 
to cook one product or Make Many... 
to cook several. 


no' 

I Td mahe prepared fand, a business 
must have all the objects required of a 
home hitchen. That is, stove [reguiar or 
proFessianai medei], reFrigerator, and counters 
For preparatian. 

Hs uiith a home hitchen, prep is Faster 
iF you add a Feed processor. To mahe the 
entire range dF possible dishes, aiso 
include a micrcuiaue, toaster ouen, and 
high-end outdoor griii. 


To direct an employee to make food for sale, 
click on the employee and use Management. . . 
Make Single Plates... or Management... Make 
Group Meals.... All choices that the lot's cooking 
equipment and the employee's Cooking skill 
qualifies him or her to make will appear 


for selection. 
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Though they can't be made 
through the niahe Plany... or 
niahe... interactions, snach 
Foods [chips, coohies. Juice] can be soid, 
hut oniy on home iots and oniy uiith a bit 
oF queue Juggiing, Direct your Sim to Have 
Snach,,, and cancei the interaction beFore 
they eat it. The object can then be 
marhed For saie. 


When each dish is completed, it's placed 
in the owner's inventory. To mark food for sale, 
place it somewhere on the lot and use the For Sale 
tool (on the plate, not the food) to set its price. 


BIP 

□ne oF the best Foods to mahe in a 
craFted Food business is gelatin since 
it tahes no actuai preparation time. 
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Special Case Objects for Sale 

Some objects are unique in either how they must 
be sold or where they come from. 


[ A food display case 
I is not required for a 
food-selling business 
but it should be. Your 
inventory should 
be preserved and 
presented as well 
as possible. 


Cars 

Normally, cars can only be placed on driveways 
on home lots. Though you can sell one from that 
position in a home-based business, community 
lot businesses need a more flexible solution to 
facilitate the selling of vehicles. 


Food put out for display will soon spoil 
like any cooked food. To preserve your 
inventory, you can purchase a Decra-Chill 
Display Case. This object has all the 
usual features of a display case and 
also keeps prepared food from 
spoiling for, well, ever. 

When prepared food is 
purchased, it is restocked 
exactly like crafted objects. 

A restocker automatically 
pulls a new plate of the food 
out of the owner's inventory 
or notify the owner that more 
needs to be made. 


HE 

Unopened pizza 
boees can be marhed 
I For sale but Chinese 
Food cannot. 


Cars can only be placed on community lots 
with a proper car display. The lot'll have to 
be big though; car displays take up a lot 
of real estate. 


To that end, community lot 
businesses can purchase a Show 
My Ride, a display case specially 
designed for selling cars (found 
in the Surfaces > Miscellaneous 


catalog), 
the 


Unlike driveways, 
car display can be 
placed anywhere, 
though it does require 
a prodigious amount 
of space. 


nabs 

□n a home-based business lot. Food- 
For-sale can be made this may or by 
traditional methods, thouyh Food 
prepared throuyh the nianayement interactions 
yo straiyht into inuentory, mhere it'll be inFinitely 
preserued and mon't yet eaten by rauenous Sims. 
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Easel Paintings 


Paintings by Sims with 
high Creativity skill can 
be sold in stores too. 


Paintings from Creative Sims' easels can be 
marked for sale just like any other wall art. 

The sale-from-the-easel price is a painting's 
"wholesale" price against which customers will 
compare the selected price level. 

Deeds and Real Estate Sales 

As described in Chapter 4, real estate can be sold 
Sim-to-Sim by placing deed objects on a lot and 
marking them for sale. Sims browse the deed like 
any other item (though the decision will take 
quite a while and require considerable and 
effective sales intervention), then purchase 
the deed at a cash register. 

Unlike regular objects, you must approve 
the transfer before the deed is finally sold. 

Thus, one could set up a real estate office 
that deals solely in deeds. Such a business would 
require a large amount of cash, since every deed 
for sale must first be purchased at its market 
price (the owner of the real estate office would 
be the owner of the deeds). 

Point-of-Purchase Objects 

Beyond being for sale themselves, many objects 
can also serve as venues for placing a particular 
kind of object for sale. These cases, called point- 
of-purchase objects, each sell a certain kind of 



product and are dealt with differently from regular 
display cases (though they share similarities). 

Magazine racks and 
electronics kiosks 
are stores-within- 
stores, vending their 
wares and extracting 
money directly 
from customers. 


The Sims™ 2 Open for Business offers several 
kinds of point-of-purchase objects that give your 
Sims' businesses a distinct character. Different 
racks offer: 

nstB 

□□thing rachs have a special inter- 
action: Suggest Outfit For... This 
interaction luorhs similarig to the Shorn 
Item to... interaction, but instead oF leading a 
customer to brouise a specific item, theg'll broiuse 
a particular class of clothing From a rach. IF theg 
bug an outfit From the suggested class, theg'll 
change into it immediatelg. 

. Books: Any booksholf placod on a business lot (borne ar 
community) can be used as a pnint-of-purchasa rack for books. 
Purcbasad books are added ta Sims inventory and can ba placed 
on lets and read ar simply put away an any bookshelf at heme. 

F Clothing: Clothing racks now function as paint-of-purchase racks 
far selling any kind af Sim clothing. Purchased elathes are added 
directly ta your Sim's dresser colleetion just as they always have. 
Clothing booths beeome part of the browsing process with a 
chance that a browsing Sim will use the booth and eontinue ta 
brawse in front of the mirror. 

. Groceries: Groceries are purchased in the traditianal way but 
now beeome an abject in a playable Sim's inventory. When Sims 
return home, they can place the shopping bag abject on a 
caunter fram which it most be unpacked into the refrigerator. 
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Handheld Elactmnics: Gall phones, handheld games, and MP3 
players can he offered via their kiosk. Sims who buy electronics 
gain an entry in their inventory and new self-interactions 
enabled by them. 

, Magazines: Magazines beceme items in inventory, which can 
be placed in a Sim's home and read to alter tbeir conversa- 
tional interests. 

. Perfume: Perfume can be applied to appeal te a Sim far 
whom cologne is a Turn Dn. Just as with tbe traditional buying 
experience, purchased perfume becomes an inventory object that 
is applied with a self-interaction. 

^ Video Games: Video games are purcbased in tbe traditional 
fashion but don't become an inventory item. Rather, when 
a purchasing Sim arrives at home, he or she receives a message 
that a new game has been added te bis er her video game 
system and computers. 

Point-of-Purchase Pricing 
and Restocking 

Point-of-purchase racks are priced as a whole 
with everything offered by the rack sold at the 
same price. 



lilhalesale discount Business Perhs do 
not iouier the uihoiesele cost oF items 
From point-oF-purchase rachs. 


Items selected from most point-of-purchase 
racks must be rung up at a cash register. 

Service Objects 

Service objects may sell a product (coffee, juice, 
etc.) but they primarily trade in services that are 
exchanged immediately for money rather than 
added to a shopping bag and rung up at a register. 


The coffee bans 
a self-contained 
service object where 
customers buy the 
product and pay at 
the same time. 


Several kinds of service objects can be placed 
on a Sim's business lot: 

I Bars: Savaral styles. Sails juice at a price per cup. Community 
let only. 

. Coffee Bar: Sells coffee at a price per cup. Community lot only. 

r Lemonade Stand: Sells lemonade at a price per cup. Community 
or home lot. Any Sim, child or older, can run it. 

' Salon Chair: Sells changes of appearance. Community or 
home lot. 



As items are bought from point-of-purchase 
racks, most (though not all) visually change to 
represent their depleted state. As the racks are 
picked bare, they have the same effects as display 
cases in need of restocking, lowering Customer 
Loyalty, Environment score, and the purchasers' 
Buy Bars. Employees assigned to restocking or 
controllable Sims directed to restock will 
completely replenish all empty and partially 
empty point-of-purchase racks. 


Employees assigned to service objects 
can be tipped using the Tip interaction, 
money given as a tip actually transFers 
From Sim-to-Sim, going into the Famiiy Funds oF 
the empioyee. 
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Chapter 9 




Restaurant 
Overview 

Unowned restaurants function essentially 
like they have since the Nightlife expansion 
pack. But once an owner takes over, how 
they perform depends on what you do next. 

Success in this business requires 
certain mandatory objects and, 
eventually, rather extensive staffing. 
Customer Loyalty will be won and lost in 
many different ways. 


Sims love to dine out on the town. With several 
specially designed tools and abilities, Sims 
can now work the other side of the podium, 
running their own restaurant for other Sims' 
dining pleasure. 

The mechanics of running a lot as 
an eatery share elements with other 
businesses but, among the basic business 
types, they are the most 
distinctive, providing 
exceptions to many 
new rules and requiring 
a few systems of their 
very own. This chapter 
describes the processes of 
setting up and running a 
restaurant and the secrets 
to success. 


Once everything's in place, customers arrive 
and browse the menu via the host podium. Here, 
they decide whether to "buy" a restaurant's 
products using the same browsing behavior as 
in all stores. Once they've chosen to dine, they 
queue up at the podium to be seated. 

The customers are seated by the host and 
the server comes to take the table's order. 
This, in turn, is brought to the chef, who 
prepares the ordered meal. The tray of 
prepared food is delivered to the table 
by the server and the customers 
ommence dining. 


A restaurant is a team effort and a big 
one at that. 


When the meal is done, 
the customers pay the host for 
the meal and depart. 

There are many potential 
pitfalls in this process, where 
Customer Loyalty can be gained or 
lost. The overall quality of the dining 
experience depends on how well the 
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lot is kept tidy and how skillfully each facet of the 
experience is handled. In the end, though, eateries 
live and die based on two things: 

' FddcI: IHe IeveI eI IHe IeecI offEPEd (most impErtant), Hew weII 
it’s ppEparEd (whEthEr it’s burnt), and its valuE (markst valuE 
vs. pricE IeveI). 

f SErvicE: Hew quickly custcmErs arc seated frnm the padium 
and haw CEmpEtently they’ re served by their waiter. 

To maximize these two elements, it's critical to 
know how the restaurant mechanism operates and 
how it can be tuned to turn out peak performance. 

Food Value 

Unlike other kinds of businesses, the amount 
a restaurant owner pays for his or her business's 
raw materials is substantially lower than what 
customers view as the value of the product. 
Instead of wholesale cost, customers compare 
the restaurant's price level for the menu against 
a perceived "fair market value" of the dish. 

It's not, therefore, what the customer thinks 
the owner paid for the food but what he or she 
feels the food is worth in general. In fact, food 
value is determined as a percentage of the dish's 
Hunger satisfaction points. 

The fair market value of a dish, by the way, 
is not something you'll ever be able to see in the 
game, but that doesn't really matter. 

Strategically, your goal is to balance the price 
level of the menu not with the fair market value 
but with the quality of the dishes offered. 
Whatever Customer Loyalty penalty the business 
will get from charging high prices will be more 
than outweighed by the boost in Loyalty from 
serving high-level food. 
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Required Objects 

To be a restaurant, a lot must contain all of the 
following objects: 

Proper equipment 
IS essential to 
the running of 
a restaurant. 


At least one best podium (eitber tbe "GastrenEmiquE’’ Restaurant 
Podium or tbe new Podium of Bonnappitizon) 

A faad service stove (lempEst Cooktop from Cuas) 

At least one dining table nr counter piece 

At least one chair placed at tbe table or a stool at the caunter 



nstLS 

Pay attention to your restaurant's 
Business Ranh, it dictates the maKimum 
number oF customers that can be on 
the lot at a time, and thus houi much seating 
needed by your restaurant. [See Chapter B, 
"EFFects oF Business Ranh," For more inFo.] 



Without any one of these objects, the lot 
simply won't be a restaurant and will display an 
"Under Construction" sign on the host podium. 


Host Podium 

The host podium serves as both the nerve center 
of the restaurant-where the menu is established, 
prices are set, and many jobs are assigned-and 
as the object which must be "sold" to potential 
customers. As such, it offers several basic 
interactions: 
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^ Plan Menu: Salact from all passible caakad faads ta add ar 
ramavB them fram the rastaarant's menu. This dacisian shauld 
ba based an the Caaking skill af tba restaurant's chef; the 
greater the skill, the higher level feed he ar she can create 
withaut praducing Custamar Layalty-raducing barnad dishes. 

Ta assist in this dacisian, each dish's raguirad Caaking skill 
is shawn. 

^ Set Mena Prices: Prices far the antira feed service business af 
a restaurant are established via the hast padium. The price 
af each dish is set with each pricing level as a percentage 
af the dish's fair market value (See Chapter 4). 

t Shaw Menu Ta...: Offer a menu ta a specific Sim an the lot 
for brawsing. This interactian initiates the brawsing process 
for customers who haven't started brawsing the menu on their 
awn and shouldn't be done with a Sim who's already browsing 
tba menu. 

. Be Hast: Valuntaar a contrallable Sim to act as host. 

^ Be Server: Veluntaer a cantrollabla Sim ta act as server. 

> Be Saated/Ba Seated at Counter: Be seated as a customer 
of the restaurant. If the owner or a family member uses this 
interactian ta dine at the restaurant, they still have to pay their 
bill but the money goes straight back into family funds. 


The food service stove ("Tempest Cooktop from 
Cuas") is where a restaurant's chef works the 
culinary magic and it's the choice of all pro chefs. 
No other stove will do for the restaurant business, 
so you must have one on the lot to make it 
a restaurant. 

Employees and playable Sims can be directly 
assigned cooking duty through the stove's Assign 
Chef... or Be Chef interactions, respectively. 


Seating 



To be a restaurant 
there must be, at a 
minimum, a place for 
one Sim to eat seated. 
You should probably 
aim higher than this, 
but that’s the 
minimum. 


rusts 

Be sure barsteels are Facing in the 
correct direction or they uion't count 
as seating For a restaurant. IF incor- 
rectly-Facing stools are your only seating, the 
restaurant Functions as iF it had no seating at all. 
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Sims aren't opposed to eating standing up but not 
when they are dining out. That's why, to operate 
at all, a restaurant must have at least one place to 
eat. This can be either a chair and table or a stool 
and counter, but there must be one useable place 
for a diner to both sit and eat. 

Required Staff 

There are three essential jobs at a restaurant 
business, each with its own tasks and 
performance variables. Each job can be held by 
either an employee or a playable Sim (owner, 
manager, or member of the owner's household): 

r Hast f Chef 

^ SErvEP ^ GrEEtEr 



H restaurant can usually be run by 
Just one Sim until its Ranh reaches 
S or 3. Untii then, customer uoiume is 
ioui enough that one Sim shouid be busy but abie 
to heap customers from baiiing. Hfter Ranh 3, 
customer uoiume increases to the point that the 
restaurant uiili iiheiy need an employee to serue 
as either a chef or a seruer. 

In fact, loui-leuel restaurants SHDULDR’T haue 
employees, due to the high cost and considerabie 
douintime luhen empioyees uiiii be most productiue. 
Ideally, a restaurant should be run by a multi- 
Sim household, at least in the early stages. 



nsLs 

Sreeter is not formaiiy a tash to 
luhich anyone can be assigned but 
it is an essentiai tash that no 
empioyee does autonomousiy. See "Sreeter," 
beioui, for detaiis. 


Host 

The host mans a host podium and is responsible 
for seating customers once they decide to 
eat at the restaurant. When Sims successfully 
complete their consideration of the menu, they 
signal to the host that they're ready to sit and the 
host automatically escorts them to the closest 
open table. 


Low-badge 
hosts spend 
too mtich time 
on the phone, 
increasing line 
wait times. 



nstis 

Employees can be assigned to host uia 
the Planagement... Resign interaction 
or the Resign Host interaction on the 
podium itseif. 



If no Sim is assigned to be host, the guests 
stand in line at the podium and wait. Just as when 
Sims queue at a cash register, Sims left excessively 
waiting for service from the host eventually 
become frustrated and, ultimately, leave the 
business, dropping several points in Customer 
Loyalty with every moment. 

The quality of a Sim's performance as a host is 
dictated by their Sales Talent Badge; the higher 
the badge, the less time he or she spends 
yammering on the phone while customers wait to 
be seated and (as with retail sales Sims) the less 
prone he or she'll be to leave his or her post to 
take care of Needs. 



PRMA CFFlCALGAMEGJIDE 


Protected by copyright. Unauthorized or uniawfui copying or downioading expressiy prohibited. 






iHARTERl(Ql]|BAJSiNMTyR 


Server 


Servers visit the customers’ table shortly after 
they're seated to take their order, deliver the 
order to the chefj and bring the finished dish 
to the table. 


A Sim with low- to 
mid-level Body skill 
will drop dishes on 
nnsnspecting patrons. 
Obvioasly, this is not 
good for business. 



nstii 


EmpiDyees are 
assigned to 
****•■“ be servers 
uiith the Hlanagement. 
Hssign interactian 
□r the padium's 
Hssign Server 
interactian. 


■^i^wa Servers and chefs are the aniy 

empiayee Jabs that depend an a shill 
iKULiIjJ rather than a Talent Badge. Rs uiith 
Taient Badges, hauiever, Sims assigned ta these 
restaurant tashs buiid the tash's required shiii 
the ianger they perfarm the jab. Thus, uiaiters 
deveiap Bady shiii [up ta but nut beyand ievel B] 
and chefs deveiap Caahing shill far every minute 
they spend an their assignments. 


Chef 


The chef is stationed at the stove, ready to 
quickly prepare every order brought in by the 
servers. The speed with which Sims cook an order 
is controlled by their level of Cooking skill; the 
higher the skill, the faster the food prep. Fast 
service means higher Customer Loyalty, so having 
a high Cooking skill chef is critical to a highly 
successful restaurant. 









Cooking skill has one further effect, but it's 
not controlling which dishes the chef can prepare 
(and thus which can be on the restaurant's menu). 
Instead, it's which dishes should be on the menu. 
All chefs, regardless of Cooking skill, can prepare 
all meals. How often they fail in their attempt, 
however, is a function of Cooking skill. Chefs 
always burn food that's above their Cooking skill 
level. For foods requiring their current Cooking 
skill or lower, the likelihood they'll burn any dish 
is a matter of their Cooking skill. 

Thus, a chef with level 10 Cooking skill very 
rarely burns an order while a level 5 chef burns 
everything above level 5 and even burns orders 
below level 5 occasionally. Chefs with no skill burn 
all food more often than they get it right. 


The higher a Sim's 
Cooking skill, the 
faster the cooking goes 
and the fewer burned 
dishes produced. 


The danger with burned food is that it will be 
served to patrons. Since food is delivered straight 
from stove to table, you'll never know if a meal is 
burnt until the waiter presents it. Then if) in fact, 
the meal has failed, there'll be an immediate loss 
of Customer Loyalty as the customer chokes down 
his or her incinerated lobster. 

To avoid this, remove items from the menu 
that are above your chef's Cooking skill. Only add 
these items to the menu once the chef achieves 
the required skill level. 



Greeter 

nebs 

IF prices are set at Ruerage or beleui, 
there's net much dF a need to have 
angene perFerming the uneFFicial 
Greeter Function— custeemrs uiill usuallg decide 
to dine uiithout need For sales socials. 


Before requesting a table, patrons will browse a 
restaurant's menu to sell themselves on whether 
to dine or not. This browsing functions exactly the 
same as for retail shops, including the patron's 
comparison of the food's value versus its price 
level. The greater the difference between the two 
figures, the longer it'll take them to be sold. 

And, just as in shops, this decision can be 
sped and sealed with judicious and skillful use of 
sales socials. In restaurants, however, there is no 
way to assign a Sim to do this task. 


A Sim working as 
"greeter" socializes 
with and does sales 
socials on patrons 
browsing the menu. 


Thus, the job of selling the menu must be 
done by a controllable Sim (owner, manager, or 
member of the owner's household). 

The most logical Sim to do this job is whoever 
is acting as host because they'll be in physical 
proximity to the browsers and their job already 
requires and develops the Sales Talent Badge. 
Hosts, however, don't autonomously deviate from 
their task of seating patrons who've already 
decided they want to dine; they must be manually 
directed to socialize with and convince browsers. 
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After a directed social, they'll return to the host 
position to await diners. 

Once a restaurant achieves a measure of 
financial success, it can probably afford to hire an 
employee to act as host while a controllable Sim 
glad-hands the clientele, does the Show Menu 
to... interaction on wavering Sims, and performs 
sales socials on browsers. Until then, the task falls 
to you to micromanage your controllable Sims 
between these two crucial jobs. 

Gaining and Losing 
Restaurant Customer Loyalty 

Customer Loyalty in restaurants is earned or lost 
at various stages: 

^ GainEd an last with sacial intEractiaas with staff and athEr 
custamErs at any phasE af tha dining ExpEriEnaE. 

^ Gainad ar last via salss saaials pErfarmEd whila a austamEr 
is hrawsing. 

V Last if wait at hast stand is excessIve. 

^ Last if tha austamEr waits sa lang far SErvicE that thny laavE 
tha lat. 

f Last if SErvEr takss taa lang ta takn ardEr (functian af tha 
numbar af sarvars, nat tha skill af individual SErvErs). 

. Last if ardErad faad takas taa lang ta arrivE fram tfiE kitcfiEn. 
This is a functian af bath ths chEf’s Gaaking skill and the sizE af 
tha sarvar staff. 

. Gainsd ar last bassd an ths quality af ths "dEal" (faad valuE 
versus pricE IeveI). 

^ Gained when the custamer eats fnads that require aver 5 skill 
paints ta make. 

^ Gained whenevEr any service is perfarmed in a timely fashian. 
Likewise, tardy service af any kind reduces Custamer Layalty. 

^ Last if a Sim wants ta be seated but there isn't enaugh seating. 


Customer's Perspective on 
Owned Restaurants 

Traditionally, when a Sim visits a restaurant, 
the experience is guided by a set of 
autonomous NPCs whose presence and 
behavior are tied to the various restaurant | 
objects (host and servers spawned by the 
podium, chef by the stove). 

When, however, a playable Sim 
travels to a restaurant owned by 
another playable Sim, he or she'll 
still find an autonomously run 
restaurant, but which posts are 
manned depends on the lot's 
actual staff If for example, 
a restaurant doesn't have 
enough employees to man 
all jobs, things won't run 
very well, if at all. If 

low Cooking skill, 
there's a good chance your Sim's 
dish arrives burned to a cinder. I 


jjt - J nofcB 

H***'lB lilhen your Sims visit 
an Duinsd restaurant, 
ynu'ii notice non- 
CDntroiiable patrons brouising 
the menu Just as they'd be if 
you mere playing the iot. lilhen 
visiting an unomned iot, homever, 
aii non-piayable Sims [employees 
and customers] behave eHactly as 
they did under the system estab- 
iished in THE SimS'S niGHTtIFE mith 
no bromsing or Customer Loyaity 
indications. 
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Chapter 10 




The third and final business model in The Sims™! 
Open for Business is the venue. A venue is a 
business that trades upon its desirability as a 
place to be, to see, to be seen, and to spend time. 
In other words, a venue is a business that sells 
experiences rather than products. That is not to 
say venues can't sell products as well, but their 
primary reason for being (and customers' primary 
reason for coming) is to be there. The trick is to 
give the customer just enough of what they want 
and try to keep them there for a long time. 

This chapter explains the basic mechanics of 
venues and how to construct the kind of business 
that Sims bust down doors to hang in. 

Electrono Ticket Machine 


The Electrono Ticket 
Machine turns an 
ordinary lot into 
a place to be. 


The heart and soul of a venue business is the 
Electrono Ticket Machine, an object (found in 
the Business collection or the Electronics > 
Miscellaneous catalog) that can sell Sims access 
to the lot for an hourly charge. 




PRIUA OFFICIAL GAME GUIDE 



nQ&o 

IF you activate a tichet machine uihile 
customers are an the lot, they must 
then gn tn the tichet machine and 
decide uihether they uiant to stay on the lot. 
Before they do that, they'll be 
permitted tn Finish 
luhateuer they're 
doing [tahing 
bagged objects to 
the register For 
payment or playing 
pool. For eKample], 


Once Sims decide 
to buy a ticket, they're 
charged for the first hour. Then, 
at the top of every hour the Sim 
is on the lot, he or she is 
charged again. Thus, the more 
Sims there are and the longer 
they remain on the lot, the more 
money the business makes. 


Selling the Electrono 
Ticket Machine 


similar to the podium in restau 
rants, the Electrono Ticket 
Machine serves as the 
customers' focus for their 
browsing decision. 
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nobs 

liJhen a tichet machine is active, 
autcnamaus Sims can't interact uiith 
anything nr anybody uniess and untii 
they buy a tichet. ¥ou can initiate interactions uiith 
unpaid customers beFore they buy a tichet but 
you uion't earn money For their time spent taihing 
to your Sim. ¥ou'd uiant to do this as a generai 
sociai. to buiid reiationships. uihich. in turn, 
boosts the customer's Buy Bar starting point. 


As with goods or the restaurant podium, this 
browsing decision can be helped or hindered with 
the use of sales socials. These socials move the 
Buy Bar up or down depending on their success 
and affect the customer's decision to gain access 
to the lot. 

It pays, therefore, to assign an employee to 
Sales to autonomously sell browsing Sims on the 
benefits of the lot. Likewise, this can be done 
manually with any of your playable Sims. 




Use sales socials on Sims browsing the ticket 
machine to boost ticket purchases. The more 
expensive the ticket, the more sales socials necessary 

Patrons examine the machine with 
the usual Buy Bar above their heads, 
considering whether or not your 
Sim's lot is worth their time. This 
decision is affected by: 

^ The Sim’s CjstamEr Lcyalty towards the lot 
4 The Business Rank of the lot 

y The quality of the deal the lot offers (value vs. 
price level) 


The Ticket Buying 
Decision 

Sims make two different decisions in venues: 
whether to buy a ticket and then, each hour, 
whether to stay another hour. The criteria for 
these decisions are different. 

To Buy or Not to Buy? 

when Sims decide if they want to purchase a 
ticket for your lot, they generally look to how 
well their Needs and skill-building goals can be 
sated on the lot. These factors include consider- 
ation of the number of other Sims on the lot 
(including staff), to determine how well the 
customer's Social need can be satisfied: Think of 
each other Sim as a Social-satisfying "object." 


IF the let else has items Far sale, an 
empleyee assigned to Sales also sells 
to any tichet-hnlding customers 
brouising them. 
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Lots offtin objects, 
especially group- 
friendly objects, make 
a lot worth paying for. 



More opportunities to 
socialize make a Sim 
want to stick around. 



Otherwise, Sims evaluate the 
number of objects that satisfy each 
Need and how efficient they'll be at 
it (their Need rating). The more and 
more efficient objects there 
are, the more readily Sims 
will buy tickets. They also 
consider the number of 
various skill objects on 
the lot, taking into 
account which skill they 
personally want to develop. 


Should I Stay or 
Should I Go? 


PRMA CFFlCALGAMEGJIDE 


Every hour, each customer on 
the lot considers whether to 
stay, based on how good a time 
they've been having. They mull 
over any changes since the 
last hour, including: 

, Changes in Daily and 
Lifatima ralatianship 

. IncraasB ar dacraasB 


< IncraasB ar dacraasa 
in Naads 


Skills built 


The higher the cost of the 
hourly fee, the bigger the changes 
need to be for a Sim to stay. Thus, 
you must weigh your lot's revenue 
needs against the risk of Sims 
being unable to justify staying. 
You must, in other words, 
balance the high cost of tickets 
with a very compelling reason 
for customers to hang around. 


HE 

Different shills ere 
measured differently 
in this decision, since 
the development of some shills 
by nature puts pressure on 
Sims' needs. For SKample, Sims 
deuelopiny Body shill mill be 
seriously depletiny Eneryy and 
Hyyiene. normally, larye drops in 
these needs mould cause the Sim 
to leave, but the increases in 
Body shill outmeiyh that 
domnmard effect. 

not so for shills that have 
less impact on needs. For 
SKample, chanyes in Loyic mill. 
For this reason, count For less 
in the decision to stay. 
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skill building is a prime 
venue draw. Offer 
lots of different skill 
objects to influence 
Sims' decision to 
stick around. 


The VIP List 

Any controllable Sim on a venue lot can put 
another Sim "on the list" and allow access to 
the lot for free with the Grant Free Entry To... 
interaction. 


Once Sims reach the 
normal Need kickout point 
for community lots, or would 
otherwise be normally ready to 
leave, they'll wrap up their visit 
and depart. 


Give a Sim free access 
to a lot and you'll be 
repaid with increased 
Customer Loyalty. 


This status lasts 
for the duration of the 
current visit, until 
the VIP departs the lot. 
When they next return 
to the lot, they behave 
like normal customers, 
browsing the ticket 
machine to decide 
whether to enter. 


This decision is affected by the Shopping 
Need, in that the longer Sims have been 
on the lot and the more they're getting 
what they need from the lot, the more 
difficult the decision to stay will be. In 
other words, Sims with all their Needs 
depleted will readily choose to stick 
around, while Sims with fully satisfied 
Needs and most skills near the top 
won't find it worthwhile. 


primsganies.com 
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Sims lihe uaristy, 

SD giue them lets 
□F diFFerent hinds sF 
objects in venues, not muitipie 
copies oF the same objects. 
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Chapter II 


GIlinirniSE 



Running a business requires lots of new stuff. 
From special equipment that makes the business 
go to an expanded selection of housewares for 
your Sims' stores to sell to the public, the list is 
long and varied. 


This chapter details all the new objects in 
The Sims™ 2 Open for Business, including the new 
crafting stations and the fascinating and powerful 
products they produce. 

Business Object Collection 


The Business Collection. 


Can't find a particular business object? You can 
simplify your search by consulting the Collections 
tab in the Buy and Build mode catalogs and 
selecting the Open for Business collections. Each 
of these collections contains the essential 
objects and architectural elements, 
respectively, that you'll need to 
build your Sims' businesses. 
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Squat Pedestal by 
Selfless Salesman 

Soldier's Quarter Rediner 

Sit-Up-Straight Dining Chair 

Single-Track Light Set 

Show My Ride display by 
Exotremo Cars 

Sheer Radiance Vanity Light 

Roedisplay Convex Corner 
by Grant Industries 

Roedisplay Concave Corner 
by Grant Industries 

Roedisplay by Grant 
Industries 

Rob R. Barron "Nouveau” 
Medium Wardrobe 

Reflection V 

Quick Display by 
Sims Club Merchandise 

Pretty Pot D' Pansies 

Poetic Justice Wall Sconce 

Podium of Bonnappitizon 

Passable Mission Chair 

Outdoor Protector 

Opus by Rose Grace Wise 

Dpen/Closed Sign of War 
and Commerce 

Once Upon a Glowy 
Glow Glowlamp 

Nuh-Uh Nutcracker 

Neukum Systems 
"Totally Rad" New Wave 
Wall Speaker 

Neukum Systems 
"Happy Shopping" Store 
Soundscape Wall Speaker 

Mr. Generic's Sign — 
The Floor Model 

Mr. Generic's Sign — 
The Ceiling Model 

Missionaire Dining Table 
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Object Catalog 

Comfort 



Dining Chairs 


Sit-Up-Straight 
Dining Chair 


Price: §7D0 

' Need Effects: Comfort G, 
Environment 2 

Living Chairs 

Passable Mission Chair 

Price: §7GD 

^ Need Effects: Comfort G, 
Environment 2 



Recliners 


Soldier's Quarter Recliner 

^ Price: §8ID 

. Need Effects: Comfort 7, 

Energy 2 (Nap), Environment 2 


Sofas (r Loveseats 

Lushcroft Antique Loveseat 

i Price: §I,I4D 

^ Need Effects: Comfort 8 
(Sit/Nap), Comfort 9 (Lounge), 
Energy 2 (Nap), Eon 4 (Play) 

f Need Max: Energy up to 7D (Nap) 

£1 Sol Sofa by Gunter 

# Price: §1,399 

i Need Effects: Comfort 8 
(Sit/Nap), Comfort 9 (Lounge), 
Energy 2 (Nap), Eon 4 (Play), 
Enviranment 2 

i Need Max: Energy up to 7D (Nap) 

The Slumber Saddle 
ofSIeepnirby 
Dulac Industries 

^ Price: §I,D8D 

^ Need Effects: Comfort 5, 

Energy 5, Eon 2 (Jump), 
Environment 2 

^ Need Max: Eon up to 8D (Jump) 

The Legendary Bedscalibur 
Sleep System by Dulac 
Industries 

^ Price: §2,399 

^ Need Effects: Comfort G, 

Energy G, Eun 2 (Jump), 
Environment 4 

■ Need Max: Eun up to 89 (Jump) 
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Miscellaneous 



The Java de Pwi Barstool 

. Price: §B3D 

■ Need Effects: Comfort 5, 
Environment 2 


Ug- No- More 
Makeover Station 

4 Price: §1,2DD 
. Talent Badge: Cosmetology 


This chair is a service object that enables Sims 
to offer makeovers to customers and, as a result, 
change the appearances of townies and other 
playable Sims. 

When an employee Sim works the chair, 
customers browse it and decide if they want to 
partake of its services. If they do, they sit down 
and the makeover occurs automatically. 


The makeover chair 
in action. 



When a playable Sim works the chair, 
customers browse in the same way but once the 
makeover begins, you see the standard Change 


Appearance window. Select all changes you wish 
to make and customers receive those alterations 
to their appearances. If the Sim is pleased with 
the makeover, there's a chance, based on the 
stylist's Cosmetology Talent Badge level and the 
customer's Daily Relationship with the stylist, that 
the stylist will receive a tip. This tip goes directly 
into the funds of the stylist, not the business. 

Charge for the service occurs at the chair 


I when a playable 
I Sim sits in the chair, 

I 

you'll go directly 
j into the Change 
Appearance window. 


If your playable Sim uses the chair as a 
customer, the experience is the same as using a 
mirror's Change Appearance interaction except, 
of course, payment is expected for this alteration. 

The Makeover Station builds the Cosmetology 
Talent Badge. Every moment Sims are assigned 
to the chair, they're amassing points towards 
the new badge. Progressively higher Talent 
Badges increase the visual flourishes a Sim uses. 
Makeovers done by Gold Cosmetology Badge Sims 
satisfy customers' Hygiene need, allowing them 
to stay on the lot longer. 

More importantly, Cosmetology levels dictate 
the chance that a makeover will go horribly wrong. 
The lower a Sim's Cosmetology Badge, the greater 
the chance that the customer receives a look he 
or she may not want. This causes a substantial 
drop in Customer Loyalty and the customer's 
relationship with the stylist and makes the 
customer Furious with the stylist. 


without any need for a register. 
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The salon chair gets dirty with use and must 
be cleaned periodically. A dirty chair makes 
customers less likely to partake of the chair and 
lowers the Customer Loyalty of any Sims who do. 

If the makeover chair is placed on a non- 
owned community lot, there will be an NPC stylist 
when your playable Sims visit. This Sim performs 
makeovers for the Average price and can-like 
a playable Sim or employee-fail, trashing your 
Sim's look. 

Interactions: 

♦ Assign Stylist...: Assigns an EmplayaE by namE tn man tha nhair. 

♦ Offar Fpee MakaavEr tn...: Sim affars Eustamar makaavEr far fraa. 
Custamar brawsas basad an priaa af zara. Can ba dana wban 
Emplnyaa is assigned ta wank ahair. 

♦ Sat Priaa: Sat price level af all makenvars. 

♦ Be Stylist: Sim mans the chair. 

♦ Shaw Salan Cbair tn...: Sim takas custamar ta the salan abair tn 
ananuraga brnwsing. Can be dana when Emplnyaa is assigned 

ta wnrk ahair. 


The Impossible 
Mission Counter 

. Priaa: §740 

^ Need Effaats: Envirnnmant I 


Surfaces 


Counters 




The More Impossible 
Mission Counter 

,■ Priaa: §740 

^ Need Effeats: Envirnnmant I 


The Impossible Mission 
Island Counter 

. Priaa: §750 

# Need Effeats: Envirnnmant I 



Coffee Tables 



Mission Coffee Table by 
Lulu Designs 

. Priaa: §230 
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The Larger Mission Coffee 
Tabie by Luiu Designs 

. Price: §Z8D 



feip 

liJhile holding an object in the Hand 
I tool above a dispiag caae. pressing @ 
cgcles the object through ali of the 
case's auaiiabie siots. 


Shelves 

Shelves are a very 
potent tool for the Sim 
shopkeeper, enabling 
merchandise to be 
presented in a more 
customer-appealing 
venue and the pricing 
of several items with 
a single click. 



Interactions: 

♦ Set Display Itam Prices: Sets price level of ell 
objects DO the display. 

♦ Restock: Restocks all out-of-stock objects on 
tbe display. 

Magispiay Tray 

Price: §5D 

^ Need Effects: 
Environment I 


nstB 

Euan though some display cases appear 
to Join adjacent cases, the effect is 
only uisual and the sheluas don't 
function as a unified luhoie. Vou must, for BKampie, 
re-price all indiuidual cases even if seuerai appear 
to be Joined. 



The more fully stocked a display case, the 
more strongly it advertises its contents to Sims' 
Shopping Needs. The emptier it is, the more of a 
downward effect it'll have on Customer Loyalty. 

Display cases also make pricing easier by 
doing the Set Price Level interaction on the 
display itself This sets everything on the display 
to the same price level. If you want to individually 
price items on a shelf, go right ahead; the change 
only affects that item, leaving the rest at the 
shelf's universal price level. 


This flexible display case is a flat mat that sits 
atop any surface or on the floor. It can handle 
a few small items or one medium-sized item 
(such as a computer). 



The Tragic Stock-n-Stack 
Cube from UpDuggery 
n' Stuff 

. PricE: §I5D 

. Nfifid EffEcts: EovironmEot 2 
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Display cubes can be stacked infinitely atop each 
other, indoors or out, as long as there's nothing 
on top of the lower cube. Sims can buy items ofF 
a stack of cubes no matter how tall it is. 

Cubes can be placed on the floor or on 
countertops. 

Items can be placed on top of the cube or 
inside it, but the slots on the top must be filled 
before anything can be placed inside. 


> 



Quick Display by Sims 
Club Merchandise 

, PricE: §2DQ 

, NeecI EffEEts: EnviranmEnt 2 



Just Corner Shelves 

, PriEE: §2DQ 

. NeecI EffEEts: EnviranmEnt 3 



Just More Corner Shelves 

. PriEE: §2DQ 

. NeecI EffEEts: EnviranmEnt 3 








Squat Pedestal by Selfless 
Salesman 

^ PriEE: §220 

^ NeecI EffEEts: EnviranmEnt 2 


Roedisplay Concave Corner 
by Grant Industries 

, PriEE: §250 

4 NeecI EffEEts: EnviranmEnt 3 


Roedisplay Convex Corner 
by Grant Industries 

, PriEE: §250 

. NeecI EffEEts: EnviranmEnt 3 


Just Shelves 

^ PriEE: §400 

^ NeecI EffEEts: EnviranmEnt 4 
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OPEN 


Wangoof Wall Planter 

^ PricE: §2DD 

( NeecI EffEEts: EnvironmEnt 2 


i 

Roedisplay by 


> 


Grant Industries 




, PricE: §5DD 


/V!v ‘t,- ■ 

^1 

, ^ NeecI EffEcts: EnvironmEnt 4 






* 


Decra-Chill Display by 
Refrigifreeze 

PriEE: §8DQ 

. NeecI EffEEts: EnvironmEnt 5 


Only prepared food items may be placed in these 
chilled display cases, but anything placed inside 
keeps forever without spoiling. 

Decorative 

Plants 

Pretty Pot o' Pansies 

. PrioE: §I8D 

. NeecI EffEots: EnvironmEnt I 




Sculpture 



Deary Cute Pedestal 

( PricE: §BD0 

r NeecI EffEcts: EnvironmEnt G 


Nuh-Uh Nutcracker 

4 PricE: §B5D 

' NeecI EffEcts: EnvironmEnt B 


The Tray o' Orbs from 
Orby Designs 

' PricE: §85D 

. NeecI EffEcts: EnvironmEnt 5 
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The Lying Fisherman 
Fountain 

f PricE: §I,20D 

^ NeecI EffEEts: Fun 3 (ViEw), 
EnviranmEnt 8 

# NeecI Max: Fun up ta 95 (Viaw) 



The Big Knight by Big Yard 
Dudes, inc. 

. PriEE: §4,5DD 

. NeecI EffEEts: Fun 3 (Viaw), 
EnviranmEnt ID 

NeecI Max: Fun up ta 95 (Viaw) 



The mascDt statues can prauide themes 
to your lots if you dress your 
employees in the mascot costumes that 
are also included in this eepansion pach. 



The Big Diver by Big Yard 
Dudes, inc. 

^ PriEE: §4,750 

f NeecI EffaEts: Fun 3 (ViEw), 
EnviranmEnt ID 

i NeecI Max: Fun up ta 95 (Viaw) 



The Big Goriiia by Big Yard 
Dudes, Inc. 

^ PriEE: §5, ODD 

i NeecI EffaEts: Fun 3 (ViEw), 
EnviranmEnt ID 

^ NeecI Max: Fun up ta 95 (Viaw) 


WallMangings 



The Big Ninja by Big Yard 
Dudes, Inc. 

^ PriEE: §5,5DD 

NeecI Effacts: Fun 3 (ViEw), 
EnviranmEnt ID 

# NeecI Max: Fun up tn 95 (Viaw) 



In the Park byAwaIck 

^ PriEE: §B75 

^ NeecI EffaEts: EnviranmEnt G 



Geometry 101 by 
Mrs. Wieprecht 

^ PriEE: §2,2D0 
# NeecI EffaEts: EnviranmEnt ID 


Opus by Rose Grace Wise 

} PriEE: §3,5DD 
■ NeecI EffaEts: EnviranmEnt ID 
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HII mirrars can nnui ba used to change 
the appearance dF toddlers. HII mirrors 
noui include a Change Appearance inter- 
action For each toddier in the househoid and eng 
teen-or-older Sim can seiect the interaction to 
pich up toddler[s], bring them to the mirror, and 
initiate the Change Appearance uiindoui. 


D 


Reflection V 


Skill: Charisma (Practice 
Ramanca cr Practice Speech) 

Need Effects: Hygiene 2 
(Gussy Up), Enviraament 4 


a 


Functional 
Eloquence Mirror 


Skill: Charisma (Practice 
Ramance cr Practice Speech) 

Need Effects: Hygiene 2 
(Gussy Up), Enviranment 4 


c:i 


Infinite Repetition Infinite 
Repetition Mirror 


' Price: §75D 


Skill: Charisma (Practice 
Ramance ar Practice Speech) 

Need Effects: Hygiene 2 
(Gussy Up), Enviranment 3 
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Gleeful Welcome Mat 


Price: §375 


GreetMe Mat by GleeCo 




Price: §425 


Miscellaneous 



Open/Closed Sign of War 
and Commerce 


Price: §2D 


Need Effects: 
Enviranment ID 


The sign is used to separately 

control the customer flow and 

employee attendance at a 

home- or community-lot 

business. Without a sign, 

it's impossible to 

work on the lot 

without customers 

(as in, stocking when no one 


I 
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is buying), or for the owner to function without 

employees drawing pay. 

Interactions: 

♦ OpEn BusinEss: Signals to EustamErs that thay aan shap at 
tha lot. 

♦ Clnsad Businass: Signals ta EustamErs that it's tima ta dapart. 
Any custnmars with abjaats in thair shopping bag go to tha aash 
ragistar and any that ara browsing finish thair currant browsa 
bafora daparting (if thay hava no itams) or quaua up at tha 
ragistar. All othar austooiars imoiadiataly dapart. Eoiployaas 
raoiain. 

♦ Call in Employaas: Summons all amployaas to aoma to work. If 
Employaas wara hirad ovar tha phona or computar, thay won't 
aoma to work immadiataly unlass you use this intaraction (or aall 
tham on tha phona) aftar hiring tham. 

♦ Sand Employaas Homa: Sand all Employaas homa. Thay won’t ha 
abla to raturo to work for six hours. 




The "Towel on a Metal 
Rod" by DecorCorp 

. Priaa: §2DD 

i Naad Effacts: Environmant 2 


The "Towel on a Wooden 
Rod" DecorCorp 

^ Priaa: §2DD 

^ Naad Effacts: Environmant 3 


Mr. Generic's Sign- 
The Ceiling Model 

4 PriEE: §I5D 

■ Naad Effacts: Environment I 


Super Signguy Retail 
Sign...on a Stick 

4 Priaa: §I5D 

■ Naad Effects: Environment I 


Mr. Generic's Sign- 
The Floor Model 

^ Priaa: §175 

i Need Effects: Environment I 
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Super Signguy Retail Sign 

, Price: §175 

. Need Effects: Environment I 


"Lying in Wait" Screen 

' Price: §945 

'■ Need Effects: Environment 8 


Electronics 


Miscellaneous 

Aunt Julianna's 
Old Moneymaker 

I Price: §225 


Interactions: 

Be Cashier: Volunteer playable Sim to man the cash register. 

■f Set Price for Everything: Set every for-sale object on the lot to 
the same price level. 

♦ Ring Up These Customers: Available only when a customer is 
waiting in line. Sim rings up all customers in line nr whoever 
gets in line thereafter. When there's no one left to ring up, the 
Sim leaves the register. 




Electrono Ticket Machine 

. Price: §499 


This object is used to turn a business into a venue 
in which Sims pay to spend time on the lot. See 
Chapter 10 for details on its use. 

Interactions: 

♦ Set Price: Playahle Sims can establish the price level for the 
individual ticket machines. Customers evaluate whether to 
buy a ticket based an the "value" of the objects on it vs. this 
pricing level. 

♦ Start/Stop Charging Customers: Turns the machines on and off. 
When Sims are already on a lot when the machine is activated, 
they’ll finish whatever they're doing and then go immediately 

to the machine to consider whether they want to pay-and-stay 
or leave. 

♦ Grant free Entry to...: Playable Sims can grant a free ticket to 
any autonomous Sim on the lot for the duration of their visit. 


Lighting 

Table Lamps 




The Photon-Master 3000, 
Tabletop Edition 

; Price: §229 

■ Need Effects: Environment I 


♦ Assign Cashier...: Designate an employee to work the register. 
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Floor Lamps 


V 

4 

1 

T 

4 

1 


Wall Lamps 




c 


Alas, a Lamp 

. PricE: §340 

' NeecI EffEEts: EnviranmEnt 2 


Furo-Torchiere Floor Lamp 

, PriEE: §400 

. NeecI EffEEts: EnviranmEnt 2 


Sheer Radiance 
Vanity Light 

( PriEE: §00 

. NeecI EffEEts: EnviranmEnt I 

Coid Warrior Light 

. PriEE: §100 

' NeecI EffEEts: EnviranmEnt I 

Outdoor Protector 

^ PriEE: §245 

. NeecI EffEEts: EnviranmEnt I 



Ceiling Lights 





Poetic Justice Waii Sconce 

( PriEE: §270 

r NeecI EffEcts: EnviranmEnt I 

Fnabiature Brightener 
Waii Sconce 

r PriEE: §205 

^ NeecI EffEEts: EnviranmEnt I 


Singie-Track Light Set 

, PriEE: §200 

^ NeecI EffEEts: EnviranmEnt I 

Once Upon a Giowy Giow 
Giowiamp 

4 PriEE: §350 

^ NeecI EffEEts: EnviranmEnt 2 


Lucitious Hanging 
Pendant 

. PriEE: §400 

4 NeecI EffEEts: EnviranmEnt 2 
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note 

lilhen mahing 
crafting products, 
you can customize 
the Finai name of the object to 
anything you lihe. Hdd the name of 
your business, the Sim mho crafted 
it. or anything you piease. Dr Just 
ieaue it aione; your choice. 


The "That Smells Great!" 
Floral Workstation from 
'Craftin' It!' Industries 


Sims can craft any product for which their corre- 
sponding Talent Badge qualifies them. The higher 
their badge level, the greater the selection of 
products they can create. Likewise, the higher the 
badge level, the lower the chance of failure-an 
object "born" broken-or fabrication of a toy's 
"evil" alternative (see "Crafted Products," below). 
The higher the product level, the more it'll cost to 
make and the more time it'll require. 


riB) 

Crafting Faiiure is aiso based on the 
Sim's niood and Rspiration score. 

The iomer each is. the greater the 
chance of a brohen or euii object 
being produced. 


Price: §I,DDD 


Outdoor Lamps 


Ankle-Height Light by 
GamGleam Industries 

, Price: §ID5 

. Need Effects: Environment I 


Need Effects: Energy -I, 
Comfort -5, Hygiene -I, fun 5 


When Sims begin to craft 
products or assign employees 
to do so, they specify which 
design variation they'd like 
to make (for example, color, 
etc.), and this can change 
the name of the resulting 
product. This name stays 
with the individual object 
when it's viewed in the 
owner's inventory, along 
with the name of 
the lot on which the 


Worldly Hue Streetlamp 

. PrioG: §485 

^ NcEd Effeots: EnvironmEot 2 


Miscellaneous 


Hobbies 

Miscellaneous 
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product was made if it was fabricated on a 
business lot (home or community). If a playable 
Sim buys a crafted product, any custom name and 
the lot of its origin shows in the inventory as well. 



ns ti 


The lilhDiesale Business Perhs da not 
aFFect the materials cast dF craFted 
products. 


While a Sim works the station, they build the 
corresponding Talent Badge. 

The progress bar over the Sim's head indicates 
the completion of the current product. 

When a playable Sim makes a single product, 
it appears on the bench, not in inventory. To get it 
off the station and make the bench usable again, 
the product can be moved with the Hand Tool in 
Buy/Build mode as a regular object, sold for the 
Average Price level with the product's Sell inter- 
action, or placed for sale with the For Sale Tool. 

Crafting stations can be used as part of a 
business-as an alternative source of inventory- 
or as a home-based job on any home lot (even if 
it's not a business). To earn money from a crafting 
station that isn't a business, the Sim can simply 
create products and either use the Sell interaction 
(while the finished product is still on the station) 
or delete it in Buy mode. Both yield the same price 
(about 125% of materials cost). 


nobs 

IF yaur Sims trauel ta a community lot 
and use craFtiny statinns, they neither 
receiue badge leuel increases nor any 
products they produce on the station. They can, 
houieuer, sell the items From the station For their 
standard resale amount. 



Interactions: 

♦ Make Qna...: Direct your Sim to make ana copy of tha spacifiad 
praduct. Family Fuads will ba chargad far materials whaa the jab 
is begun and the Sim will wark uatil it’s camplete. Dnca dana, 
the praduct stays aa the crafting statian. 

♦ Make Many...: Identical te Make One, but the Sim makes multiple 
capias af the same praduct uatil directed ta stap ar when their 
Neads/Maad kick them nut. Praducts ga directly and automati- 
cally inta the owner's inventory. 

♦ Assign Jab...: Assign an amplayea ta work the station by using 
the object's Assign Job interaction and specifying the assigned 
employee and the praduct to be produced. Assigned employees 
automatically Make Many until instructed or compelled by 
Needs to stap. 

♦ Scrap: If there's an unfinished job on the bench, any playable 
Sim can throw it out. You'll gain free access to the station and 
regain the cast of the scrapped materials. 

♦ Resume: A Sim can always go back to an unfinished job on the 
crafting station with this interaction, picking up where they left 
off. Even other Sims can camplete an unfinished job, but only if 
their Talent Badge Level qualifies them to work on the product 
on the board. Thus, if an amplayee has a higher badge level than 
any playable Sim an a lot, no playable Sim can complete the 
employee's work on higher-level products. 


Products: 

Product 

Badge Req. 

Materials Cost 

Value 

Daisy Bouquet 

None 

§3B 

§4D 

Wildflowar Bouquet 

Bronze 

§47 

§55 

Tulip Bouquet 

Bronze 

§BI 

§7D 

Mixed Flower Bouquet 

Silver 

§B8 

§85 

Rosa Bouquet 

Silver 

§3B 

§I2D 

Snapdragon Bouquet 

Gold 

§24D 

§30D 
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The Crazy Fun Toybench 
from 'Craftin' It!' 
Industries 

Price: §I,5DQ 

■ Need Effects: Energy -I, 
Camfort -5, Hygiene -2, Eun 5 


See "The "That Smells Great!" Floral Workstation 
from Craftin' It' Industries," above, for details 
and interactions. 

Products: 


Products: 


Product 

Badge Req. 

Materials Cost 

Value 

Toy Robot 

None 

§3B 

§120 

CleanBot 

Bronze 

§240 

§800 

HydroBot 

Bronze 

§320 

§400 

SentryBot 

Silver 

§3BD 

§1,200 

MunchieBot 

Silver 

§400 

§2,000 

Servo 

Gold 

§GDD 

§B,D0D 


Miscellaneous 

Dressers 



Product 

Badge Req. 

Materials Cost 

Value 

Sir Bricks-a-Lot 

None 

§28 

§35 

Little Heroes Eire Truck 

Bronze 

§35 

§50 

Clown-ln-A-Box 

Bronze 

§54 

§85 

Brinks' Kite 

Silver 

§45 

§00 

Twirl, Spin and Wobble! 

Silver 

§00 

§300 

Wet n' Wild Water Wiggler 

Gold 

§I2D 

§450 


The "Non-Deadly" Robot 
Crafting Station from 
'Craftin' It!' Industries 

. Price: §2, ODD 

■ Need Effects: Energy -I, 
Cnmfnrt -5, Hygiene -2, Eun 5 


See The "That Smells Great!" Floral Workstation 
from Craftin' It!' Industries, above, for details and 
interactions. 



nstLS 

These neiu dressers end ermeires are 
mere cempact than traditienal ones, 
fitting mere easilg into smaiier reems 
but Functioning eeactlg the same. 




Anti-Quaint-Fd-Medium 
Ltd. Fd. Armoire 

. Price: §235 



Werkbunnst Medium 
Stonewood Dresser 

. Price: §430 

■ Need Effects: Environment 2 
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Ye Closet 

^ PricE: §I,IDD 
NebcI EffEcts: EnviranmEnt 3 



III 


Medium Decorative 
House Armoire 

^ PriEE: §525 

' NeecI EffEEts: EnviranmEnt 2 


Supreme Cabinet of the 
Lesser Items 

, PriEE: §535 

■ NeecI EffEEts: EnviranmEnt 2 


Sun King Drawers by 
Royale Furniture Co. 

< PriEE: §85D 

' NeecI EffEEts: EnviranmEnt 3 


Rob R. Darron "Nouveau" 
Medium Wardrobe 

f PriEE: §350 

' NeecI EffEEts: EnviranmEnt 3 




Touch ofTeakTansu 
Medium Dresser 

^ PriEE: §1,450 

# NeecI EffEEts: EnviranmEnt 4 



"Hold Me Closer" by 
Tiny Dresser Co. 

. PriEE: §2, ODD 
' NeecI EffEEts: EnviranmEnt G 


"Squeezin' It" 

Lemonade Stand 

^ PriEE: §120 

^ Skill: Cnaking (MakE G GeII) 

■ NeecI EffEcts: Eun 10, 
EnviranmEnt 3 

Sims using the lemonade stand build Cooking 
skill, though none is required to make lemonade. 


Children 
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Miscellaneous 



Made lemonade eventually goes bad, 
producing the usual green cloud and attracting 
flies. If Sims buy and drink bad lemonade, 
they may get sick. This causes a drop in Daily 
Relationship and makes them Furious at the Sim 
manning the stand. 

If the lot is a business, employees can be 
assigned to man the lemonade stand. 

By default, lemonade sells for §10 but the 
price can be customized or set with the "Set 
Lemonade Price" interaction. 

Interactions: 

<*■ Make and Sell Lamanada: Craatas a naw batch af lamanada and 
tha Sim bagins sailing it. Whan tha aight glassas are gnna, Sim 
remains behind the stand. 

Sell Lemnnade: If there’s already made lamanada an the stand, 
Make and Sell Lemanada are replaced by this interactinn that 
directs the Sim tn cnmmence selling. 

Buy Lemnnade: Purchase lemanada at the pasted price. Sims will 
dn this even if the lamanade has nbvinusly gene bad. 

♦ Set Lemonade Price: Use the price level selector to change the 
lemanade’s default price. Sims bases buying decision on the cost 
vs. price of the lemonade. The higher the price level, the lass 
likely customers will be to buy and there's na way ta use sales 
socials with lemonade. 

♦ Make More Lemanada: When all glasses have been sold, a Sim 
sitting behind the stand can use this interaction to whip up 

a new batch. 

♦ Assign Myself ta Sell Lemonade: Only available if let is a 
business. Sims assigned to sell lemonade automatically remake 
lemanade anca stock is gone. 

♦ Assign to Sell Lemonade...: Assign selected amplayee ta work 
lemonade stand. 

♦ Smash: Deviant Sims and Sims with very low relationship to the 
seller may do this autonomously. The seller's Daily Relatianship 
with offender lowers, and the sellar becomes Furious at him 

ar her. 



Trash Trapper 9]0i 

i Price: §4D 

' Need Effects: Hunger 3 
(Eat from Trash), Hygiene -2 
(Eat from Trash), Hygiene -I 
(Salvage) 


Community Lot-Only Objects 

These objects are only available from the 
Community Lot Buy mode catalog. 


Surfaces 



Terribly Modern Counter 

, Price: §B5D 

' Need Effects: Environment I 



Good Witch Counters 

. Price: §790 

' Need Effects: Environment 2 
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Show My Ride Display by 
{xotremo Cars 

f PricE: §500 

' NeecI EffEEts: EnviranmEnt 3 


This display works just like all the shelf-based 
displays, except that it can only hold a single car. 
Normally, cars can only be placed on home lots 
and only in a driveway. With this object, cars can 
be placed (for sale) on a community lot in any 
location that can contain this object's massive 
size. If building a car dealership, therefore, be 
sure to have a lot of space available. 




n Bi s 

The car display only appears if you 
have the niGHTLIFE eapansian pach. 



Neukum Systems 
"Happy Shopping" Store 
Soundscape Wall Speaker 

^ PriEE: §400 
. NeecI EffEEts: fun 2 



Neukum Systems 
"Totally Rad" New Wave 
Wall Speaker 

, PriEE: §400 
' NeecI EffEEts: fun Z 


Miscellaneous 



Podium of Bonappitizon 

^ PriEE: §200 

^ NeecI EffEcts: EnviranmEnt ID 


This and the original Nightlife podium function 
exactly the same. Both podiums now have new 
functions if the lot is an owned community lot. 
With a commercial stove and a table/chair or 
counter/stool combination, the podium is the 
fulcrum of Sim-owned restaurants (see Chapter 9 
for details). 


Community Lot-Only Objects 
at Home 

A few former community lot-only objects are 
now available in the home catalog: 

PraduEE MarkEt ShinglE 
' SimCity SynapsESnappEr Industrial Sign 
• "WEar's tliE Sala?" Shnp Sign 
Llamark Elactric Cash RsgistEr 


Crafted Objects 

Crafted objects can't be bought from the Buy 
mode catalog but are rather made by your Sims or 
bought from stores run by other Sims. 

In the crafting of any object, there's a chance 
the process will fail. In many cases, this results in 
a broken or "evil" version of the objects, which do 
some unexpected-but usually amusing-things. 
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The chances of failure decrease with higher Talent 
Badges. They increase, regardless of badge level, 
with low Mood and/or Aspiration score. 

The higher level and more expensive a crafted 
object, the longer it'll take to make. Thus, a 
Snapdradgon Bouquet takes longer to fabricate 
than a Daisy bouquet (due to its higher badge 
level) but a Servo takes considerably longer than 
either (due to both badge and cost). 



In Its evil metallic state, 
the toy kite just seems 
like a bad idea. 


Brinks' Kite 

I I ( MatErials Cast: §45 


The evil version of the kite is metallic with red 
eyes. It flies but attracts lightning, resulting in 
electrocution and, possibly, death. If the evil kite 
is struck by lightning, it's reduced to an ash pile. 



' Crafting Station: Crazy Fun 
Taybanch 

^ Talent Badge Level: Silver 


(leanBot 

I ; , Materials Cast: §24D 



The kite can be placed 
on a floor or wall, 
indoors or out. The 
Sim picks up the kite 
and tries to find an 
area with sufficient 
space. If there's 
nowhere outside big 
enough to fly it, the 
Sim gives up. If a place 
is found, there's a 
possibility the wind 
will be insufficient and 
the kite will simply fall 
to the ground. 
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Roams the floor of a house 
in search of trash piles, 
puddles, old newspapers and 
food, and ashes to remove. 
Can only roam a single floor 
and can't climb stairs or 
use an elevator but can be 
moved to different floors 
with the Hand tool in Buy mode. 

In failed form or when 
broken, the CleanBot emits 
sparks and spew trash piles. 
Repairing restores a failed robot 
to its fully functional state. 


Crafting Statien: ''Nan-Deadly'' 
Rabat Craftiag Statlaa 

Talent Badge Level: Brnnze 
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Robots 

The various craftable robots differ dramati- 
cally in their features but have several 
characteristics in common. 

A robot can return to any base of any 
other robot of the same type (for example, 
rover or hover). Thus, a CleanBot and a 
HydroBot can use each other's base station 
and a SentryBot and a MunchieBot can share 
between them. 

Interactions: 

Turn Dn: Activatus rabat when it's in its base statian. 

Turn Off: Steps rabat and cammands it ta return ta base 
station. Malfunctioning robots can't be turned off with this 
interaction — tbey'll shut down on tbeir own eventually but 
not before doing some damage — but using it while a robot 
is malfunctioning yields some amusing results. 

If a robot breaks, it can be repaired 
once back in its base station by a Sim or the 
Repairman. DIY Sims should only attempt 
repair of these electronic objects with high 
Mechanical skill or they risk electrocution. 

A malfunctioning robot eventually turns itself 
off and return to its base station. 

If a robot crafting fails, the resulting bot 
is "born" broken and isn't useable until it's 
fully repaired. 


(lown-ln-A-Box 

, Materials Cast: §54 

f Crafting Station: Crazy Fun 
Toybeneb 

r Talent Badge Level: Bronze 
, Need Effects: Fun 5 


% ' • a' 


Sims react to the clown with either joy (if 
Outgoing) or tears (if Shy). The first time a Sim is 
scared by the clown, they get a bad memory. 


The evil down 
haunts the dreams 
of many Sims. 


In its evil form (black with red flames), all 
Sims (except Mean Sims) cry and receive the bad 
memory. Mean Sims clap. 

Interactions: 

♦ Turn Crank: activates the toy. 



Daisy Bouquet 



, Materials Cast: §3B 

y Crafting Statian: "That Smells 
Great!" Floral Warkstatian 

y Talent Badge Level: None 
y Need Effects: Environment I 


(rafted Flowers 

Crafted flowers are decorative objects like any 
other plant you'd find in the Buy mode catalog; 
their sole function is to raise the Environment 
score. The higher the required Talent Badge 
level and the higher the materials cost, the 
greater the effect. 

If the crafting fails, however, it'll do the 
opposite, reducing environment score. 


primagannes.com 



Protected by copyright. Unauthorized or uniawfui copying or downioading expressiy prohibited. 







HydroBot 

, MatErials Cast: §320 

' Grafting Statian: ''Nan-Daadly'' 
Rabat Crafting Statian 

^ Talent Badga Leval: Branze 


Roams a lot in search of things to spray with 
water. If a fire breaks out on the same floor as the 
robot, it extinguishes the flames. It can also water 
plants in the garden. Can only roam a single floor 
and can't climb stairs or use an elevator but can 
be moved to different floors with the Hand tool in 
Buy mode. 

In failed form or when broken, the HydroBot 
emits sparks and spray water randomly, reducing 
the Environment score and creating weed- 
spawning puddles. Repairing restores a failed 
robot to its fully functional state. 

Little Heroes Fire Truck 

, Materials Cast: §35 

. Grafting Statien: Crazy Fun 
Taybench 

^ Talent Badge Level: Branze 
' Need Effects: Fun 5 

Fire truck does not have an evil version. 
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Mixed Flower Bouquet 



( Materials Cost: §B8 

r Crafting Statian: “That Smells 
Greatl" Floral Workstation 

r Talent Badge Level: Silver 
. Need Effects: Environment I 


HunchieBot 

Materials Cast: §4DD 

Crafting Statian: ''Nan-Deadly'' 
Rabat Crafting Station 

Talent Badge Level: Silver 


When any household Sim gets hungry, the bot 
leaves the lot and brings back pizza, Chinese 
food, or prepared foods. Food costs money that's 
deducted when the bot delivers. Can climb stairs 
or use an elevator. 



Chow time, master!! 


In failed form or when broken, the 
MunchieBot emit sparks and bring back only 
spoiled food (which your Sims must pay for). 
Repairing restores a failed robot to its fully 
functional state. 
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Rose Bouquet 


' Materials Cast: §9G 

. Crafting Station: "That Smells 
Graat!" Floral Workstation 

f Talent Badge Laval: Silver 
. Need Effects: Environment 2 


SentryBot 



Materials Cost: §360 

Crafting Station: "NDn-Daadly" 
Robot Crafting Station 

Talent Badge Laval: Silver 



When a burglar enters ^ iji m 

the lot, the bot fires a stun ^ 

ray at the intruder. After J 4 
recovering, the burglar 
flees the lot. The bot also 
reacts to passing Sims 
who steal newspapers or 
gnomes, or who kick over gnomes, 
flamingoes, or trash cans. Can climb 
stairs or use an elevator. 

In failed form or when broken, 
the SentryBot treats a random Sim 
on the lot like a burglar. The stun ray 
causes electrocution and, possibly, 
death. Repairing restores a failed 
robot to its fully functional state. 


Servo 


/ 


^ Matorials Cost: §GDD 

< Crafting Statian: “Non-Daadly'' 
Rabat Crafting Station 

# Talent Badge Laval: Geld 


Servo is unlike every other crafted object. Fresh 
out of the crafting station, it's just an inactive 
object that you can move around in Buy/Build 
mode and sell or mark for sale. Once activated, 
however. Servo becomes a fully playable Sim and 
member of the household of its owner. 


An inactive Servo is a 



very handy playable 
Sim waiting to happen. 


Protected by copyright. Unauthoriz 



The first thing to do with a Servo is initialize 
it. Using the Initialize As. . . interaction, you 
choose whether this Servo will be a male or 
female. This only matters for a couple of 
cosmetic differences (the female's long eyelashes 
and the bow on her antenna) and for gender 
preference. As with all other Sims, gender 
( preference can be changed by doing romantic 
interactions with a particular gender; whichever 
gender is the object of most of those interactions 
is the Sim's preference. 

Once a Servo is activated, it's added to the 
household. If there's no room for Servo (already 
eight playable Sims on the lot), it can't be 
initialized until someone dies or moves out. 
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nmt^m 

SeruDS can be crafted and/or 
initialized by other Servos. 


The latter three are identical to all other Sims. 
The first, however, is similar to Energy (it decays 
steadily over time and does not factor into overall 
Mood) but differs in how it's satisfied. 


Upon creation, the Servo receives: 

♦ The Exact PcrsDnality af tha Sim wha initializad it 

♦ LeveI 10 in Caaking, MEchanical, and Clnaning skills 

♦ TfiE same IeveIs in ntfiEr skills as tfiE initializing Sim 

♦ Randnmiy SElEctEd Talnnt BadgES 

♦ TfiE same Aspiratinn as tfiE initializing Sim 



nStLB 

I Though Servos hsve no BIsdder, 
Hygiene. Hunger, Comfort, or Energy 
needs, they do things to sstisfy 
those needs if directed. They uion't, for eHemple, 
eutonomously choose to sieep in e bed but uiiii if 
you tell them to. 


In all respects too numerous to list here, Servos 
function exactly like human Sims. They can marry, 
WooHoo, have careers, adopt youngsters, etc. The 
more important (and shorter) topic is how they 
are different. 


nstB 

Servos esn lilooHoo luith sny Hdult or 
older humen Sim or other Servos, but 
esnnot Try for Bsby uiith snyone. The 
only uiey for e Servo to mehe enother Servo is on 
the crefting stetion; not romentic but it uiorhs. 



First and foremost, Servos never age. They 
can, however, die by most means, though not of 
old age. Additionally, they can't: 

♦ Burn 

♦ StarvE ta Qaath 

♦ Gat sick 

Servos' Needs are different from human Sims; 
they have only four: 

♦ PawEC 

♦ Fun 

♦ Sacial 

♦ Enviranment 
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Servos need daylight 
to recharge their 
Power Need. 


The Power Need is satisfied by recharging. To 
recharge. Servos go outside to find sunlight and 
power down. If it's nighttime, they go outside and 
power down; when the sun rises, the Power Need 
begins to replenish. Recharging is done automati- 
cally if the Power Need completely depletes, or by 
direction with the Recharge self-interaction. 



t&Ep 

Td stop an incomplete recharge, 
cancel the recharge interaction in 
the Servo's queue. 


To turn off Servos and freeze their Needs, use 
the Power Down self-interaction or the Power 
Down... interaction with another Sim. Use Power 
Up self-interaction or the Power Up... interaction 
(regardless of which was used to shut the Servo 
down) to get them moving again. 
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Servos don't have the same clothing options 
as other Sims. They can use dressers and change 
in and out of their Formal clothing with the 
Change Into... self-interaction but they have no 
other outfits. 



nOlLB 

SeruDS cannot use the mirrors’ Change 
Appearance interaction. 


Servos occasionally break down; the chances 
of this can lower the Servo's Mood. When Servos 
break down, they "Run Amok." In this crazed state, 
they tear around, flailing, and emitting sparks that 
can electrocute (and potentially kill) other Sims. A 
malfunctioning Servo can't be turned off but must 
instead eventually Power Down on its own. Once 
it does so, the Servo is broken and can only be 
reactivated if repaired. 

The effects of Running Amok can be severe. 
Other than the damage the Servo inflicts on 
others, there's a chance it'll randomly lose some 
skill points and will have its Personality changed. 
It'll also get a Ran Amok memory. 


nsbB 

IF a Serua Hues alone and breahs douin, 
it'll call the Repairman itself uiith its 
internal cell phone that's been 
installed For this [and onig this] purpose. 



na&B 

There is one interaction other Sims can 
do onIg uiith Servos, but it's a little bit 
creepg. Flirt. ..Tune Up seems innocent 
enough but the Seruo's reaction sags otheruiise. 
in Fact, uiith the right relationship, it can trigger 
Crush or Loue. See Chapter IB For Full details. 



A Servo can, like any Sim, become a vampire 
(Nightlife) or zombie (University) or both. Since, 
however, they must recharge in sunlight, vampire 
Servos (who'll quickly die if outdoors during the 
day) have a bit of a fatal contradiction. Thus, 
vampire Servos can recharge their Power Need in 
the vampire coffin instead of outside. If there is 
no coffin on the lot, Servos won't autonomously 
go outside to charge but will instead simply fully 
deplete their Power Need and shut down. 

Sir Bricks-a-Lot 

^ Materials Cast: §28 

f Crafting Statian: Crazy Fun 
Taybanch 

^ Talent Badge Laval: Nana 
. Need Effect: Fun 5 


Interactions: 



Sure, having a robot in the family is its own 
reward, but Servos are extremely handy to have 
around. They are, as indicated, fully skilled in 
Mechanical, Cooking, and Cleaning. What's more, 
they constantly scan the lot looking for things to 
clean, gardening to do, broken objects in need of 
repair, hungry Sims who need to be fed, and 
toddlers to help. 


♦ Pat: Sim pats brick and gats same Fun. 

♦ Teach Trick: A prngress bar appears above the brick. Once 

it is full, the brick has been taught a trick and this interaction 
is replaced by Perform Trick. 

♦ Perform Trick: Available aniy after a trick is taught. Sims daing 
the interaction present the brick with pride, though it does 
nothing. Rather embarrassing, really. Sims with high Daily 
Relatianship clap and thase with low Daily Relationship boo. 
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The only thing sadder 
than a Sim with a pet 
brick is one with a 
TRAINED pet brick. 


There is no evil Sir Bricks-A-Lot. 


Snapdragon Bouquet 


) . 

' Materials Cost: §240 

Crafting Station: "That Smalls 
Great!” floral Workstation 

. Talent Badge Level: Gold 
. Need Effects: Environment 3 

If Sims view this bouquet, they'll receive a boost 
to all their Needs. 

If the bouquet is "broken," the viewing Sims 
get a reduction in all Needs and a nasty odor. 

Toy Robot 

' 

. Materials Cost: §GG 


. Crafting Station: "Non-Deadly” 

1 

Robot Crafting Station 


. Talent Badge Level: None 

. Need Effects: fun 5 


This toy can be played with by any Sim toddler 
and older for Fun. 
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The failed version of the toy robot is born 
broken and, thus, sparks and frightens toddlers, 
children, and any Shy older Sims. Sims frightened 
by the broken toy robot are reduced in Comfort, 
Fun, and Bladder needs but children and toddlers 
drop more than other Sims. 

A perfectly good toy robot can break with 
each use. 



Materials Cast: §GI 

Crafting Statian: "That Smalls Great!" 
Floral Workstation 

Talent Badge Laval: Bronze 
Need Effects: Environment I 


If the toy robot breaks 
or is created broken, it can 
be repaired. 

Tulip Bouquet 


The broken toy robot 
can be surprisingly 
shocking. 
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Twirl, Spin and Wobble! 

. Materials Cast: §9D 

. Crafting Station: Crazy Fun 
Tnybench 

. Talent Badge Laval: Silver 
# Need Effects: Fun 5 


Children and toddlers can Spin at different speeds 
(Slow, Medium, and Fast) for Fun. The higher the 
speed, the greater the chance the Sim will be 
dizzy after using the object. 

Other Sims can Watch a Sim using this toy 
(for Fun) but, if the observer has low Energy, 
dizziness may result from watching. 

There is no evil version of this toy. 

Wet n' Wild Water Wiqqler 

4 Materials Cost: §I2D 

^ Crafting Station: Crazy Fun 
Taybench 

. Talent Badge Laval: Gold 
^ Need Effects: Fun 5 


This Fun object can be joined by up to four total 
Sims and can be Watched by others. 




Though this toy can be placed indoors, it 
creates Environment Score-reducing puddles. 
Outdoors, it never makes puddles or produces 
weeds. It will, however, put out fires in its vicinity. 



The evil version is a bright red squid that 
leaves puddles and spawns weeds even when 
used outdoors. 


Wildf lower Bouquet 



4 Materials Cost: §47 

^ Crafting Station: “Tbat Smells 
Great!" Floral Workstation 

r Talent Badge Laval: Bronze 
4 Need Effects: Environment I 


Special Objects 

These new objects can't be bought or made but 
must be obtained through business achievement. 


primaganies.ccim 


Protected by copyright. Unauthorized or unlawful copying or downloading expressly prohibited. 




First Simoleon 

This framed currency is 
awarded to a business 
when it makes its first 
sale and is placed in the 
owner's inventory. It can 
be placed on the wall, 
floor, or countertop. It has 
I no effect other than the 
— pride your Sim may feel. 

Best of the Best Award 

The Best of the Best 
Award is achieved 
when an NPC Reporter 
accumulates three 
Customer Loyalty stars. 

Once won, the award 
appears in the business 
owner's inventory from 
which it can be placed on 
the wall, floor, or countertop. Any customer that 
views the displayed award gets a boost to their 
Buy Bar head start for the duration of the visit. 

A business can win multiple Best of the Best 
awards and having several of them strategically 
placed around the lot will have a noticeable effect 
on a lot's success. 

Changed Objects 

with every expansion pack, a few old objects 
change in their functionality. We've covered 
several in other places in this book including: 

♦ Cash Ragistars 

♦ Magazine, Vidaa Gama, Glathing, Gracary, and Perfume Raeks 

♦ Mirrors 

♦ Telephones and Computers 
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Wedding Arch 


Weddings have a 
different look with the 
new Wedding Arch. 


Instead of changing into the standard wedding 
clothes, Sims change into whatever you've 
selected to be the Sim's Formal outfit. To change 
this before the wedding, use the Plan Outfit... 
interaction in any dresser. 

Commercial Counters 

Commercial counters can now intelligently make 
corners when connected. 

New Foods 

Sim cooks can make two new dishes, both 
desserts. One of these tasty treats, however, 
produces effects beyond mere epicurean delight. 

♦ Berry Pie 

♦ Cheesecake 

When pregnant (male or female) Sims eat 
cheesecake, there's a heightened chance they will 
give birth to twins. 
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Chapter 12 


GMnaEGg 


The business world opens an entirely 
new vista for social interaction and 
you'll find all the new socials detailed 
in this chapter. In addition to the 
management and sales socials that 
make a business go, there are several 
new and changed socials that enliven 
the lives of your Sim children. 

The Social Interaction Directory 
lists all new socials and their 
availability conditions and 
Social need and relationship 
effects. The Social Interaction 
Catalog goes into even deeper 
detail, revealing which ages 
may have interactions with 
whom, any special conditions 
for the interaction, any non- 
relationship non-Social effects, 
and the conditions that rule 
whether an interaction will be 
accepted or rejected. 
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Social Interaction Directory 


iNTEItACTIDN 

Menu 

Availability 

Daily 

A TD B Above 

Availability 

Daily 

A TD B Below 

And/Db 

Availability 
Lifetime 
A TO B Above 

Availability 
Lieetime 
A TD B Beldw 

Brush 

Love or 
Gd Steady 

Aotondmoos 

Persdnaliiy 

Dser Directed 

Ask Far Flelp 

Sales 

— 

— 

— 

— 

— 

— 

— 

Outgoing 

No 

Assign 

Management 

— 

— 

— 

— 

— 

— 

— 

Not Autonomous 

Yes 

Basic Sell 

Sales 

— 

— 

— 

— 

— 

— 

— 

— 

Yes 

Blew Bubbles 

Self 

— 

— 

— 

— 

— 

— 

— 

Nice 

Yes 

Buy Lemunade 

Lemonade Stand 

— 

— 

— 

— 

— 

— 

— 

— 

Yes 

Can’t Affard 

Sales 

— 

— 

— 

— 

— 

— 

— 

— 

No 

Change Wage 
(Angry) 

Management 

— 

— 

— 

— 

— 

— 

— 

Not Autonomous 

Yes 

Change Wage 
(Appreciative) 

Management 

— 

— 

— 

— 

— 

— 

— 

Not Autonomous 

Yes 

Change Wage 
(Bisappainted Neg) 

Management 

— 

— 

— 

— 

— 

— 

— 

Not Autonomous 

Yes 

Change Wage 
(Bisappainted Pas) 

Management 

— 

— 

— 

— 

— 

— 

— 

Not Autonomous 

Yes 

Change Wage 
(Elated) 

Management 

— 

— 

— 

— 

— 

— 

— 

Not Autonomous 

Yes 

Complain About 

Sales 

— 

— 

— 

— 

— 

— 

— 

Grouchy 

No 

Bance Together 
(on Shoes) 

Dance 

3D 

IBD 

and 

Ih 

IDD 

— 

— 

Nice 

Yes 

Bazzle 

Sales 

— 

— 

— 

— 

— 

— 

— 

Not Autonomous 

Yes 

Bamote Manager 

Management 

— 

— 

— 

— 

— 

— 

— 

Not Autonomous 

Yes 

Basire 

Assess 

— 

— 

— 

— 

— 

— 

— 

Not Autonomous 

Yes 

Get Back to 
Work as... 

Management 

— 

— 

— 

— 

— 

— 

— 

— 

Yes 

Hard-Sell 

Sales 

— 

— 

— 

— 

— 

— 

— 

— 

Yes 

Hire 

Management 

— 

— 

— 

— 

— 

— 

— 

Not Autonomous 

Yes 

1 Quit 

Management 

— 

— 

— 

— 

— 

— 

— 

— 

No 

Lay Off 

Management 

— 

— 

— 

— 

— 

— 

— 

Not Autonomous 

Yes 

Laok-for Mark 

Self 

— 

— 

— 

— 

— 

— 

— 

— 

Yes 

Manipulation 

Sales 

— 

— 

— 

— 

— 

— 

— 

Not Autonomous 

Yes 

May 1 Help You? 

Sales 

— 

— 

— 

— 

— 

— 

— 

— 

Yes 

Mood 

Assess 

— 

— 

— 

— 

— 

— 

— 

Not Autonomous 

Yes 

Motivational Speech 

Talk 

— 

— 

— 

— 

— 

— 

— 

Not Autonomous 

Yes 

Network 

Talk 

— 

— 

— 

— 

— 

— 

— 

Not Autonomous 

Yes 
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Autdndmdus 

If Accept, 
A’s ScciAt 

If Accept, 
As Daifv 

If Accept, 
As Lifetime 

If Accept, 
B's Social 

If Accept, 
B’s Daily 

If Accept, 
B’s Lifetime 

If Reject, 
A’s Social 

If RyECT, 
A’s Daily 

If RytcT, 
A’s Lifetime 

If RyECT, 
B’s Social 

Ie RyECT, 
B’s Daily 

Ie RyECT, 
B’s Lifetime 

Yes 

IG 

G 

D 

IG 

G 

D 

-5 

-3 

D 

-5 

-3 

D 

Nd 

D 

3 

D 

D 

1 

D 

— 

— 

— 

— 

— 

— 

Yes 

8 

3 

D 

8 

3 

D 

-4 

-2 

D 

-4 

-3 

D 

Yes 

— 

— 

— 

— 

— 

— 

— 

— 

— 

— 

— 

— 

Yes 

— 

— 

— 

— 

— 

— 

— 

— 

— 

— 

— 

— 

Yes 

n 

5 

D 

24 

3 

D 

-5 

D 

-3 

-3 

-4 

-2 

Nd 

-15 

-ID 

-4 

-15 

-12 

-G 

— 

— 

— 

— 

— 

— 

Nd 

2D 

ID 

1 

2D 

13 

2 

— 

— 

— 

— 

— 

— 

Nd 

-ID 

-3 

-2 

-ID 

-4 


— 

— 

— 

— 

— 

— 

Nd 

-ID 

-5 

-2 

-ID 

-7 

-3 

— 

— 

— 

— 

— 

— 

Nd 

3D 

13 

2 

4D 

15 

3 

— 

— 

— 

— 

— 

— 

Yes 

4 

5 

D 

4 

5 

D 

-2 

-4 

D 

-2 

-4 

D 

Yes 

IG 

5 

2 

IG 

G 

2 

D 

-G 

-2 

D 

-G 

-2 

Nd 

2D 

G 

2 

2D 

G 

2 

-ID 

-5 

-3 

-ID 

-G 

-4 

Nd 

2D 

-8 

-2 

-5 

-D 

-2 

— 

— 

— 

— 

— 

— 

Nd 

— 

— 

— 

— 

— 

— 

— 

— 

— 

— 

— 

— 

Yes 

4 

-2 


4 

-2 


-4 

-4 

-1 

-4 

-4 


Yes 

12 

4 

D 

12 

4 

D 

-G 

-3 

D 

-G 

-4 

D 

Nd 

2D 

G 

D 

2D 

ID 

D 

-4 

-8 

D 

-4 

-5 

D 

Yes 

24 

-7 

-5 

-8 

-13 

-ID 

IG 

-ID 

-ID 

-ID 

-18 

-ID 

Nd 

24 

G 

D 

2D 

G 

D 

2D 

-7 

-5 

-8 

-13 

-ID 

Nd 

— 

— 

— 

— 

— 

— 

— 

— 

— 

— 

— 

— 

Nd 

IG 

G 

1 

3D 

8 

2 

D 

-ID 

-1 

D 

-5 

-1 

Yes 

IG 

G 

D 

IG 

G 

D 

-5 

-3 

D 

-5 

-3 

D 

Nd 

— 

— 

— 

— 

— 

— 

— 

— 

— 

— 

— 

— 

Nd 

D 

3 

D 

5 

D 

1 

D 

-5 

D 

-3 

-1 

D 

Nd 

4D 

G 

1 

4D 

G 

1 

-ID 

-7 

-1 

-ID 

-7 

-1 
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Social Interaction Directory continued 


iNTEItACTIDN 

Menu 

Avaieabiutv 

Daily 

A TD B Above 

Availability 

Daily 

A TD B Below 

And/Db 

Availability 
Lifetime 
A TO B Above 

Availability 
Lifetime 
A TD B Beldw 

Crosh 

Love or 
Gd Steady 

Aotondmoos 

Persdnality 

User Directed 

Oftfir At... 

Sales 

— 

— 

— 

— 

— 

— 

— 

— 

No 

Pass Dn 

Management 

— 

— 

— 

— 

— 

— 

— 

Not Autonomous 

Yes 

Park Up 

Talk 

— 

— 

— 

— 

— 

— 

— 

Not Autonomous 

Yes 

Pawer Network 

Talk 

— 

— 

— 

— 

— 

— 

— 

Not Autonomous 

Yes 

Promota to Manager 

Management 

— 

— 

— 

— 

— 

— 

— 

Not Autonomous 

Yes 

Rally ForthI 

Self 

— 

— 

— 

— 

— 

— 

— 

Not Autonomous 

Yes 

Rock Paper Scissors 

Play 

-ID 

IDD 

and 

5 

IDD 

— 

— 

Playful 

Yes 

Send Home for 
the Day 

Menagament 

— 

— 

— 

— 

— 

— 

— 

Not Autonomous 

Yes 

Set Uniform 

Management 

— 

— 

— 

— 

— 

— 

— 

Not Autonomous 

Yes 

Show Item 

Sales 

— 

— 

— 

— 

— 

— 

— 

— 

Yes 

Show Uff 

Play 

15 

IDD 

or 

ID 

IDD 

— 

— 

Active 

Yes 

Taka a Break 

Management 

— 

— 

— 

— 

— 

— 

— 

Not Autonomous 

Yes 

Tease 

Play 

— 

— 

— 

— 

— 

— 

— 

Mean 

Yes 

Tune Up 

Flirt 

— 

— 

— 

— 

— 

Sets 

Sets 

Not Autonomous 

Yes 

Unassign 

Management 

— 

— 

— 

— 

— 

— 

— 

Not Autonomous 

Yes 

You'ra Fired 

Management 

— 

— 

— 

— 

— 

— 

— 

Not Autonomous 

Yes 


Sim-to-Sim Interactions 

Assess Interactions 

Desire 

, Who: tEEn/yaung 
adult/adult/EldEr 
tD tEEn/yaung 
adult/adult/EldEP 
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A Sim with enough Business Perk points invested 
in the Perception Track (Level 2) obtains this 
social that enables your Sim to read a customer's 
mind, revealing his or her "looked-for" item. If you 
next use the Show Item to... interaction on the 
looked-for object, there's a good chance for a 
(relatively) easy sale. 

Always accepted. 


Mood 

. Wha: tEEn/yaung 
adult/adult/aldEr 
tn tEEn/yaung 
adult/adult/aldEr 
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Autdnqmdus 

If Accept, 
A’s Social 

If Accept, 
As Daily 

If Accept, 
As Lifetime 

If Accept, 
B's Social 

If Accept, 
B’s Daily 

If Accept, 
B’s Lifetime 

If Reject, 
A’s Social 

If RyECT, 
A’s Daily 

If RyECT, 
A’s Lifetime 

Ie RyECT, 
B’s Social 

If RyECT, 
B’s Daily 

Ie RyECT, 
B’s Lifetime 

Yes 

IB 

5 

D 

IG 

5 

D 

-8 

-4 -8 

-8 

-5 

D 

Nd 

3D 

G 

1 

3D 

D 

2 

D 

-7 D 

D 

-5 

-1 

Nd 

D 

4 

D 

D 

B 

1 

D 

-5 -1 

D 

-3 

D 

Nd 

4D 

B 

1 

4D 

B 

1 

-ID 

-7 -ID 

-ID 

-7 

-1 

Nd 

22 

ID 

2 

24 

II 

2 

— 

— — 

— 

— 

— 

Nd 

D 

D 

D 

D 

D 

D 

D 

D D 

D 

D 

D 

Yes 

IB 

G 

D 

IG 

B 

D 

D 

-5 D 

D 

-5 

D 

Nd 

— 

— 

— 

— 

— 

— 

— 

— — 

— 

— 

— 

Nd 

— 

— 

— 

— 

— 

— 

— 

— — 

— 

— 

— 

Yes 

2D 

4 

D 

2D 

4 

D 

ID 

-5 D 

ID 

-5 

D 

Yes 

14 

G 

D 

2D 

13 

D 

-4 

-4 D 

-4 

-4 

D 

Nd 

ID 

1 

D 

ID 

3 

D 

— 

— — 

— 

— 

— 

Yes 

— 

— 

— 

— 

— 

— 

-ID 

D D 

-ID 

-ID 

-3 

Yes 

14 

5 

1 

14 

8 

1 

-4 

-B 

-2 

-4 

-4 

-1 

Nd 

D 

1 

D 

D 

1 

D 

— 

— — 

— 

— 

— 


Nd 24 -7 -5 -8 -13 


A Sim with enough Business Perk points invested 
in the Perception Track (Level 1) obtains this social 
that enables your Sim to do the previously impos- 
sible: see the Mood level of an autonomous Sim. 
This interaction can be used on another Sim 
(including customers) to access whether a Mood- 
dependent social interaction will be successful. 
You won't get a precise answer but the infor- 
mation helps immensely in the right situations. 
Always accepted. 

Dance Interactions 

Dance Together (Dance on Shoes) 

. Whn: child to child/tEEn/ynung adult/adult/EldEr ar 
child/tEEn/yaung adult/adult/aldEr ta child 


-ID IB -ID -ID -ID -18 -ID 


Dancing interac- 
tions have been 
expanded to 
children so that 
they can dance 
with older Sims 
(by dancing on 
their shoes) or 
with each other. 

Accepted if Sim B's: 

1. Daily >35 and LifctimE >15, nr 

2. Daily >35, LifctimE <15, and Nice >5, ar 

3. Daily <35 and LifctimE >4D, ar 

4. Daily <35, LifctimE <4D, and Nice >8. 
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Flirt Interactions 

Tune Up 

. Whc: yajng adult/ 
adult/aldar ta Servo 

Accepted if 
Sim B is a Servo 
robot and B's: 

I. Daily >SD and 
Mood >9. 




Management Interactions 



Assign... 

. Who: teen/young 
adult/adult/alder 
ta taan/cliild/yDung 
adult/adult/alder 

Always accepted. 


Change Wage 

. Who: teen/young 
adult/adult/elder 
to teen/young 
adult/adult/elder 

There are 
five possible 
reactions to a 
change in wage: 


Angry 


Disappointed Positive 


Disappointed Negative 


Appreciative 

Elated 
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Which reaction you see and what impact the 
wage change has depend on whether the change 
is a raise or a decrease, the pay level to 
which he or she's changed ("new 
wage"), and 
how much 
the Fairly 
Paid wage is 
for his/her 
qualifications. 


If the change is a raise in pay: 

< If new wage is Underpaid or Very Underpaid, employee is 
disappointed and Daily and Lifetime relationships declines. 

< If new wage is Fairly Paid, Overpaid, or Very Overpaid, employee 
is appreciative and Daily and Lifetime relationships increase. 

' If new wage is Ridiculously Overpaid, employee is Elated and 
Daily and Lifetime relationships increase greatly. 

If change is a reduction in pay: 

^ If new wage is Fairly Paid, Overpaid, or Very Overpaid, employee 
is disappointed and Daily and Lifetime relationships decline. 

r If new wage is Underpaid, Very Underpaid, or Ridiculously 
Uoderpaid, Employeo is angry and Daily and Lifetime relation- 
ships docreasE greatly. 

Always accepted. 

Demote Manager 

, Who: teen/young 
adult/adult/elder 
to teen/young 
adult/adult/elder 

Always accepted. 
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tansiEglllisTSii^ 



Get Back to Work 

^ Who: tEGn/young 
adjIt/adjIt/EldEr 
ta tGEn/yaung 
adult/adult/EldEP 


Sims ordered 
back to work 
always resent it, 
at least a little, 
with a reduction in both Daily and Lifetime 
relationship, but whether or not they return to 
their jobs depends on whether they accept or 
reject. Rejection results in even harder feelings on 
both sides. 

Accepted if Sim B's Needs and/or Mood plus 
the boost they get for being ordered back to work 
are high enough to allow them to perform their 
job for a while. 


Mire 

. Who: tEGn/yaung 
adult/adult/EldEr 
ta tGEn/yaung 
adult/adult/EldEr 


Rejecting Sims drop in Customer Loyalty. 
Accepted if Sim B's: 

I. CustnaiEr Lnyalty > nr = D, Daily > nr = D, Fartuna Aspiratiun, ar 

1 . CustaniEr Lnyalty > or = D and Daily >20, or 
3. DustnaiEr Lnyalty > or = D, Daily 0-20, and Maud >GD 



■ Quit 

notLB 

Generally, this interactien is sniy dene 
by nen-centreiiabie empiDyees but can 
aisD be performed by a piayabie Sim 
uiho travels to the lot luhere they uiorh. They can 
interact uiith the autonomous ouiner in this 
situation to sever their ties to the business, in 
either case, the reaction of the ouiner [uihether 
he or she is autonomous or controllabie] depends 
on a Feui interestiny variabies. 

^ Whn: tEEn/ynung adult/adult/EldEr tn tEEa/ynung 
adult/adult/EldEr 

Whether Sim B (the owner or manager to whom 
the social is directed) accepts or rejects dictates 
whether he or she'll plead with the employee to stay 
(accept) or angrily dismiss the employee (reject). 

Accepted if Sim B's: 

1. Dally >5D, nr 

2. Daily I-5D and NicE/GrnuEhy >3, nr 

3. Daily I-5D, NicE/Drnuchy <3, and Fartunn Aspiratiun 

Lay Off 

. Whn: tEEn/ynung 
adult/adult/nldEr 
tn tEEn/ynung 
adult/adult/nldEr 




Laid-off employee who accepts will rise in 
Customer Loyalty while one who rejects will drop. 
Accepted if Sim B's: 

1. Daily >5D, nr 

2. Daily I-5D, and NicE/Drnuchy >5, ar 

3. Daily I-5D, NicE/Grnuchy <5, and NOT Fartunn Aspiratiun 
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Pass On 

f Wha: yajng adult/ 
adult/aldar ta 
young adult/ 
adult/aldar 



An owner can use this interaction to impart 
Business Perks to a household member or 
manager. 

Accepted if Sim B's: 

1. Lifetime >25 and Daily >25, or 

2. Lifetime >25, Daily <25, and Nica/Dmuchy >2, nr 

3. Lifetime <25, Daily >35, and Nice/Grouchy >4. 


Promote to Manager 


Take a Break 

Who: teen/yaung 
adult/adult/alder 
ta taen/yaung 
adult/adult/alder 

Employees cease 
their assign- 
ments for one 
hour to take care of their Needs. After an hour, 
they automatically return to their assignments, 
refreshed and ready to go, with their Needs at 
least partially replenished and their wage-level- 
based bailout point temporarily lowered. If you 
need an employee to return to the post before one 
hour is up, you have to do the Get Back to Work 
social and accept its unpleasantness (reductions 
to both Daily and Lifetime relationship). 

Always accepted. 



. Whn: tEEn/ynung 
adult/adult/EldEP 
ta tEEn/ynung 
adult/adult/Eldar 

Always accepted. 


Set Uniform 

. Wha: tEEn/ynung 
adult/adult/Eldnr 
ta tEEn/ynung 
adult/adult/nldar 

Always accepted. 



Send Home for the Day 

,• Wha: tEEn/ynung adult/adult/Eldnr ta tEEn/ynung 
adult/adult/nldEr 

Always Accepted. 

Unassign 

. Wha: tEEn/ynung adult/adult/Eldnr tn tEnn/ynung 
adult/adult/nldnr 

Always accepted. 

You're Fired! 

,■ Whn: tEEn/ynung 
adult/adult/nldnr 
ta tEEn/ynung 
adult/adult/nldnr 
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If a Sim accepts, the reaction is sadness and tears. 
If they reject, they react angrily. 

Fired Sims always drop in Customer Loyalty 
and become Furious at the Sim who fired them but 
accepting Sims (sad) have a shorter Furious 
period than rejecting Sims (angry). 

Accepted if Sim B's: 

1. Daily >5D, or 

2. Daily I-5D, Nica/Grauchy >G, and Maad >2D. 

Play Interactions 

Rock, Paper, Scissors 

^ Wha: child/taan/ 
young adult/adult/ 
aider ta ahild/ 
teen/yaung adult/ 
adult/elder 

Accepted if 
Sim B'S: 

1. Daily > 30, ar 

2. Daily -ID-29 and Lifetime > 2D, or 

3. Daily -ID-19 and Playful >7. 

Show Off 

■ Who: child te 
child/teen/young 
adult/adult/elder 

Accepted if 
Sim B'S: 

1. Daily >2D, 

Lifetime >5, or 

2. Daily >2D, Lifetime <5, and Playful/Serieus >1, or 

3. Daily <2D, Lifetime >3D, or 

4. Daily <2D, Lifetime <3D, and Playful/Seriaus >B 




Miscellaneous Interactions 

Tease 

Who: child to toddler 

Always reject. 


Sales Interactions 

Ask for Help 

,■ Who: child/teen/young adult/adult/elder to teen/yaung 
adult/adult/elder 




if, as can randomly happen, the ashed- 
For object isn't auailable on the lot, 
■KUL^ the customer gets a small reduction in 
Customer Loyalty but HD DECREHSE in Daily uiith the 
staFF member. 



no tB 

Since this interaction is initiated by a 
customer, your Sims and employees mill 
■BULaJ be the recipient ISim S] oF the inter- 
action. Thus, it's their niood, etc. that dictates 
mhether and horn the social is accepted. 


A staff member with a high relationship to the 
customer (>20) may reject due to Mood in either 
a polite ("I don't know") or rude ("I'm busy") way. 
The polite way results in a reduction in Customer 
Loyalty for Sim B while the rude way leads to 
reductions in both Customer Loyalty and Daily 
toward the staff member. If relationship to Sim B 
is <20, the rejection is always be rude. 
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Accepted if Sim B's: 

1. Macd >18, Daily >ZD, and Shy/Dutgning >2. If Maad is <ID AND staff 
has a Silver ar higher Sales badge, "I dan't knew." If Branze ar 
no badge, Tm busy." Dr, 

2. Maod >21, Daily >2D, and Shy/Dutgoing 0-2. If Mood is <21 AND 
staff has a Silver or higher Sales badge, “I don't know." If Bronze 
nr no badge, "I’m busy." Dr, 

3. Maod >24, Daily -23-20, and Shy/Dutgoing >4, er 


Can't Afford 

■ Who: ehild/teen/ 
young adult/ 
adult/elder to 
teen/yaung 
adult/adult/elder 




4. Maed >27, Daily -23-2D, and Shy/Dutgning D-4. 


Basic Sell 

, Wha: teen/yaung 
adult/adult/elder ta 
ahild/teen/yaung 
adult/adult/elder 




nmt,m 

The Plead used in this seciei is, es 
ususi, the custemer’s (Sim B's] Plaad 
but it's boasted based an the steFF 
member's [Sim H's] Seies Teient Bsdse: 

I da Sedge: +□ i Siiuer: +IB 
4 Bronze: +13 , Said: +ES 

The Pload iisted beioui includes eng bsdge- 
releted boaster. 


If accepted, the customer's Buy Bar rises 
a moderate amount when he or she returns 
to browsing and Customer Loyalty climbs. If 
rejected, the Buy Bar instead falls along with 
Customer Loyalty. 

Accepted if Sim B's: 

I. Maad >IG, Daily >24, and Niae/Grauahy >4, ar 


2. Maad >13, Daily >24, and Niae/Grauahy D-4, ar 


3. Maad >22, Daily -24-24, and Niee/Grouehy >B, ar 


4. Maad >25, Daily -24-24, and Niee/Grouehy D-G. 


How a staff member reacts to the news that a 
customer can't afford an object depends on the 
staff member's Sales badge. If it's Silver or higher, 
the Sim is gracious; if it's Bronze or lower, he or 
she is snotty. 

Accepted if Sim B's: 

I. Sales Talent Badge >Bronze. 

Complain About 

. Wha: teen/yaung adult/adult/elder to teen/yaung 
adult/adult/elder 

Customers with low Customer Loyalty may 
complain about messes, employees, or other 
annoyances to your owners, managers, family 
members, or employees. 

This interaction can only be done by 
autonomous customers. Whether it's accepted or 
rejected controls how much Customer Loyalty will 
be lost as a result of the complaint (-25 if accepted 
or -100 if rejected). Accepted if Sim's B Sales 
Talent Badge is Silver or higher. 


r Wha: taan/yaung 
adult/adult/aldar 
ta child/taan/ynung 
adult/adult/aldar 





PRMA CFFICALGAMEGJIDE 


Protected by copyright. Unauthorized or uniawfui copying or downioading expressiy prohibited. 






nmt,m 

Dazzle Factors in the staff member's 
Flood but. unlihe many other sales 
socials, it doesn't use a Flood boosted 
by Sales badye leuel because only Sims uiith Gold 
Sales badyes can even have the interaction 
auailable. 



If the customer accepts, he or she resumes 
browsing the object, thinking it's an ideal bargain 
(wholesale cost and price level as close as possible) 
regardless of what the actual values are. It signifi- 
cantly raises the possibility but does not guarantee 
a purchase; increases Customer Loyalty. 

For all the effort Dazzle requires, Sim A 
depletes some Energy Need. 

Accepted if Sim B's: 

1. MddcI >7, Daily >24, and Shy/Dutgaing >4, ar 

2. Maad >ID, Daily >24, and Shy/Dutgaing D-4, ar 

3. Maad >13, Daily -24-24, and Shy/Dutgaing >G, or 

4. Maad >IB, Daily -24-24, and Shy/Dutgaing D-B. 


Hard Sell 

, Whn: taan/yDung adult/adult/ aider tn child/taan/ynung 
adult/adult/aldar 



M 

nsbB 

□niy auailable after Sim achieues Siluer 
Sales Talent Badge. 



M 

nmt,m 

The Flaad used in this social is, as 
usual, the customer's [Sim B's) Fluud 
but it's boosted based on the staff 


member's [Sim H's) Sales Talent Badge: 
< Siluer: +1D r Bold: +14 


The Flood listed beloui includes any badge- 
related booster. 



If accepted, the customer's Buy Bar rises 
significantly when he or she returns to browsing 
and Customer Loyalty climbs as well. If rejected, 
the Buy Bar instead plummets along with 
Customer Loyalty. 

Accepted if Sim B's: 

1. Maad >21, Daily >24, and Dutgaing/Shy >4, ar 

2. Maad >24, Daily >24, and Dutgaing/Shy D-4, ar 

3. Maad >27, Daily -24-24, and Dutgaing/Sariaus >B, ar 

4. Maad >3D, Daily -24-24, and Dutgaing/Sariaus D-B. 


Manipulation 

f Who: taan/yaung 
adult/adult/aldar 
tn ahild/taan/ynung 
adult/adult/aldar 


A Sim with enough Business Perk points invested 
in the Perception Track (Level 5) obtains this 
social, which an owner/manager/household 
member can use on customers. The customer will 
buy almost anything after this social but Sim A 
(the owner) will deplete Energy Need and Sim B 
(the customer) will drop in Customer Loyalty. 
Automatic rejection if Sim B has negative 
Customer Loyalty. 

Accepted if Sim B's Customer Loyalty and 
Mood >0. 
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MaylMelpYou? 

, WfiD: tEEn/yaung adult/adult/EldEr tE ahild/tEEn/yaung 
adult/adult/EldEP 

Inspires customer to ask for a specific object. If 
the staff member accepts, he or she'll take the 
customer to the object and the customer may 
begin browsing with increased Customer Loyalty. 
If he or she rejects, the opposite occurs. 


ns tip 

The Plead used in this social is, as 
usuei, the custemer’s (Sim B's] Plead 
but it's beested based an the stsFF 
member's [Sim H's] Saies Taient Sedge: 
r da Sedge: +1D r Siiuer: +3D 
, Sranze: +BD , Said: +10 

The PlDDd iisted beiaui includes ang badge- 
related boaster. 




Accepted if Sim B's: 

1. Maad >8, Daily >24, and Shy/Dutgaing >4, ar 

2. Maad >11, Daily >24, and Shy/Dutgaing D-4, an 

3. Maad >14, Daily -24-24, and Shy/Dutgaing >G, an 

4. Maad >17, Daily -24-24, and Shy/Dutgaing D-B. 


Offer At... (Price Level) 



nota 

Ruailable onlg sFter Sim has achieved 
Sranze Saies Taient Badge. 


Wha: tEEn/yaung 
adult/adult/EldEP 
ta child/tEEn/yaung 
adult/adult/aldEP 




The Plaad used in this social is, as usuai, 
the customer's [Sim B's) Plaad but it's 
boosted based an the staFF member's 
[Sim H's] Saies Taient Badge: 

. Bronze: +1D < Siiuer: +1E < Said: +14 

The Plaad listed beioui inciudes ang badge- 
related boaster. 


When used on a browsing Sim, Sim A offers the 
browsed object at one price level below its marked 
price (as specified in the name of the interaction). 
This improves the customer's "good deal" evalu- 
ation-raising the Buy Bar-but reduces the profit 
on the object. Not available when the item's price 
is already set at Ridiculously Cheap. 

Accepted if Sim B: 

1. Is FnrtunE Aspiratinn, Mood >14, and Daily >24, ar 

2. Is nat FartunE Aspiration, Mood >IB, and Daily >24, or 

3. Is Fortuna Aspiration, Mood >18, and Daily -24-24, or 

4. Is not FartunE Aspiration, Mood >2D, and Daily -24-24. 
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The niDDd used in this seciei is, ss 
ususi, the customer's [Sim B's) niood 
but it's boosted besed on the stsff 
member's [Sim H's] Seles Tsient Sedge: 

< no Sedge: +1D < Silver: +IS 


Bronze: +13 


Silver: +IB 
Bold: +SD 


The niood listed beioui inciudes eng bedge- 
relsted booster. 


If accepted, the specified 
customer starts to browse 
the suggested object 1 i i 

and Customer Loyalty M 

rises. If rejected, the 

customer refuses ' I 

the suggestion and 
Customer Loyalty 

Accepted if Sim B's; 

1. Moad 

Nice/Gmuchy >4, or 

2. Mood >24, 

Nice/Gmuchy D-4, or 

3. Mood >24, Gaily -24-24, and FlH 

Nice/Grauchy >G, nr H j 

4. Maad >2G, Daily -24-24, and K j 
Nica/Grauchy D-G. 


Talk Interactions 

Motivational Speech 

^ Wha: taan/yaung fifiV 
adult/adult/aldar 
ta taddlar/child/ ■ . ' • 

taan/yaung 'V ^ 

adult/adult/aldar !f^ 





- ■■ 


A Sim with enough Business Perk points invested 
in the Motivation Track (Level 3) obtains this 
social, which they can use on employees. The 
social boosts all of Sim B's Talent Badges for three 
hours and depletes Sim As Energy Need. 


I Changing Sims' badges uiithuut changing 

their pag alters their happiness uiith 
their mage levei, so gnu'd be mell 
I advised to give them a tempnrarg raise after 
k delivering a Hlntivatiunal Speech. 

I Accepted if Sim B's: 

I. Daily >D and Maad >-2D. 

Network 

^ Wha: taan/yaung adult/adult/aldar ta child/taan/yaung 
adult/adult/aldar 

A Sim with enough Business Perk points invested 
in the Connections Track (Level 3) obtains this 
social that an owner/manager/household 
member can use on any other Sim. The social 
adds every Sim another Sim knows to Sim A's 
Relationship panel at -1-5 Daily/-l-5 Lifetime. 

Replaced by Power Network once that social 
is earned. 
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Accepted if B's: 

1. Macd >-20, LifEtimE >25, and Daily >25, or, 

2. Mnad >-20, LifatimE 21-25, Dutgaing/Shy >7, and Daily >30, nr 

3. Maad >-20, LifEtimn <25, Dutgaing/Shy <7, and Daily >50. 

Perk Up 

. Wha: tann/yaung 
adalt/adalt/Eldar 
ta child/taan/yaung 
adalt/adalt/Eldar 


A Sim with enough Business Perk points invested 
in the Motivation Track (Level 2) obtains this 
social, which can be used on employees (or any 
Sim). The social boosts Sim B's Mood by about 
1/4 for three hours. 

Accepted if Sim B's: 

1. LifEtima >25 and Daily >25, nr 

2. LifEtima >25, Daily <25, NicE/Grnuchy >2, ar 

3. Lifatima <25, Daily >35, NicE/Drauchy >4 

Power Network 

. Wha: tEEn/yaung 
adalt/adalt/nldEr 
to child/tEEn/ynung 
adalt/adalt/nldEr 


A Sim with enough Business Perk points invested 
in the Connections Track (Level 5) obtains this 
social, which an owner/manager/household 
member can use on any other Sim. The social adds 
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every Sim another Sim knows to Sim A's 
Relationship panel at -F15 Daily/-F15 Lifetime. 
Once earned, replaces the Network social. 
Accepted if B's: 

1. Mnad >-2D, LifEtima >25, and Daily >25, ar, 

2. Mnad >-2D, LifEtima 21-25, Dutgaing/Shy >7, and Daily >3D, nr 

3. Mnad >-2D, LifEtima <25, Dutgning/Shy <7, and Daily >5D. 

Self-Interactions 

Blow Bubbles 


child Sims can 
pass the time by 
blowing bubbles. 

This interaction 
provides Fun and 
there's a chance 
the Sim will drink 
bubble juice and 
hiccup bubbles. 

Look-for Mark 

^ Wha: tEEn/yaung adult/adult/ Elder 




A Sim with three 
points invested 
in the Perception 
Business Perk 
can have this 
interaction to 
find the most 
likely customer 
in the room. The 
interaction finds 
the non-browsing Sim with the highest potential 
Buy Bar head start. When the "mark" is found, he 
or she glows white. 
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Rally Forth! 

Who: tEGn/young adjIt/adjIt/EldEr ta taddlEr/child/tEan/yaung 
adult/adult/EldEr 




points invested T j ff^y iliil 

in the Motivation 

nearby. Great for 

team meetings, family gatherings, or any place 
where having a large group of Sims with satisfied 
Needs would come in handy (such as group outings). 

Delivering this much rabble-rousing tires a Sim 
out, so the Sim takes a considerable hit to all his or 
her own Needs. If he or she's already critically low, 
he or she will die ("Death by Rally Forth"), doomed 
to forever roam the afterlife with the accursed 
megaphone that was clutched in his or her dying hand. 


Object-Based Interactions 

Lemonade Stand 


Buy Lemonade 

^ Who: Ehild/yEung 
adult/adult/EldEr 
ta child/yaung 
adult/adult/EldEr 



The niDDd used in this seciei is the 
’’‘inninG the STHRO’S Plaed, uihich 
is bDDSted based on the Sim's Sales 
Talent Sedge: 

Rd Sedge: +□ Siluer: +BS 

Srnnze: +1S Sold: +3S 

The niDDd dF the seller is Further mudlFied 
bg the price range oF the lemonade: 

, Ridiculouslg Cheap: +3D 
Cheap or Uerg Cheap: +15 
Huerage: +□ 

EKpensiue or Uerg EKpensiue: -15 
Ridiculouslg Eupensiue: -3D 
The Flood listed beloui includes eng badge- 
end price range-related boosters. 


Accepted if 

1. Staff Mood >5, B's Daily >2D, and B’s NlEE/GrauEhy >2, or 

2. Staff Maad >35, B's Daily >20, and B's NicE/Dmuchy D-2, or 

3. Staff Mood >25, B's Daily -23-2D, and B's NiEE/GrauEliy >4, or 

4. Staff Maad >5D, B's Dally -23-2D, and B's NicE/GrauEhy D-4. 


Changes to Existing 
Interactions 

. DancE TagEtliEr: As natsd abavE, ahildrEa aad adults 
iatEractiag with Ehildrsa arE naw abla ta da tha DaaEE 
TagEthEr latEractiaa with tha abild danaiag aa tha aldar 
Sim's shaES. LikawisE, childrEn may naw danEE with Each 
athar usiag tha sama iatEractiaa. 

. Haag Out: DhildrEn can naw participate with all athEr 
age graups. 

f TicklE: Ghildrea can anly tickle ather childrea. 
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Chapter 13 




showing ofFis just 
part of being a kid. 


The Sims™ 2 Open for Business offers lots 
of new stuff for your taller Sims (teens 
and up) to sink their teeth into, but 
what about the children? With their 
parents and older siblings off running 
successful stores, what 
are they to do? 

Plenty. The Sims™ 2 Open for 
Business has a childish side too, 
adding to the game several new 
interactions and objects just for the 
youngsters. This chapter provides 
a summary of these additions. 


Social Interactions 

Kids can now participate in some 
previously unavailable social 
interactions: 


Dancing with children isn’t graceful, but it sure 
is fun for everyone involved. 


Dance Together: Children can dance with teens and up and vice 
versa by dancing cn the alder Sim's shoes. This can be initiated 
by either the child or the adult. 

i Shew Off: Children can use this new interaction to build 
relaticnships with older Sims, choosing to display their prowess 
at cartwheels, handstands, and semersaults. 


I Hang Out: Children can now participate in Hang Out 
discussions. 


f Rack, Paper, Scissors: Children and alder Sims can 
play this age-old game far fun. 

' Tease: Children can have a hit of cruel fun with 
their younger siblings with this new child-to-toddler 
interaction. 


Tickle: Children can tickle other children. 
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Objects 

Several new objects make being a child in The Sims™ 2 
more interesting than ever. 

None of these objects is available from the 
Buy mode catalog but rather are fabricated from 
crafting stations (all but one from the Toy bench) 
or from Sim-owned stores. A fine example of kids 
benefiting from the increased entrepreneurship 
of their elders. 


Some Sims find a 
C(own-ln-A-Box a bit 
disturbing, but kids 
love 'em. 


^ Sir Bricks-a-Lat 
^ Little Hareas lira Truck 
^ Clawn-ln-A-Bax 
. Brinks' Kite 
' Twirl, Spin and Wobble! 

^ Wet 'n' Wild Water Wiggler 
^ Toy Rabat (Robot crafting station) 


Now, when the 
grownups tell a child to 
"go fly a kite," the kid 
can say "OK." 




Mirrors 

Sims of most ages can alter their appearances 
(but not, of course, their genetic makeup) by 
using the Change Appearance interaction on 
mirrors and vanities. 



Until now, toddlers 
were excluded from this 
group. Now any teen or 
older Sim can, through 
a new interaction on the 
mirror itself, change the 
appearance of any playable 
toddler on the lot. The Sim 
who has the interaction picks 
up the toddler and brings 
him or her to the mirror, 
overcoming the toddler's 
previously insurmountable 
height problem. 
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Want to give your toddlers a 
makeover? Just use an older 
Sim to bring them to the mirror. 
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Lemonade Stand 

with everyone else in the game making money 
with their own businesses, good Sim parents never 
let the opportunity for a "teachable moment" 
pass. Thus, young Sims can (earn a thing or two 
about entrepreneurship with their very own 
business: the lemonade stand. 


Lemanade stands can run nn any lot. 
auan nnn-businass lots. IF tha nbjact 
aKULtad is nn a community nr hnma business 
lot, emplnyees can ba assiynad to uinrh tha stand. 







Chapter \k 



The Sims™ 2 Open for Business features an array of 
new Build mode objects, floor and wall coverings, 
and new tools to make your Sims' lots more varied 
and realistic than ever. 


Split-level Interior 
Foundations (aka Stages) 

Drag out stages just 
like any other 
foundation, inside... 



rap- 


\ 


O 








t 

■ i'- 


With the new split-level interior foundations tool 
(found in the Foundations & Decks catalog), you 
can build raised platforms indoors or out. 



The big difference 
between stages and 
regular foundations is 
that you can build 
them on top of another 
foundation. 


Use connecting stairs 
to get from floors to 
stages and back again. 


You can build walls on 
stages and insert 
windows into them but 
you cannot add a door. 


Stages, like all foundations and decks, come in 
normal and diagonal versions. Both versions can 
be overlapped and blended but with all the usual 
issues such combinations raise. 
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Large Octagonal Roof 


These roofs 
can only be 
drawn in square 
footprints (2x2, 

4x4, etc.) so the 
structure on which 
they're built must 
also be square. If you 
drag one of these new roof 
types in a rectangle, it'll 
automatically become a 
square the size of the widest 
dimension (i.e., a 4x5 roof 
becomes a 5x5 roof). 


Conical, Octagonal, and 
Domed Roofs 

Cover your Sims' 
homes with any 
of six new roofs: 

Short Cone Roof 


Domed Roof 







Small Octagonal Roof 


Large Cone Roof 





The conical 

akuLiiH and domed 
roofs create a ceiling 
above the Floor beloui 
them; the space inside 
the roof is, houieuer. 
not usable. 


To delete an awning, select the Awning 
tool, hold I and drag the area you'd like 
to erase. 


The Awning tool builds 
awnings of almost any dimensions (no 
diagonals please) atop outdoor ground, indoors, 
foundations, or decks. 


Deleting parts 
of an awning 
can create 
some inter- 
esting looks. 


To use, simply click 
where you want the 
awning to begin... 


Awnings can be freestanding-as above-or 
attached to walls. 


with the Awning 
tool selected, click 
on a wall... 
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shaft pieces can't be placed until at least 
one door piece has been added. 

Needless to say (though we'll say it 
anyway), Sims can't exit on floors served only 
by shaft pieces. 


...drag parallel to 
the wall as long as 
you want it to be and 
one tile away from 
the wall and... 


...release. 

Awnings can be built in both 
outdoor and interior walls but can 
never be built on a diagonal wall. 


Shafts are 
used when you 
want to skip a 
floor with the 
elevator... 


...or use an elevator in 
structures with extra 
tall rooms (essentially 
two floors with no floor 
covering applied 
between them. 


Elevator Pieces 


Elevators 

Elevators, though expensive, are 
superior to stairs in many ways: 

I IheyrE faster. 

; They cansuma lass space. 

^ Sims can WaaNaa/Try far Baby ia them. 


Elevator systems are constructed 
from two different pieces: 

< Daars (twa kiads) 

' Shafts 


There are two kinds of elevator doors but 
they function identically and can, in fact, be used 
interchangeably within the same elevator system. 
They only differ in the style of the doors and the 
interior walls of the cars. Thus, if you use both 
kinds in the same elevator, your Sims arrive at a 
floor in a different car than they started with; if 
that doesn't bother you, then no problem. 
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Building Elevators 


t,lp 

It's alluays easier te build the leuier 
I Fleers First se yeu'll have the preuieus 
piece's marher as a guide Fur the neet 
highest level. 



To build an elevator: 




...go up one level and 
place another elevator 
car (either variety). 
Cars on lower levels 
leave a green marker 
on adjacent levels to 
guide placement of 
other cars... 



...or a shaft if you 
don't need access to 
the current level... 



...then continue to the 
top of the structure. 


Elevators can be constructed within a building 
or adjacent to its exterior wall. 



To build an external elevator, place the first elevator on the same 
level as the floor. If the house is on a foundation, you'll need 
to build a 2x2 foundation for the elevator to match. If the house 
IS built directly on the ground, the elevator can be placed on 
the ground too. 



Go up one level. To place the next elevator door or shaft piece, lay 
down floor tiles on the top of the lower elevator piece. This isn't 
necessary on elevators built indoors but an exterior elevator won't 
likely be cutting through an existing floor. 

primaganies.com 



Protected by copyright. Unauthorized or uniawfui copying or downioading expressiy prohibited. 






Place the next elevator 
piece, and so on. 


Once the elevator pieces are in place, it's time 
to decorate them to fit in with your Sim's home. 




Next, apply wall 
coverings to these 
new walls. Note that, 
as with regular doors, 
the wall covering 
applies around the 
elevator doors. 


When a building has a useable room under its 
roof, you can build elevators to those floors too, 
as long as the roof is tall enough to accommodate 
the elevator car. 



ibip 


Be sure te build the ruuf BEFORE placing 
I the eleuaturs. IF guu do it in reuerse, 

I the Rutu RddF tuDl uinn't be able to 
build the ruuFs. 



When running an elevator to a room under the structure's roofl 
make sure you can place the elevator deeply enough into 
the room to avoid intersecting with the roofline. 

Using Elevators 

Elevators are very simple to use. 


notLiP 

□nig one Sim at a time mag ride in an 
eleuatur. Tuiu Sims can share the car 
to IduaHuu or Trg For Babg. but theg'll 
emerge on the same level on uihich theg started. 




To use an elevator, go 
to the destination floor, 
click on the elevator, 
and use the Go To This 
Floor interaction. Sims 
walk to the elevator 
door on their level and 
ride solo to the 
selected floor. 



PRMA CFFlCALGAMEGJIDE 


Protected by copyright. Unauthorized or uniawfui copying or downioading expressiy prohibited. 








The Sims both enter 
the elevators, the 
doors close, and the 
sparks fly. 


Alternatively, if you click on any location or object that is on 
a different floor than your Sim, the Sim automatically uses the 
closest elevator to get to that point. 


If any Sims are nearby during the rumpus, they 
react to the scene according to their personality. 


Of course, there's more to 
do in elevators than just go from 
floor to floor. Sims with very high 
romantic relationships and a good 
Mood can WooHoo or Try for Baby 
in them too. 



when both Sims are on the lot, use either 
Sim to select the elevator's WooHoo/Try 
for Baby With... interaction. 
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nmt,m 

RBpairing eleuatars can result in 
electracutinn IF a Sim has laui 
mechanical shill. 


Elevator Breakage and 
Plummeting 

Elevators can break during use 
(riding or WooHoo/Try for Baby). 
When an elevator breaks, it 
plummets to the bottom floor 
with a loud crash. 

Sims riding in the car 
take a substantial drop in 
their Needs. If any of their 
critical Needs were very low 
before the plummet, the fall 
can be fatal. 


nobs 

Sims carrying toddlers in 
elevators emerge From 
plummeting unscathed. 


Sims receive a memory of 
plummeting in an elevator. 

Broken elevators must be 
repaired before they can be 
used again. 
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New Walls 
and Floors 


The Sims™ 2 Open for 
Business contains 
more than 200 new 
wall and floor 
covering styles. 


ibSp 

Though an elevator uiith only one door 
is useless as an elevator, it still serves 
as a useable place to lilooHoo. 
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New Build Mode Objects 

Objects Purchase Price Initial Depreciatian Daily DepreciatiDn Depreciatipn Limit Category 


Abiding Elegance by Durabliss 

§255 

§12 

§8 

§32 

Daar 

BelhaDven Mama Window 

§240 

§13 

§3 

§30 

Window 

Claudscene Door 

§BBB 

§12 

§8 

§32 

Door 

ClaudscEne Transam Door — Wide 

§385 

§105 

§70 

§280 

Daar 

Fenetra Fantastigue 

§235 

§30 

§20 

§80 

Window 

Fleur de Glee Stencil Pane 

§205 

§13 

§3 

§30 

Window 

Fleur de Glee Stencil Pane Double 

§205 

§30 

§20 

§80 

Window 

Glimpse of Freedom Glass Goar 

§105 

§12 

§8 

§32 

Daar 

Short Feneed Crabby Tree 

§150 

§23 

§15 

§02 

Trees 

Short Lollipop Crabapple 

§130 

§31 

§21 

§84 

Trees 

Simply Round Column by Right Angle Industries 

§100 

§14 

§3 

§38 

Columns 

Simply Round Column Plus — Two Story by 
Right Angle Industries 

§250 

§30 

§20 

§80 

Multi-story Columns 

Storybook Column 

§140 

§14 

§3 

§38 

Columns 

Storybook Connecting Column Arches 

§140 

§0 

§0 

§0 

Connecting 
Column Arches 

Storybook Door by Adventure Carpentry 

§235 

§12 

§8 

§32 

Daar 

Tall Fenced Crabby Tree 

§240 

§23 

§15 

§02 

Trees 

Tall Lollipop Crabapple 

§220 

§23 

§15 

§02 

Trees 

Tallish Transam 

§270 

§12 

§8 

§32 

Door 

The Artefact by Ergo 

§215 

§30 

§20 

§80 

Window 

The Barely There Glass Door 

§120 

§12 

§8 

§32 

Daar 

The Breech by Ergo 

§125 

§13 

§3 

§30 

Window 

The Embrasure by Ergo 

§115 

§13 

§3 

§30 

Window 

The Going Somewhere by LJppersCo 

§1,400 

§825 

§550 

§2,200 

Elevators 

The Intake by Ergo 

§225 

§30 

§20 

§80 

Window 

The Laoky-Nook 

§350 

§42 

§28 

§112 

Window 

The Mullionaire 

§205 

§12 

§8 

§32 

Door 

The Pythagoras 

§115 

§13 

§3 

§30 

Window 

The Safe-T Arch 

§230 

§13 

§3 

§30 

Window 

The Ultravatar by SchafftCo 

§1,250 

§825 

§550 

§2,200 

Elevators 

The Ultravatar Shaft by SchafftCo 

§500 

§825 

§550 

§2,200 

Elevators 
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Chapter IS 



Bluawater Village is the finest shopping 
community known to Sim kind, containing 
examples of almost every kind of business, a 
smattering of lovely empty homes, and some 
charming (and not so charming) established 
families. 

This chapter introduces you to them all. 

Sims 

Moved-lnSims 

Della Rosa (15 Lake Meadow Circle) 

' FlorGncE Della Rasa: Adult, 
Knawledge Aspiratian 

I 


Rome- Based Business: Deiia Rosa Fiowers 



Business Type: 
Bhap (catalag 
nbjects — plants, 
crafted finwers), 
D emplnyees 
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Landgraab IV (7^ Gondola Way) 



.■ Malcalm Landgraab IV: 

Adult, Fartune Asplratlnn 

Business(es) Owned 

^ Club Dante: Restaurant/Venue 
(fun), I EmpInyEE 

Electranics Supercenter: Shap 
(catalng nbjects — electranics), 
I emplayEE 


Tinker (32 Eagle Lane) 



Stephen Tinker: Adult, Family 
Aspiration 

Wanda Tinker: Adult, Family 
Aspiratinn 

Melady Tinker: Teen, Knawledge 
Aspiratinn 


nsts 

The Tinhers don't ouin e business but 
they do heue e toy creftiny stetion in 
the bechyerd. Thouyh you could turn 
their home into e home business, you'ii Find they 
heue sufficient Femily funds to purchese Inner 
Child Toys end Gifts, the smeiier of the shoppiny 
district's toy shops. 
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Jacquet (223 Idlewild Street) 




^ DenisE JacqjEt: EldEr, WEsIth 
Aspiration 

Gilbart Jacquat: Adult, RomancE 
Aspiration 

Business(es) Owned 

4 J'Adora BakEry: Shop (craftod 
food), I EmployEE 


Gieke 



I ChastEr Giaka: Adult, KoDwIadgE 
Aspiration 


Ramirez (1^6 Pebble Drive) 



^ Ghaco Ramiraz: Adult, Waalth 
Aspiration 

i Lisa Ramiraz: Adult, Knowladga 
Aspiration 

Tassa Ramiraz: Ghild, Grow Up 
Aspiration 


Business(es) Owned 

^ Ramiraz's Fina Furnitura: Shop (aatalog nhjaats), I amplDyaa 


Sim Bin Sims 

These Sims are added to the Sim Bin when you 
install this new expansion pack. Place them in 
your shopping district or any neighborhood. 

Larson 

, Jason Larson: Adult, Waalth 
Aspiration 

i Jndia Larson: Adult, Waalth 
Aspiration 



Lots 

Community Lots 

1-2-3* Gym 

( PurchasE Priaa: 
§73,7GZ 

■ Businass Typa: Gym 
and Salon/VanuE 
(Bady skill) 


Amelia's Closet 

r PurahasE Priaa: 
§IIB,ISQ 

f Businass Typa: Shop 
(clothing) 
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Bluewater Baths and Salon 


Purchase Price: 
§IID,28I 

Business Type: Shop 
(makeovers) 


Contempo Modern? 



Purchase Price: 
§58,522 

Business Type: Shop 
(catalog objects — 
furniture) 


Bluewater Real Estate Office 



Cover Me Clothing 

Purchase Price: 
§85,456 

Business Type: Shop 
(clothing) 




Club Dante 



Owned hy: Malcolm 
Landgraab 

Business Type: 
Restaurant/ 

Venue (fun) 


Electronics Supercenter 



Owner: Malcolm 
Landgraab IV 

Business Type: Shop 
(catalog objects — 
electronics) 
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Mere or Else Grocery 



PurchasE Prica: 
§87,841 

Business Type: Shap 
(gracarias) 



J'Adore Bakery 



Just Flowers and More 


Purchase Price: 
§38,78B 

Business Type: Nana 



' Purchase Price: 
§3B,I87 

. Business Type: 
Bhcp (catalcg 
abjacts — plants, 
crafted flawars) 



Inner Child Toys and Gifts 


Le Magnifique! International Restaurant 

i’ ' — J I ' , Purchase Price: 


4 Purchase Price: 


Business Type: Shap 
(catalag nbjacts — 
toys, crafted toys) 
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Little 'n' Local 


Ramirez's Fine Furniture 




Purchase Price: 
§ie,B57 

Business Type: 
Shop (empty) 



Owner: 

Checo Ramirez 

Business Type: Shnp 
(cataing abjects — 
furniture) 


Mercantile Mart 


Round Barn General Store 



Purchase Price: 
§18,553 

Business Type: 
Shop (empty) 



Purchase Price: 
§B2,0Z5 

Business Type: 

Shop (groceries, 
clothing, magazines, 
video games) 



Simoleon Arcade 


Papaya Regime 


r Purchase Price: 
§77,038 

f Business Type: Shop 
(clothing) 



Purchase Price: 
§38,G3Z 

Business Type: 
Venue (fun) 
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BusinEss Type: Shop 


The Corner Shop 

. PurchasE PricE 


BusinEss TypE: Shcp 
(Eatalag abjEEts — 
toys, Eraftad toys) 


Von Dough Gallery 

4 PurahasE PricE: 


Lot fj Houses Bin Community Lots 


3-in-l Bookstore 


PurahasE Priaa: 
§5B,852 


. PurahasE Priaa: 


Bluewater Village Micro Mall 


'■ Businass Typa: 
Shop (aatalag 
abjEEts — art) 
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r Businass Typs: Shop 
(banks, magazinas) 


Cafe Petite 


r PurahasE PricE: 
§72,784 


Businass Typs: 

Shnp (araftEd band 
EuffEE bar) 





Occupied Residential Lots 

3Z Eagle Lane 


15 Lake Meadow Circle 


^ Family: Dalla Rasa 
y Badraams: I 


, Family: Tinker 
^ Bedraams: 4 


1^6 Pebble Drive 


^ Family: Ramirez 
/ Bedraams: 3 


Ik Gondola Way 


,• Family: Landgraab IV 
i Bedraams: 2 


Unoccupied Residential Lots 

kOl Edgewater Parkway 

Bedraams: 4 


225 Idlewild Street 
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Chapter 16 

Sums 


Console Cheats 


To summon the Cheat window press 

[^ + d] + ©• 

. AddnEighbartoFamilychEat [cn/aff]: With this chaat astivatad, 
you can [s] + laft click an an NPC tn add ana ta thn currEat 

hnasEhnId. This want wark an SErvicE NPCs angagad in thnir jnhs 
(i.E., Maid claaning, GardanEr gardaning, Etc.) bat will wark if 
that saaiE Sim is visiting sacially nr hanging nat after finishing 
tasks. Yna can Even add Sims in excess nf the custamary Eight- 
Sim family limit. Want wark an special NPCs like the Grim Reaper 
nr Mrs. Cramplebattam. 

r Fnreetwins: With a pregnant Sim selected, asing this cheat 
transfarms the pregnancy intn a twin birth. 

■ Plambbabtaggle [an/nff]: Makes the nverhead plumb bnb 
invisible. 



Pregnant Sims can 
also have tuiins 
if they eat 
Cheesecahe. Unlihe the \ 
Forcetuiins cheat, it 
isn't a sure thing but 
the prubability signiFi- 
cantiy increases. 


Build Mode Cheats 

Wall Placement 
Restrictions Removed 


Normally, only one object can be hung on a 
segment of wall regardless of height. In other 
words, even if an already-placed item and another 
item won't overlap at all, you can't place them 
both on the same segment. 


The Wall Placement 
Cheat enables you to 
hang several items on 
a single wall segment. 


M) 
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With this cheat any number 
of items can be placed on a wall 
segment, even if they do overlap. 

Select the object you want to place 
and hold [^ + (cj while selecting where 
to put it. 
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In Part I, we dissect, inspect, scrutinize, and otherwise 
analyze every bit of The Sims 2 Pets expansion pack: the little 
things that make pets tick, the new Build mode tools that 
enable even more intricate structures, and the miscellaneous 
changes included in every expansion pack. 


* Requires The Sims' 2 or The Sims" 2 Special DVD Edition to play. 
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Chapter! 



The Sims 2 Pets allows your Sims to have pets. 
Note that it doesn't allow you to have pets. The 
difference may seem minor, but with the over- 
abundance of pet games out there, it's important 
to understand exactly what you're getting. 

Pets offer your Sims several benefits: 


a WEll-bahavad pat. Yau can, in fact, train any pat tn ba 
a manstmus manaca as long as yau kaap tbam contained nr 
don’t care wbat bavoc they inflict on your Sims' home. With the 
powerful new Craata a Dog and Craata a Cat tools in Craata 
A Family, and soma out-thara unlockabla colors and markings, 
creative players can construct literal monstars. 


^ Pats, at the most basic laval, are living, breathing Fun and Social 
objects. Taka cara of them by providing for their Needs and 
make sura they' re wall trained. Your Sims will rarely hunt for 
antartainmant or companionship. 


These and more are possible thanks to a long 
slate of new features that are jammed into this 
cuddly new expansion pack. In The Sims 2 Pets, 
you get: 


Pats are Employable and earn money for the family funds. 

Getting jobs for your Sim’s pats allows your Sim to tend to other 
matters: pats actually earn more than Employed teens and aldars. 


f Cats and dogs that, though not directly controllable, are living 
parts of your Sims’ families with their own Needs, ralationships, 
personalities, and abilities. 







Pats bring new challenges. The powerful perks that pets provide 
don’t come free, however. To have a pet that’s more help than 
hassle, your Sims must divert attention from other obligations to 
ensure the pet is well trained. Sims may have to squeeze training 
and paying attention to pets between work, school, 
child care, running a business, and the various 
demands of their Wants and Needs. Keeping 
all these balls in the air can be tough, but 
it’s a pretty fun juggling act with hig 
rewards for your Sims. 

Pets make great stories. 

For those who like to use 
The Sims 2 as 
a canvas far 
their own 
imagination, 
pats open vast 
new possibilities. There 
is, for example, no rule 
that says you have to make 


Pet careers allow your pets to earn their keep 
by bringing home some bacon of their own. 

t The new Create a Cat and Create a Dog 
sections of Create A Family let you 
mold, shape, and twist your pet in 
intriguing ways and design 
layered markings and coats 
of staggering complexity 
and beauty (or 
hidaousness). 


mMfdrtn.com 


Protected by copyright. Unauthorized or unlawful copying or downloading expressly prohibited. 


Caged pats provida same af the fun of cat and dag awnarship 
with a lawar abligatian far yaur Sims. If yau da hava cats 
and dags, hawavar, a aagad pat aan ba a great saurca af 
pet entertainment. 

Pets aan learn tricks and be taught te behave (nr not) with twa 
different kinds af training. 

A pet genetics system harnesses the pawer af the geneme tn 
shape year pets far generatiens. 

A revamp af the Cnlleetians system makes calleetians mare 
accessible and pawerful: cnlleetians are valid far bath 
cammunity and residential lots, and yau can rename them, 
rearrange them, and mare. 


^ New service Sims, Sim Bin families, inhabited hnmes, pet-themed 
cammunity lats, and unpredictable suburban wildlife. 

New cheats enable you ta place formerly inaccessible accessories 
in your Sims' home far deeorative or storytelling purposes, keep 
yaur puppies and kittens small forever, ehange the slope on 
individual parts of roofs, delete several build elements at anca, 
make your pets eontrallable, deaetivate pet free will, cancel 
aetions fram pets' queues, and shew which game or expansion 
pack an abjects belongs ta. 

A new Game Tip Encyclopedia, found in the Options menu, provides 
easy access to all game tips (organized by game/ expansion 
pack), including ones that don't automatically arise in-game. 
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r Lot catalog can be made more useful by moving custom lots 
(marked with "*") to tbe frant of the list and marking EA-ereated 
lats with the ieon of the expansion pack 
that installed them. 


Sims can be direeted to ereate eustom paintings from 
your own pietures. 

Build mode tools quickly create diaganal and 
octagonal rooms, diagonal roofs, fences, and half- 
walls; flatten a lot with one elick; spin and cut floor 
tiles; destroy all objects and structures on a tile; 
and create flat fences for visual texture. 


Maving objects into and out of inventory is 
streamlined with a new Inventary hatkey. 

Invite over entire households (including 
pets) even if your Sims know only one 
family member. 

Let your Sims become more like 
their pets by turning them into 
werewolves. 


Many new Build and Buy mode 
objeets and dozens of old objects 
changed to be useable (and we mean 
“useable") by pets. 
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The saying goes that great men are born, not made. 
The same can't be said of Sim pets; the great ones 
can be made, born, adopted, bought, or simply 
found. To be more specific, pets can be acquired by: 


The tools for Create a Dog and Create a Cat bear 
some resemblence to those for Create A Family, 
but many are new and work a bit difFerently than 
you may be used to. 


^ Creating them in Create A Family using the Create a Dog or 
Create a Cat tools as part of a family (that includes Sims) and 
moving the whole family into an empty house or merging them 
with an existing household. 

Creating them in Create A Family in a household without Sims 
and merging them with a moved-in family. 

^ Adapting them hy phone. 

Buying them from a community lot pet store. 

^ Getting them from another playable Sim. 

^ Befriending and taking in a stray. 

This chapter examines all the possible ways 
that pets can be created or added to your Sims' 
households. 

Create a Cat and 
Create a Dog 

Create a Dog and 
Create a Cat buttons 
have been added to the 
Create-A-Sim menu. 



Species 

From the basic Create A Family screen, the 
Create-A-Sim button now leads to two new tools: 
Create a Dog and Create a Cat. 

Your future pet's species is, therefore, the 
first of many choices you'll have to make. 



ro o 

T The "Enter Family name" boK is Dptienal 
^ at this point. IF the Family you create 
is composed entirely oF pets, you'll 
never have to yiue them a Family name in Create 
H Family. The resultiny pet-only Family mill receive 
the temporary Family moniher oF "pets" until 
they're incorporated into an ealsting household. 


Step 1: Name, Gender, 

Size, and Age 

The process begins with a randomly generated pet 
of your chosen species that you can either use as 
is, use and modify, replace with another random 
breed, or swap for a specific breed in the next 
step (panel 2). 
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For cats, there's only one 
size choice. 


Name your pet whatever you want. 


Sex 

Pets can be either male or female, but this makes 
no difference in the pet's appearance. In fact, this 
choice affects only three things: 


1. Haw the pet will reliEVE itsElf (leg up nr squat) 

2. With what sex thEy'll He ablE to hrEEd 

3. WhEthEr tfiEy'rE still ablE ta rEpraducE as Elders (malES aniy). 



Pets of different sexes 
answer nature's call in 
different ways. 


Age 

Pets can be created in one of two ages: adult or 
elder. Pets spend a fixed number of days in each 
age, so this selection determines roughly how long 
this particular pet will be in the game. 

The time (in days) in each age depends on 
both species and size: 


PEt 

Adult 

Elder 

Cat 

25 

5-ID 


25 

5-ID 

LargE Dag 

21 

5-ID 





Rdult or elder pets may have their 
current aye eetended by up to three 
days if they're commanded to eat from 
the Hspiration reuiard object, the Kibbie of Life. 
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Generally, IF a Sim receiues an adult 
pet as a child, the pet uiill die around 
the time the Sim becomes an elder, IF 
the pet reproduces around the middle oF its adult 
staye, the child Sim should Hue to see tuio or three 
generations oF that pet's line. 

Elder pets get a gray fur layer and a more 
aged gait, and their Needs decay differently (see 
the "Pet Life" chapter). Elders' gray fur markings 
aren't editable or inheritable (if the pet breeds as 
an elder). 

Size 

You can, depending on the species, specify your 
pet's overall size. 



In addition to refining your initial 
breed choices, your size selection has a few 
repercussions. Large dogs have shorter life 
spans than smaller dogs, and there are a 
few object interactions that are exclusive 
to each size. For example, only large dogs 
may do the Chill interaction on bay 
windows (looking out the windows with 
paws on the sill). 

Size makes no difference in whether 
two dogs may breed, though part of each 
pup's genome includes a size from either 
its mother or father. 

Cats 

Cats come in only one size. 


Dogs 

Dogs can be either large or small. Your choice 
of size will change the breeds available in the 
breed bin. For example. Jack Russell Terriers 
are only available from the Breed Bin if you 
choose small size, and Newfoundlands are 
only available after choosing large size. 

Once you choose a breed, however, 
you can switch the size selector (in 
panel 1) to the other option and make 
larger versions of small dogs and smaller 
versions of large dogs. 





Breeds that are already miniature 
uersiuns uF iarger dogs [i.e„ Shiba 
Inus us. Hhitas] uiiii iuuh uery much 
iihe their iarger uersien iF you suiitch their size 
land uice uersa]. 
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Random 

After you select a species and a size, you can 
randomly select a breed by pressing the Randomize 
button. Each time you press Randomize: 

1. A bpEEd from thE BrEEd Bin is chossn. Ynj'll only gEt brEEds for 
your currEntly SElEEtEd sizE, and tbE chnsEn pEt could bE from 
thE shipping bcEEds, any bcEsds you'vE craftEd and savEd into 
thE BrEEO Bin, and any playEr-dEsigoEd brsEds yuu'vE importsd. 

2. PEPSonality traits arE SEt to random positions (see paoEl G). 

Once a random pet is chosen, you can 
Randomize again or change any of the settings 
you like, including size (for dogs). 





IF you delete all the breeds Frem the 
Breed Bin. flandemize uiill chaase Far 
yau a bady archetype, base cast 
calar, and Persanality. 


Pet Bio 

You can pen a bio for any pet to create a story 
about your new masterpiece. 


Step 2: Choose a Breed 



In panel 2 of Create 
a Dog or Create a Cat, 
you can choose from 
saved breeds for the 
currently selected 
species and size. 


Panel 2, aka the Breed Bin. 



P' 


A breed is a saved pet of a given species and 
size (for dogs). It can also include: 

^ Any nombEr of coat and markings layers (see the “StEp 3" 
SEctiun) and colors. 

, Fur accEssoriES (see the "Step 4" SEction) 
r Coat shape (dogs only) 

. Modifications to body, full face, brow and eyes, saaut and jaw, 
ears, and tail. 

A breed does not include: 

< Sex r Collar 

, Age ^ Personality 

Your expansion pack includes several built-in 
breeds for each species/size. These breeds hew as 
closely as possible to the standards of each real- 
world breed or mix. The number of available 
breeds varies by species and size: 

, Largo dogs: 52 brEEds ^ Cats: 31 bracds 
( Small dags: 25 braads 

tip 

The shippiny breeds ere ertists' inter- 
pretetiens oF uihet a "typical" pet oF 
each breed leehs lihe. Since indiuidual 
cats and dogs vary in their Features, you may 
have to change some things to mold a breed to 
yeur personal interpretation or resemblance to 
a speciFic pet in your liFe. 


The blank slate 
Create a Dog. 
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Each bin also includes one blank-slate pet 
entitled "Create a Cat" or "Create a Dog." This 
"breed," with no markings or colors, is a good starting 
point for sculpting your own breed from scratch. 

Save Breed 

After you finish shaping a pet, you can save its 
finished form as a template for future pets; go 
to panel 1 and press the Save Breed button. This 
adds your custom breed to the bin, and you can 
select it either manually or when generating 
a random pet. 

New breeds can also be added in-game by 
directing a Sim in the pet's household to use 
the telephone to Register Breed. This saves the 
specified pet's size, colors, markings, archetype, 
and modifiers as a new breed template for future 
selection. This is an excellent way to preserve and 
duplicate a pet created through in-game breeding. 

Remove Breed 

You can delete everything except the shipped 
breeds from the Breed Bin by pressing the Remove 
Breed button. This is permanent, so use this tool 
only if you're very sure. 

Package Pet 

Finished pets— including their gender, age, size, 
colors, markings, face and body shapes, collar, and 
Personality— can be saved and shared with others 
by packaging them. Packaging a pet works exactly 
like packaging a lot in the basic game. 

Pets can be packed: 


Step 3: Coat Colors and Markings 



Panels. 

Pets are as defined 
by their color and 
markings as they are 
by their overall shape. 
The combination of 
these factors that 
comprise a pet's 
appearance can range 
from the simple to the 
dazzlingly complex. With the Coat Colors and 
Markings tool in panel 3, you can reproduce a pet 
as nature intended or use your imagination to 
craft critters nature never considered. 


0=0 o 

This tasl appears daunting at first, 
but uiith a bit of practice, gnu'll get 
surprisingig nice results. The best 
uiag tn grasp the process nf building a coat is tn 
BKamine the lagers nf BKisting breeds and alter 
them tn see houi theg interact uiith each nther. 



Coat Layers 

Two parts define every pet's coat: 

, Caat/marking layers and calars 
^ Coat texture 


Td a file that can be imparted via the Package Installer 
application. Press the Package Pet to a File button. 

Td TheSims2.com to be shared with all players around the world. 
Press the Package Pet to TheSims2.com button. 


Layers and Colors 

Layers are parts of a pet's coat that affect the 
appearance of part or all of the pet's body. For 
example, muzzle layer will color only the pet's 
muzzle area. Each layer consists of both a marking 
and a color. 
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This cat's face color is 
a layer that colors )ust 
the face region black. 
Change that layer's 
color and only the 
mask changes. 



OO' 

UnlDch neiu marhinas and calara by 
earning pet career promotinna nr 
entering uninch cades from other 
piayers [see the "Dueruieui and IHisceiianeaus fleui 
Features" chapter]. 


Every pet has at (east one layer: the base coat. 
This layer is difiFerentfrom others since it's always 
at the bottom of the list (you can't move it) and it's 
defined solely by its color. 



The base coat is always 
at the list’s bottom, 
can't be moved, and is 
named only by its color. 



Plli 


Base (oat 

The base coat is extremely important when 
designing pets. It defines the color of many 
dogs' fur accessories (ruffs, tufts, etc.). For 
example, if you want a dog to be black overall 
but have white fur accessories, use a white 
base coat and apply a black Full Body marking. 
Also, if a pet has a base coat and one or more 
Full Body marking, offspring will inherit them 
as a set. Cats take their accessory color from 
the outermost Full Body marking. 


The layer list shows all the layers of a pet's 
coat, from top (or outermost) to bottom. The 
"higher" a layer, the more visible it will likely be. 
An opaque brown ear marking at the top of the 
list will be clearly visible over a black head patch 
(which includes the top of head and ear), but will 
be invisible if the order is reversed. 



Move layers up or down with these buttons. 


The order of layers is controlled by the Move 
Layer Up and Move Layer Down buttons. 





IF tiuD DP more identical marhings are 
applied to a pet, the pet'a genetic cade 
uiill cantain bath marhings as a set 
rather than as separate marhings. Far eKample, 
if a pet has tuia bellg marhings nf diFFerent cnlnrs 
and ane nF its nFFspring is selected tn get that 
parent's bellg marhing, it'll aluiags gat both bellg 
marhings rather than just ane. 


Just because one layer is below another, 
however, doesn't mean it has to be hidden. If 
layers mark different parts of the body (i.e., foot 
and tail), they'll both be clearly visible. Lower 
layers can also be visible if layers atop it are not 
entirely opaque. 


Protected by copyright. Unauthorized or uniawfui copying or downioading expressiy prohibited. 









The wolf marking is 
the top layer of this 
dog’s coat, btitthe 
spots under it become 
more visible as the 
opacity is turned 
down (left). 



This cat has three 
differently colored Full 
Body layers atop its 
base coat. Adjusting 
the opacity of any of 
them will change the 
body’s overall hue. 


You can adjust a layer's opacity with the 
Opacity slider below the layer list. The more 
opaque a layer, the less visible markings directly 
below it will be. As you reduce a layer's opacity, 
the color and shape of layers below it become 
increasingly visible. 

Tinkering with layer opacity is a critical tool 
for creating blended colors or markings beyond 
the basic shapes and configurations. The more 
identical markings you stack atop each other, the 
more color shades will be possible and the larger 
and softer the marking's borders will become. 

To make a marking more distinct or create 
a blended color, add two or more layers of the 
same marking. For distinct markings, make both 
markings the same color and full opacity. For 
blended colors, make the duplicate layers 
different colors and adjust each layer's Opacity 
sliders to change the overall hue. 

Any layer can be duplicated except the very 
important base coat layer, every pet has only one 
and it can only be colored with the defined coat 
colors. If you want to create a full-body coat color 
that isn't of a standard hue, apply one or more Full 
Body markings and adjust the colors and opacity 
of each layer to get your desired color. 


Coat Texture 

Every pet coat can have one of five textures, 
depending on species: 



Smooth. 


Flowing. 


Furry. 
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Curly (dogs only) 


Shag (dogs only) 


This texture only affects all visible layers, 
giving them the appearance of a short, long, 
shaggy, fluffy, or curly coat. 

Activate the textures with the buttons at the 
bottom of panel 3. 

Coat Templates 

The Coat Template button (lower right in panel 3) 
contains several premade coats that you can 
apply to whatever pet you've chosen. If, for 
example, you've selected a Siamese cat but want 
a blue point (gray markings on the face, paws, ears, 
and tail) instead of the default seal point (brown 
markings), locate the blue point coat template and 
apply it to your pet. 

HlthDugh the Coat Template Bin iDDhs 
much lihe the Breed Bin, seiecting 
items uiithin it has no effect on the 
pet's bndg nr faciai shape; it alters nnlg the coat 
[but nut the coat teature]. 


pi 






Changing coat 
template doesn't alter 
the pet's structure, fur 
accessories, coat 
texture, or coat shape. 


Once you've applied a template, you can add, 
delete, or change any of the template's coat layers. 


Hfter guu design gnur coat in panei 3, 
save it for use an future pets bg 
pressing the Coat Tempiate button 
and saving uia the Save Coat button [upper ieft]. 
This saves aii iagers and coiors but not the coat 
texture. Hiso, gnu can delete ang saved or 
imparted [but not shipped) coat uiith the Remove 
Coat button [upper right). Custom coats and 
breeds aiuiags appear at the start of the bin iist 
and are marhed uiith the asterish-shaped Custom 
Content icon. 



Step 4: Change Body and Face 

All parts of your pet's body can be sculpted to 
your heart's content in the Archetype and 
Modifiers panel. 
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Panel 4. 


Dogs 

Both small and large dogs have five archetypes: 



[fOOfelP 

The buttons 
in this panel 
differ a 
bit depending on the 
pet's species. 



Heavy Block 
(i.e., Rottweiler) 



Hound 

(i.e., Golden Retriever) 



What's an Archetype? 

lust as in Create A Sim, the modifier tools are 
based on collections of preset features that 
represent some typical or iconic appearance. 
These preset are called "archetypes," and they're 
displayed in each of the modifier panels. 

The number of archetypes depends on the 
species you're building: 

Cats 

Cats have four basic archetypes: 



Wolf (i.e., Akita) 


Sprinter (i.e.. Greyhound) 



Fighter (i.e.. Boxer) 


I^Jll 



Tapered (i.e., Abyssinian) Pushed (i.e., Persian) 




Balanced (i.e., American Heavy (i.e., Manx) 
shorthair) 


Using Archetypes 

In each of the modifier panels, click on one of 
the archetypes to match your pet exactly to that 
archetype. Archetypes can also be used incremen- 
tally to create even more intricate shapes. By 
right-clicking on an archetype, the pet's features 
will move 10 percent of the distance from their 
current position toward the archetype's features. 

Doing this also resets all the panel's modifiers 
to their center position. This may not seem 
important, but it allows you to create features 
that would be impossible otherwise. For example. 


■irijiriJr’ri'i ton’ 
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you can make a pet with a gigantic head by 
repeatedly right-clicking once on an archetype 
and moving the Head Size slider all the way to the 
right. After a few repetitions, you'll have this: 



Vdu can use the sliders tuie mays: 
sliding the handle or cliching on the 
mndifiers' thumbnails. If gnu slide the 
handle left, the pet becomes more lihe the 
thumbnail on the left. HIternatiuely, clich on the 
left thumbnail and the feature moues one step 
closer to that eatreme. 


Pull Pet 

This panel holds the Full Body archetypes; clicking 
on an archetype alters the pet's entire physical 
shape. Additionally, you can incrementally change: 



Modifier Sliders 

You can modify regions of your pet's body in each 
of the modifier panels. Regions include: 


1 Full Pet 
< Body (dugs nnly) 
^ Full Face 


Brow and Eyas 
Snaut and Jaw 


r Ears 
Tails 




■ 

r^T 

P'S' 

SP 

BP 

-r 







Sliders adjust 
specific pet 
features, 
leaving others 
unchanged. 


Each panel has archetypes for its 
specific region, so Full Face archetypes 
alter all head features en masse while Ears 
archetypes will isolate the ears, leaving the 
rest of the head intact. 

Along with regional archetypes, the 
modifier panels contain several fine-tuning 
sliders that modify the region's component 
parts in different ways. 



pi - I,. 


4 Hindquarters thickness (cats only) 
^ Foreleg thickness (cats only) 

Back leg thickness (cats only) 

4 Midbady thickness (cats only) 


Chest thickness (cats only) 
Waif shape (dags only) 
Sprinter shape (dogs only) 





lilhen mudifging regional arche- 
tgpes, gou can change the 
eHtremes of the sliders bg first 
choosing a different archetgpe than the 
rest of the animal. Short ears [slider all the 
mag left) on a Pushed archetgpe mill, for 
example, be much shorter than Short ears 
on a Tapered archetgpe. 


Body (Dogs Only) 

Body archetypes change the dog's structure 
from the base of the skull to the tip of the 
tail. Modifiers control: 


Neck thickness 
Front paw size 
Fareleg thickness 


Midbndy thickness 
Hindquarters thickness 
Rear paw size 
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Full Face 

Full Face archetypes modify the pet's entire head 


and can more finely alter 

^ Face height (cats and dags) 
Skull thickness (cat nnly) 

Skull height (cat aniy) 

Face width (dags nnly) 


I Head size (dags anly) 
r Skull crawn height (dags nnly) 
r Skull crawn width (dags only) 

/ Cheek width (dags nnly) 


Brow and Eyes 

Brow and Eye archetypes change only the pet's 
eye shape, layout, and depth. You may also change 
the color of both your pet's eyes or just one. To 
give your pet two different-colored eyes, select 
the Left Eye and Right Eye buttons and choose 
their colors separately. 

Modifiers can also be applied to: 

Eye size . Orbit depth i Eye depth 
^ Orbit height Eye spread . Brew depth (dags nnly) 


Snout and Jaw 

Snout and Jaw archetypes change only the area 
around the pet's mouth and nose. More specifi- 


cally, you can modify: 

Snout width 

Jaw width (dags only) 

Bridge height (dogs only) 

Snout depth 

Nose height (dogs only) 


,■ Nose depth (dogs only) 
r Nose width (dogs nnly) 
r Snout flatness (dogs only) 
f Jowl height (dogs only) 


Ears 

Ear archetypes set the ears' length and general 
shape. The slider can make finer adjustments to 
ear length. 



Ears up or ears down? 
The grayed-out sliders 
switch when you 
change this setting. 


When building dogs, you'll have an additional 
choice to make: ears up or down. Your choice 
dictates which sliders are enabled, but in either 
case the sliders control: 

Ear height (dogs only) 

^ Ear width; clipped or tapered (dogs anly) 


Tails 




Tails modify the shape and size of the pet's tail. 
Though you have six tails to choose from, the tails 

are not actually 
tied to the six 
dog archetypes. 


Select which kind of 
tail you want and its 
thickness. 


err 


The Tail Thickness sliders increase or 
decrease the size and fluffiness of the chosen 
Tail archetype. 


I U t 1 • 
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Fur Accessories 

Fur accessories are tufts and hair arrangements 
that go beyond the shape of a pet's coat: beards, 
poodle tufts, ear tufts, and so on. Each pet can 
sport as many or as few accessories as you 
choose, though some combinations won't be 
possible. If two accessories conflict, the newer 
will be activated while the conflicting one will be 
turned off 


Fur accessories tahe on the color oF 
the pet's base coat and are inherited 
as a group uiith the base coat and any 
Full body marhings. 


Fur accessories can 
be applied along 
with layers and coat 
textures. For dogs, the 
accessories will take 
the color of the pet’s 
base coat. 


Sometimes, fur accessories will be disabled 
because they can only be used with, for example, 
certain kinds of tails. 

Coat Shape (Dogs Only) 

If you want a pet to fit the overall shape of a 
particular breed, you can alter the entire pet by 
changing its coat shape. 

Changing coat shape, however, doesn't alter 
any modifiers you've already set, so applying a 
coat shape after other structural changes can 
yield very interesting results. 





Adding a coat shape 
changes the pet's 
structure. The slider's 
far right determines 
the indicated breed's 
coat shape, while the 
far left is the converse 
ofall settings— the 
anti-Collie, if you will. 

You can set coat shape to match various 
classic breed coats: 

^ AiredalE , Callia f GaldEn REtriEvar 

/ BarnESE ^ Garman SfiEphard . Malamuta 

^ Chaw 


[]=0Ofe(P 

The cuat mudlFiers are great shertcuts 
Far seme very diFFicult deg shapes. 

In particular, the Hiredale is aii but 
I impnssibie to buiid luith modiFiers. 

Of course, you can forgo this change by 
selecting "No Setting." 

Within each coat shape, the Modify the Coat 
Shape slider alters the coat from its standard 
outline (the slider's rightmost position) to the 
opposite extreme (leftmost). The results can be 
either comical or just what you want. 

Only one coat 
shape can be 
applied at a time. 


Hey, who threw the 
Chow in the dryer?! 
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Step S: Collars 

Collars are entirely optional and can be added 
later through the mirror's Change Appearance 
of... interaction. 


Panels. 


Td give a 
pet a CDllar 
□nee it's 
out of Create a Dog or 
Create a Cat, gnu must 
first bug caiiars From 
collar displags on 
communitg lots. It 
uiorhs Just lihe buging 
clothes For gour Sims. 



Collars are mostly aesthetic additions to your 
pets, but they do serve one important functional 
role: if a pet runs away, their return is more likely 
if they have a collar. 


Step 6: Personality 

Pets, like Sims, have individual Personalities that 
greatly impact their choices and behavior. A pet's 
Personality will also affect its trainability. Pet 
traits are: 

GEnijs/Narmal/QDDfjs r AggrEssivE/Narmal/Ccwardly 

Hypar/Narmal/Lazy .■ PigpEn/Narmal/FiniEky 

ladapEadant/Narmal/FriEndly 

Unlike Sims, however, pets' Personality traits 
are simpler in two important ways. First, pet traits 
aren't scaled like Sim traits. In other words, a Sim 
can be a little bit Outgoing (Outgoing/Shy 6) or 
very Outgoing (Outgoing/Shy 10), but a pet is 



Hyper, Normal, or Lazy; there's no "kind of Lazy." 
It's as if Sims could be given only 0, 5, or 10 for 
their traits. 



Panel 6. 



Change a trait and 
the pet will give you a 
sample of the change. 


Second, pets have no Personality points that 
must be distributed between their traits. You're 
free to set each trait wherever you wish to make 
the pet you want. 

Personality Impact 

A pet's Personality is very important in deter- 
mining how the pet behaves and what interactions 
it will choose. Because you can't directly control 
pets, the autonomous effects of its Personality are 
even more critical than for human Sims. 
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specifically, Personality traits have three 
distinct effects: 

, Affects what pets will do to satisfy their Needs or occupy 
their time when their Needs are net pressing. Far example, 
an Aggressive cat will be mare attracted to watching birds in 
a cage than a Narmal nr Cowardly cat. 

r Determines what objects a pet will or won’t interact with. Finicky 
pets, far example, won't eat out of a dirty food dish no matter 
how hungry they are. Pigpen pets, an the ether hand, will eat 
out of even the filthiest food dish. 

r Dictates how quickly the pet can be trained. Genius pets learn 
much more quickly than Narmal or Doofus pets and will do 
trained behaviors more often without training. 

' Traits are passed on genetically to a pet's offspring. 

/ Shapes a pet's reactions to objects, events, and Sims. For 
example, when the doorbell rings, an Independent dog will growl 
and a Friendly dog will bark cheerily. 

4 Impacts the outcome of social interactions. 


chapter 

contains a Full discussian 
□F the uarlDus traits and 
their speciFic eFFects an 
training. Lists dF tha 
uarious Personalitg- 
driuen pet reactions can 
be Found in the "Pet LiFe" 
chapter. 


IF gou 
uiant to 
— train gnur 
pets quichig, hluihvs 
mahe them Genius. 
Vou'll lose out on 
some oF the amusing 
behavior that comes 
uiith the DooFus trait, 
but that mag be a 
small price to pag For 
a uiell-mannered pet. 


Zodiac Presets 

As in Create A Sim, pet Personalities are set and 
reflected by their Zodiac sign. If you're tuning 
a pet's Personality yourself, the sign will change 
as you change the traits' settings. Conversely, 
choosing a sign will set your pet's Personality 
to one of 12 preset types. 

S Q=0OfelP 

Zodiac signs have nothing to do uiith 
^ a pat's birthdag; littermates uiill liheig 
have diFFerent signs and, liheuiise, 
diFFerent Personalities. 


Sign 

Gifted/Doafus 

Hyper/Lazy 

IndepEndent/Friendly 

Aggressive/Cawardly 

Pigpen/Finicky 

Aquarius 

Daafus 

Narmal 

Friandly 

Gawardly 

Narmal 

PiSCES 

Narmal 

Hypar 

Narmal 

Gawardly 

Finicky 

ApIes 

Giftad 

Narmal 

Friandly 

AggrEssivE 

Nnrmal 

Taurus 

Daafus 

Lazy 

IndapEndant 

Narmal 

Finicky 

GEmini 

Narmal 

Hypar 

Narmal 

AggrassivE 

Pigpen 

GancEr 

Narmal 

Narmal 

IndapEndant 

Gawardly 

Narmal 

Lec 

Narmal 

Lazy 

FriEudly 

AggrassivE 

Pigpen 

VirgE 

GiftEd 

Narmal 

IndapEndEnt 

Narmal 

Finicky 

Libra 

Daafus 

Lazy 

FriEudly 

Narmal 

Pigpen 

SEarpia 

GiftEd 

Hypar 

IndapEndEnt 

AggrassivE 

Narmal 

Sagittarius 

Daafus 

Hypar 

Narmal 

Gawardly 

Pigpen 

GapricErn 

GiftEd 

Lazy 

Narmal 

Narmal 

Finicky 
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Setting Relationships 

when there is more than one pet in the family, 
you can set some relationships between them in 
the Family Relationship screen. 

By default, pets are set to be Roomies. Pets of 
the same species can also be set to be Siblings (if 
the same age) or Parent (if different ages). 


Pets can have preset 
relationships, too, btit 
not with Sims. 


To undo a Sibling relationship, drag one sibling 
pet back onto the other and choose "Roomie." 



I i 


til 


Unless ysu're undoing a Sibling or 
Parent relationship, there's no need to 
manually set pets as Roomies. 


A Sibling or Parent relationship has no other 
in-game significance except that family members 
are marked with the Pet Family icon in a pet's 
Relationship panel. For storytelling purposes, 
however, established pet-family relationships can 
be very important. 

On the downside, pets set as Family cannot 
breed with each other (though it is done in real- 
world pet breeding). Therefore, if you want to 
create a breeding pair, don't set them as Siblings. 



0=0 O 

IF you uisnt the genetic effects of 
inbreeding, there's a may. but it's a bit 
inconvenient: 


1. Register one of the pet Family members over the 
phone. This adds the pet to the Create a Dog or 
Create a Cat Breed Bin. 


B. Create a family containing only this pet. 

3. Rdd the duplicate pet to the original family. 

4. Breed it mith the pet you originally intended. 

Since Create-R-Family pets don't have any 
recessive genes, the offspring mon't be a perfect 
inbreeding product, but the effect mill be similar. 


No Sim-to-Pet relationship can be set in 
Create A Family. 

Household Limits 

Create A Family still limits household size to any 
combination of eight members (no more than six 
of whom are pets) 

Once the household is moved onto a lot, 
however, the limit increases: 

^ HausEhold maximum: ID Sims and pats 
^ Na mara than 8 Sims 
, Nn mara than B pats 

Thus, a playable household could be six pets 
and four Sims or eight Sims and two pets, but 
never nine pets and one Sim or vice versa. 

Other Ways to Acquire Pets 

Maybe you don't want your new Sims to commit 
to a pet before they've established their careers. 
Or maybe you want to keep playing your old 
petless families. Either way, you needn'tfear 


lil 
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a future without the companionship of pets; there 
are plenty of other ways to get them: 

( Merging into a hausahald 
' Adaptian by phana 
. Bafrianding a stray 
. Purchasing fram a pat stara 



Remember, you can create a pet-only 
family in Create H Family. Vnu can save 
such Families to the Family Bin uiith no 
last name, luhich you can't do uiith Sims. Dnce in 
the bin, the group of pets mill hold the temporary 
Family name oF "Pets.” Ulhen they are merged, 
they’ll be shomn by only their First name. 


. Obtaining fram anathar Sim 

Merging Households 

You can, space permitting, add pets (or Sims) into 
an existing household from the Neighborhood view. 
To merge households, select a household from the 
Family Bin and click on an inhabited household 
(the one with the green Plumbob overhead). 

Ulhen merging households, the 
nem higher household limit applies, 
rather than the traditional eight-Sim 
maaimum. IF the resulting household mill haue more 
than siK pets, more than eight Sims, or more than 
ten total inhabitants, the merge mon't be allomed. 


When merging house- 
holds, piekfrom the 
Family Bin and add 
them to an existing lot. 


Pets acquired this way will be randomly 
assigned relationships— typically between 
1-40 Daily and 1-20 Lifetime— with all existing 
inhabitants. 




This method costs nothing, but all pets will be 
purebred adults or elders only, with no reinforced 
behaviors or commands. If you desire a puppy, 
a kitten, a trained pet, or one with a bit of genetic 
diversity, this may not be the best way. 

Adoption by Phone 

Sims may adopt puppies, kittens, adult, or elder 
pets by phone by calling the Pet Adoption Service 
(in the Service menu). 


Give the Pet Adoption 
Service a call to bring 
home a bit of domesti- 
cated animal joy. 


If there's room in the Sim's household, you can 
purchase a pet from the pool of adoptable pets. 
Pets are divided by species/size (Large Dogs, 

Small Dogs, and Cats) and sorted by price. 

Price is determined by: 

. Base Value: Tatally untrained pats cost §3BB 

' Rainfarcad Behaviars: Every reinforced behaviar (pasitive or 
negative) can add up to §350 for degs and §33D far cats (since 
they’re harder te train) tn a pet's adoption value. If a pet is 
partially trained, they get a proportional bonus. 




pf'-' irf iik' . _ .H 
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^ SEVEral untrainEd pEts arE randBmIy drawn frarn tha CraatE 
a Cat and CraatE a Dag BrEEd Bin. As thESE pEts arE adaptEd, 
thEy'rE randamly rEplaEEd by hew randnm untrainEd pEts. 

' Each spEciES is initially pnpulatEd by SEVEral trainsd pEts (nf 
varying dEgrEEs). As thESE arE adaptEd, thEy'rE rEplacEd by 
randamly gEnEratEd trainEd nr untrainEd pEts. 

^ WbEn a pEt is rsmavEd frnm a playablE bnusEbnld by tbs Cnp, 
it is addad ta tha paal af adaptabla pats. 


Adopted pets are 
delivered to your door. 


^ Cammands: Every Eommand a pet bas bEEn taugbt can incrEasE 
its adoption value by up to §400 for dogs and §4GD far cats 
(sincE tbey’rE harder ta train). If the pet is partially taught 
a Eommand, they get a praportiDnal bonus. 


Once you select a pet, the Cop appears 
shortly with the new addition in tow. The pet 
is immediately added to the household (with 
relationships randomly set for all 
existing inhabitants), and the Cop 
congratulates and extracts the fee 
from Family Funds. 


Sims (teen or older) can transfer 
pets to any playable or townie Sim 
(who is also teen or older) 
either in exchange for 
money or as a gift. 


The more completely a pet has learned 
behaviors and commands, the more expensive 
it will be. You must decide if the time your Sims 
will require to train the pet is more valuable 
than the additional cost of a pretrained animal. 
1^) for example, your Sims have very 
high Charisma— speeding training by 
25 percent— and the pet has the 
Genius trait (another +25 percent), 
it may be worthwhile to save money 
by buying an untrained pet. 

View adoptable pets' behaviors 
and commands in their separate 
panels in the right-hand window of the 
adoption screen. Personality and 
the adoption fee display below. 

Adoptable pets in the 
adoption pool come from 
many sources: 


( ThePE EPE always at least twa puppies 
DP twa kittEns available fap tbe base 
ppicB of §333. As thEy'pE adopted, 
thEy'pE PEplacEd by dew puppiEs/ 
kittEns. You can't dEtEPmine a kitten 
DP puppy's bpEed until it becnmES an 
adult, sn you nevep know wbat ynu'pe 
getting until it gpnws up. 


Sim-to-Sim Transfers 


[n] 


Each pet's sea is shsuin in its 
thumbnaii portrait. The arroui denotes 
maie and the cross denotes Femaie. 
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To sell a pet, click on the other Sim, use the 
Sales... Pet... interaction, and select the petto be 
sold. If the relationship between the Sims and 
between the buyer and the pet are high enough, 
and the buyer has enough money to afford the 
pet's value (see the "Adoption by Phone" section 
above), the transfer takes place immediately. If 
the buyer rejects the sale, he or she will display 
a negative thought bubble of the Sim, the pet, 
or a § sign to indicate the reason they're rejecting. 

To sell or give away 
a pet, both your Sim 
and the pet to be 
adopted must have 
a relationship with 
the buyer. If not, 
all the singing of a 
pet's praises will be 
for nothing. 


til 


Even IF you don't have the 
The Suns" B Dpeh fdr BusinEss eKpansian 
pach or if your Sim only runs a home- 
based business, they can still mahe some yood 
money selliny pets. Pets obtained For Free [From 
Create a Family, meryed into the househoid. or 
bonded strays] can be sold at IDO percent proFit. 
Selliny purchased pets, on the other hand, is 
proFitabie only iF your Sim has trained them 
beyond their purchased state. Thus, a Sim uiith 
hiyh Charisma— and mho's, perhaps, a meremoiF— 
couid train pets quichiy enouyh to set up shop as 
a proFessional pet trainer, selliny hiyhiy trained 
pets to others. 


When a buyer is 
convinced, they’ll fork 
over the cash. 


iF the buyer is a tomnie. they'ii never 
reject For iach oF Funds— tomnies 
have inFinite cash. 


Alternatively, you can give the 
pet to another Sim for no money 
through the Propose. . . Give Pet. . . 
interaction. Choose the petto be 
given away and the recipient will 
decide based on relationship 
with the seller and the pet to 
be given. 

Either way, once the transfer is 
complete, the pet is removed from 
your Sim's household, though it'll 
stay on the lot as long as its new 
owner lingers. While the pet 
remains, you can no longer 
select it or see its information; 
it's just another visitor now. 

Once a pet is transferred, 
the pet and all household pets 
and Sims maintain their Daily 
and Lifetime Relationship toward 
each other, but any Pack, Mine, 
or Master Relationships disappear 
(see the "New Socials" chapter). 
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Pet Stores 

Stores can sell purebred untrained pets to your 
playable Sims. 


If you have the The Sitns E Opeh for 
Busiress BKpansiDn pach, yaur Sim 
business Duiners can sail pets uiith 
the neui Pet Display object. Vou can also sell pet 
collars and cayed pets. For Full details about usiny 
these objects For your Sims' businesses, see the 
"fleui Objects" chapter. 




Pets can be bought 
from Pet Displays on 
Community Lots. 


Don't concern yourself with the actual pet 
in the display; you're not stuck with it or even its 
species. When, as a buyer, your Sim interacts with 
it, the case lets you specify the pet you want with 
miniaturized version of Create a Cat and Create 
a Dog. This slimmed-down system allows you to 
completely customize your Sim's new pet with one 
major exception: there is no collar selection. For 
that, you must find a store with a Collar Display, 
buy a collar, and put it on the pet through a 
mirror's Change Appearance. .. interaction. 



Collars for any pets 
your Sims own can 
be purchased from 
Community Lot 
stores with this Collar 
Display object. 



Vau also can't apply Fur acceBBurias 
□r coat Bhape [daya aniy] Fram 
the Btare diaplay. 


The base price for all pets from Community 
Lot stores is §399. If a playable Sim owns the store 
(if you have The Sims 2 Open for Business), the 
price may differ based on the price level the 
owner has assigned. 

When you've finished designing your store- 
bought pet, press the checkmark and your Sim will 
be immediately charged the sale price; no visit to 
the cash register required. The Sim and their new 
pet can leave the lot whenever you choose. 


when your Sim is the 
buyer, the actual pet 
in the bin is purely 
decorative; interacting 
with the case lets you 
pick any breed or 
species you want. 


Adopting Strays 

Sims can also acquire pets by befriending strays. 
To get a stray to join a household, one Sim must 
cultivate a high enough Daily and Lifetime 
Relationship with the stray and offer to adopt it. 

IF an Duined Btray ia uieariny a callar, 
yaur Sim can return it ta ita auiner by 
caiiiny them an the phane. Vau can't, 
hauieuer, direct yaur Sim ta return an auined atray 
uiithaut a callar even if yau hnaui uiha the auiner ia. 
Vau can anIy return atraya uiithaut caiiara uihen 
yau're piayiny the ariyinai auiner'a iat. Far Fuii 
detaiia an runauiaya, aee the "Pet Life" chapter. 
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There are two kinds of strays: 

r Unawned Strays: Thasa pats ara ganaratad randamly and 
may hava bahaviars nr cammands nr callars. Unnwnad strays 
initially hava na Mastar nr Minn Rnlatinnships with anynna. Whan 
a stray jains a family, it is rsplaaad in tha stray pnni by a naw 
randam stray. 

.■ Ownad Runaway Pats: Aftar about thraa days, pats that hava 
run away from anathar playabla lot in tha naighhorhood (saa tha 
"Pat Ufa” ahaptar) will baaoma part of tha stray pool until thny 
ara raturnad to thair owoars. Thasa pats typiaally hava a Sim 
with whom thay hava a Mastar/Mina Ralationship. Whan thasa 
pats join a now housnhold or raturn to thair owoar, thay ara not 
raplaaad in tha pool. 



□niy adult or elder pete can be strays. 


Stray Visits 

Strays will visit a lot in much the same way as 
townies, but several rules determine how often 
they visit and how long they'll stay. 

All strays can stay on a lot for a specific time 
(unless something else forces them to leave 
earlier) based on their Lifetime Relationship with 
any Sim on the lot. The higher the pet's greatest 
Lifetime Relationship with any Sim on the lot, the 
longer it'll stay. 

A stray will leave if 

r Its visit time expires 

r It loses too many cnllective Daily Relationship points with all Sims 
and pets in the household 

< Its Needs drop too low 

f It experiences the kind of events that would make an owned pet 
run away (see the "Pet Life" chapter). 


Visit Frequency 

The higher a stray's Lifetime Relationship with 
a Sim in a household, the more often it will visit. 

Also, a stray will, regardless of relationship, be 
more likely to return if it's been fed on its 
previous visit. 


Unlihe uialhby Sims, strays don't need 
to be greeted to partahe oF outdoor 
objects on a lot. They uion't, houieuer, 
enter houses until greeted. Before greeting, they 
uion't scratch or cheui anything or upend the 
trash can, and they uion't initiate interactions 
uiith any pets or Sims. They uiill, houieuer, interact 
uiith many outside objects as their Reeds demand. 



Dealing with Strays 

There are several things you can and can't do with 
strays. No matter how many commands strays 
know, the only command you can give them is Call 
Over (and only if they've been taught it). However, 
a stray may, on its own initiative, perform a 
command it already knows. 

Sims may do the Chase Off interaction to 
force strays to leave the lot immediately. This will, 
however, reduce the Daily Relationship between 
Sim and stray. 

Strays can't be scolded or praised or trained in 
any way. 



Though it may seem lihe a good may to 
quichly build up relationship mith a 
' — ' stray, don't Fence it in on the lot. IF a 
stray is unable to leave a lot, its Daily Relationship 
tomard every Sim and pet on the lot drops by -S 
every time it attempts to depart. 



pr, 
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Bonding 

when a pet has gained 60 Daily or 60 Lifetime 
Relationship toward one Sim on a lot, that Sim can 
adopt the stray via the Adopt interaction. If the 
interaction is available, the pet will always accept. 


Get to know a stray 
and yotir Sim may 
make it her own. 
With yotir approval, 
of course. 



If an adopted stray is a runaway, it's removed 
from the previous owner's household and can't 
be returned. 


Getting Rid of a Pet 

Sometimes it's necessary to get rid of a pet. There 
are several ways to do it: 

^ Pjt up far adaption: Use the phane, SElect SErvicE...PBt Adaption 
SEOvicE — Give Up PeL.., and indioatE thE pEt (or pots) to bo 
adoptod. THe Cop will ooma shortly to takE thE pEt away. All pats 
takEO away arE addEd to tho Adoption Bin. From horn thoy oan 
ho adoptod by phooE into any hausEhold. 

GivE away/sEll to anothar Sim: See the "Sim-to-Sim Transfors" 
SEotion. 

Run Away: If a pEt runs away, your Sim is not roquirEd to tako it 
bank. If tho pEt has no oollar and tho Sims don't raport thE pot 
lost, thE pet will novEr roturn. If tho pot did havE a collar, your 
Sims might get a phooE call asking if you wish thE pot returnEd. 
If you don't, salEct "no" and the pEt will bo romovEd from tho 
family. Also, if anathEr playable Sim adopts tha runaway (see tho 
"Adopting Strays" SEction), it will also bE rEmovad from its 
formEr homE. 





REmoval: Tho Gap will come to removE ALL pats (including cagEd 

dog, puppy, or kitten’s 
in tbe housE dies. All 
bEcomE part of tha 


GD 
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Chapter} 



Pets in The Sims 2 are actual— though limited— 
Sims. Understanding what makes them tick is 
critical to making them powerful members of your 
human Sims' households. 

This chapter examines the various aspects 
of pet "Simology" (or "Fetology") from their 
Needs and Moods, to their ages and deaths, and 
so much more. 

Control 

Unlike Sims, adult and elder cats and dogs, puppies 
and kittens, can't be directly controlled; you can't 
select a cat or dog and tell them where to go. 


The level ef centre! yeu have ever 
pets is reuyhly equivalent te centre! 
eF teddlers. Theugh pets can de Far 
mere than the yeungest Functienal Sims, their 
vieuiable-but-net-directable status and the ability 
te centre! them via training mahes the analegy 
pretty seund. 



Pets can't be directly controlled, though you can select and view 
them. Their Action queue is grayed out because you can't cancel 
actions from it. 




This doesn't, however, mean that pets are 
automatons that'll do what they will and can't be 
made to serve your will. While you can't direct 
pets, you can view their Action queue and their 
Needs, Moods, relationships, career info, and 
Fetology. Also, pets can be indirectly controlled 
through effective training in learned behaviors 
and commands (see the "Training and Learned 
Behaviors" chapter). Because pets put interac- 
tions from your Sims ahead of all other actions, 
solid training can make them as responsive as 
other Sims so long as you keep them happy and 
well cared for. 


You Sims can direct a 
well-trained petto do 
almost anything. 


It may take some time to adjust to playing 
a Sim that goes to work but can't be directed 
through a morning routine, but that's a matter of 
understanding what alternative tools are at hand 
(the next chapter) and what makes them tick (our 
concern here). 

Needs and Mood 

Like human Sims, pets have Needs and an overall 
Mood that function separately and in concert to 
shape the pet's behavior, actions, and willingness 
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to interact and behave as trained. This system 
should be very familiar to any player of The Sims 2, 
so this section dwells only on the difference 
between pets and human Sims. 

Pet Needs 

Adult and elder cats and dogs have eight Needs: 

Hunger r Energy f Hygiene 

'■ Cnmfnrt ^ Fun < Chew nr Scratch 

, Bladder , Sacial idspEudm on species) 

All but the last of these Needs are identical to 
Sim Needs, though the ways pets satisfy them can 
be very different. 

Need Decay 

Pets of different ages deplete their Needs 
at different rates. For example, an elder's 
Bladder Need decays 25 percent faster 
than for a puppy/kitten or adult. Likewise, 
Comfort decays 33 percent faster with each 
older age group. Faster decay means shorter 
time between having to deal with those 
Needs. As with human Sims, all decay is 
slowed when the pet is asleep. 

Personality traits can also affect a 
Need's decay rate. Each Need's decay rate 
is discussed below. 


Hunger 

Pets satisfy Flunger by eating. Since they're 
animals, however, they're dependent on human 
Sims to provide their food. A simple food bowl, 
kept filled and clean, will take care of most 
pet's Hunger. 

If petfood is not available, pets (depending 
on their Personality and training) will also satisfy 
Hunger by eating Sim food left on the floor (or, 
for cats, on counters). Through scolding and 


praise, pets can be trained to eat exclusively from 
a pet bowl or human plates (wherever they can 
be found). 



Keep food out, and to 
avoid inter-pet strife, 
have a bowl for each 
pet m the household. 



0 O 


Finichy pets uien't eat Fram a beiul in 
^ its dirty state no matter haul Hungry 
they are. Reguiar pets uion't refuse 
untii the beuil gets uerv dirty [uiith Flies and green 
stinh cinud] and Pigpen pets don't care about their 
bouii's dirtiness. 

Riso, Finichy pets uiiii be iess liheiy to eat From 
the Good Ualue Pet Beuii. 


Hunger can also be satisfied when Sims use 
the Give Love... Feed Treat interaction. 


n] o 

Pigpen pets may eat untii Food is 
gone even if their Hunger is entireiy 
satisfied. Iilheneuer this happens, the 
pet might vomit. 



Hunger decays more quickly in adults, 
puppies, and kittens because they're more active. 
Hyper pets deplete Hunger more quickly and Lazy 
pets more slowly. 

When a pet's Hunger drops to critical levels, 
it'll begin to whine and you'll receive messages 
about the problem. If the Need hits bottom, the 
Cop arrives to remove the starving pet and all 
other cats, dogs, puppies, kittens, and caged pets 
from the household. 
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Bladder 

when a pet has to go, their natural and trained 
options depend on their species. 


You can impact where 
a pet does its business 
with proper house- 
breaking. 


Generally, pets will satisfy their Bladder Need 
either inside or outside, without much preference 
for either. 

Pets can be reinforced in either direction by 
praising for peeing in the correct place and 
scolding for peeing where they shouldn't. For 
most players, the correct place is outdoors, but 
sometimes players praise their pets for peeing 
inside, thus making them "yardbroken" instead of 
"housebroken." 




Having a dog means 
cleaning up puddles. 


Pets trained to pee outside will do so on the 
ground or a wide variety of objects: trees, flowers, 
bushes, flamingoes, gnomes, mailboxes, and so on. 
The result of Bladder satisfaction is a puddle that 
will bring down the Environment score and, if 
outside, sprout weeds. Puddles should be cleaned 
up regularly. 


0P. 


I 

H Gardener 
the puddle 
he or she 1 

tip 

If your Sims' pets pee outdoors, it 
miyht be a yood investment to hire 
some help to heep up uiith the mess. 

' luill pull the meeds that’ll sprout From 
s, H niaid mill tahe care of any puddles 
Finds, regardless of the source. 


1 ^ 

ether petE 
Sceldina tt 
behauiers 

Pets not reinforced in the Clean 
behauior may lich puddles of all hinds, 
including [shudder], puddles left by 
i and momentarily incontinent Sims, 
lem For this or any other Clean/Dirty 
can squelch puddle-drinhing. 



* 

Cats don't need to be 
housebroken if there's 
a useable litter box. 

The situation changes, however, if the pet is 
a cat and there's a litter box in the house. If your 
Sim's house has a litter box, any cats or kittens in 
the house will use it automatically without any 
reinforcement. Cats can also be trained to pee 
in the toilet (Teach Command... Use Toilet). Once 
toilet-trained, a cat will use the toilet on command 
or by default if there's no litter box. 

too dirty, 
uihicheuer 
brahen cal 
outside ins 

The presence of a litter hoe doesn’t 
guarantee a puddleless Floor in your 
cat-inhabited home. IF a litter boK gets 
cats mill refuse to use it and revert to 
may they’ve been trained [i.e„ a house- 
: mho mon’t use a dirty boK mill pee 
iteadj. 
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older pets need to heed nature's call more often 
because elder pets' Bladder decays more rapidly 
than other ages. Bladder decays more quickly for 
pregnant pets as well. 

When a pet's Bladder Need drops too low, dogs 
will have an "oops" guilty look and cats will meow. 
If it hits bottom, they'll pee where they stand. 

Comfort 

Pets satisfy Comfort by sitting or lying down. 
Where pets may do their relaxing depends on 
training and species. 

Generally, pets will satisfy Comfort by using 
floors, the ground, bay windows (The Sims 2 Open 
for Business), or beds. Cats, due to their smaller 
size and extra agility, can also relax on sofas, love 
seats, counters, islands, chairs, and so on. Small 
dogs can also get on sofas, love seats, and chairs. 



All pets can relax in pet beds and pet houses 
if they're available, and they prefer them to the 
ground/terrain. 

Training lets you decide whether you want 
a pet to use furniture or the floor/ground/pet 
furniture to relax or sleep. 

As a pet ages, Comfort becomes more 
important. Puppies and kittens decay the slowest, 
adults more quickly, and elders the fastest. Lazy 
pets of all ages deplete Comfort faster than 
regular pets and Hyper pets deplete Comfort 
more slowly. 


When Comfort drops too low, pets will stretch 
a lot. When it hits bottom, they'll lie down anywhere. 

Energy 

Pets replenish their Energy by sleeping. As with 
Comfort, cats have more options for Energy 
satisfaction than dogs due to size and agility. 

ItD O 

Rs ulith Sims, a pet's Energy leuel odes 
RDT impact a pet's niDDd. 


Both cats and dogs can sleep on the floor or 
ground, a sofa or love seat, or on a bed. Cats can 
also snooze on the Los Gatos Condominium cat 
condo, on counters or islands, and on chairs. Small 
dogs can also sleep on chairs. 

Pet beds and houses 
provide faster Energy 
replenishment than 
the floor. 


0 O 

Sieeping pets have dreams and 
nightmares [depending on niDDd). 

Just lihe Sims. 

Since adult pets are larger than kittens/ 
puppies and are more active than elders, their 
Energy decays slightly faster than the others. If 
a pet of any age is Lazy, the rate is quicker. Hyper 
pets need less sleep, so they decay more slowly. 

When Pets get too low on Energy, they'll yawn 
more frequently. If it fails, they fall asleep where 
they stand. 
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Hygiene 

Pet Hygiene is a very important Need but possibly 
more so to your Sims than for their pets. How 
pets react to and fulfill this Need depends on 
their species. 


A cat with low Hygiene— though unusual— will have 
the same effect on Environment and elicit the 
same response from passing Sims as smelly dogs. 

The way each species can replenish their 
Hygiene is dramatically different. Dogs usually 
can't replenish Hygiene without your Sims' help. 






Cats, being naturally clean animals, are 
affected by the level of their Hygiene. Low 
Hygiene significantly brings down a cat's Mood. 


Q=0[o]ibj[P 

Kittens and puppies don't have 
a Hygiene Heed. 


Sims can bathe 
dogs in bathtubs 
or shower tubs 
(though not 
shower stalls). 

Dogs not fully 
trained in the 
Clean behavior 
(especially Hyper 
dogs) will often 
escape from the 
tub before the bath 
is complete. Stop 
this behavior by 
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Dogs don't care 
if they're walking 
stink bombs. 


Dogs don't care if they're clean or not. in fact, 
the level of their Hygiene has no impact on their 
overall Mood. However, others might care how dogs 
smell. Dogs with depleted Hygiene will bring down 
Environment score in their immediate vicinity 
(lowering your Sims' Moods) and may cause Sims 
to react with a nose-crinkling "Ewwww!" 


Odoriferous dogs can 
be cleaned only with 
a good bath. 


0=0 O IE (P 

Sims mill neuer bathe 
euen the stinhiest deg 
autenemDusly; you must 
direct them to do it. 

If a household has 
the lilet o' Idild liJater 
liliggler [The Suns E 
□peh FDR SusinEss], dogs 
mill gain some Hygiene 
For autonomously 
playing in it. 




scolding them for leaving the tub and reinforcing 
any other actions that increase Clean behavior. 

Cats, by contrast, are self-cleaning, so your 
Sims need not— in fact, cannot— give a cat a bath. 
When a cat's Hygiene is sufficiently depleted, 
they'll clean themselves by licking until Hygiene is 
replenished. The level at which a cat considers 
itself dirty enough to self-clean depends on 
whether it's Pigpen, Regular, or Finicky. Finicky 
cats will prioritize the activity more highly than 
other types, and Pigpens will put it near the 
bottom of their to-do list. 



[TO O 

□ccasianally, cats uiill clean. ..you 
hnDui...dauin there. IF Sims are nearby, 
they'll react rather nuardramatically. 



Unless you keep a cat 
constantly busy, it will 
never allow its Hygiene 
to get too low. 


Only adult and elder pets have a Hygiene 
Need, and they deplete at identical rates. Pigpen 
pets decay more quickly while Finicky pets drop 
more slowly. 

When Hygiene is too low, pets will emit an 
Environment-reducing stink cloud, dogs will shake 
their ears, and cats will lick their paws. In the 
event of failure, dogs will continue to shake their 
ears and cats will groom themselves until Hygiene 
is restored. 


Fun 

Pets desperately need to have lots of Fun, so 
replenish this Need by interactions with objects, 
other pets, or (primarily) Sims. 



o O 

Fun interactinns uiith pets gn bath 
mays, but Sims get mure Fun From 
playing mith dags than mith cats. 

what gives a pet Fun depends on its species. 
For example, dogs gain Fun from: 

■' Playing with nthar pets 1 Digging hales 

^ Play...Razzla intaractian ' Rolling in dirt piles 

^ Play...Fetch intaractian ' Watching caged pets 

^ Play.. .Pass in Air intaractian (small dags) ! Watching PV 
Chew Pay nbjact 


D=0 

Kittens and puppies dan't haue a Fun 
need. Sims can play mith them, but aniy 
the Sim gets Fun Fram it. 


There are lots of ways 
for pets to have Fun. 

^ . 1 ^ 1 

■*-3 1 


Cats get Fun from: 

i Playing with nthar pats 
, Play.. .Cat Taasar intaractian 
, Play...Fingar Wiggla intaractian 
^ Play.. .Pass in Air intaractian 
, Kitty Kraza Katnip abjact 
f Falina Birdia Stick nbjact 

Scratching nn tha Scratch-D-Matic Scratching Past ar 
Las Gates Candaminium adjects 

f Watching fish in aquariums nr caged pets 
f Watching TV 


Protected by copyright. Unauthorized or uniawfui copying or downioading expressiy prohibited. 


0 






As previously stated, puppies and kittens 
don't have a Fun Need, but adults' Fun decays 
more quickly than elders'. Personality plays a big 
role too: Independent and Lazy pets have a slower 
decay, while Hyper and Friendly pets decay more 
quickly. 

If Fun drops too low, dogs will sniff more 
often and cats will watch and bat at imaginary 
flies. When Fun hits bottom, pets will find a Sim 
and initiate Fun interactions. 

Social 



Social interactions uiith pets go both 
uiags, but Sims get more Social From 
plaging uiith cats than uiith dogs. 



Pets need to be around 
people and other pets 
to be happy. A good 
pet, however, gives 
back even more than 
It takes. 


Pets need lots of social interaction to stay 
happy. Dogs in particular need lots of attention 
from Sims and other pets, as high Social plays a 
larger role in their Mood. 

Social for pets is replenished by: 

I Playing with nthar pats 
( Giva Lava.. .Bally Rub intaractian (dags aaly) 


^ Giva LDva...StrDka intaractian 


( Giva Lnva...Faad Traat intaractian 


/ Giva Lava.. .Hug intaractian (aats aniy) 
^ Play.. .Razzia interaction (dags only) 



!■ 


^ Play.. .Fetch interaction (dogs only) 

/ Play...Tass in Air interaction (small dogs and cats only) 

^ Play.. .Gat Teaser interaction (cats anIy) 

^ Play.. .Finger Wiggle interaction (cats only) 

Socializing is most critical for kittens/puppies 
and elders, as their Social decays more quickly 
than adults'. Friendly pets need more socializing, 
so their Social drops more quickly while 
Independent pets can go longer without contact 
because of slower decay. 

Critical levels and total failure of Social will 
drive pets to whine. 

Chew/Scratch 

Sims care about their surroundings, so they have 
the Environment Need. Cats and dogs could care 
less about Environment; instead, they have the 
Need to Chew (dogs) or Scratch (cats). 


There goes the 
living room set. 


Chew/Scratch is depleted gradually over 
time and is replenished by chewing on or 
scratching something. Pets will continue to 
chew on or scratch an object until one of the 
following happens: 

. You direct a Sim ta scold or praise the pet for 
chewing/scratching. This immediately stops the behavior 
as the pet awaits the Sim’s arrival. 

The Chew/Scratch Need is fully satisfied, 
r The object is destroyed. 
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Cheuiable nr scratchable abjacts can 
ba dastrayad if tba assault gaas an 
lang anaugb, raducing tba abjact ta 
scraps that yaur Sims must claan up. Ta camplataly 
dastray an abjact, bauiauar, tba pat must da all 
tba damaga in ana unintarruptad sassian; damaga 
daas nat carry auar ta tba naat scratch ar cbaui 
sassian, nar daas tba abjact sbaui any sign aF 
uiaar and tear until it disintagratas. TbaraFara, 
as lang as yau interrupt a pet beFare tba abject 
is camplataly gane, it'll tahe anatber Full sassian 
ta lase it. 



Pets can chew or scratch many household 
objects (mostly furniture). Beds, sofas, and chairs 
are prime chewing/scratching material. Pets can 
also chew or scratch to destruction a child or teen 
Sims' homework that is left on the floor— and that 
is no excuse for not completing it; the Sim's school 
grade will be lowered for the missed assignment. 



IF yau dan't baua tima ta train 
yaur pats ar Just uiant ta 
pratact yaur stuFF in ganaral. 


Inch daars ta aacluda pats. 


furniture. Make sure every pet-inhabited house 
has a species-appropriate chewable/ scratchable 
object and reinforce proper satisfaction of the 
Need. If you praise pets for using their chew/ 
scratch objects and scold them for using the 
furniture, shredded objects will no longer cause 
you fits. 


Good training 
and easy access to 
acceptable chew and 
scratch objects will 
solve the problem. 


Elder pets have lived long enough to tire a bit 
of the pleasures of chewing and scratching, so 
their Need decays more slowly than that of adults. 
Aggressive pets' Needs decay more quickly than 
regular pets, and those of Cowardly pets drop 
more slowly. Puppies and kittens don't have a 
Chew/Scratch Need. 

If Chew/Scratch reaches critical or failure 
levels, dogs will chew on their feet and cats will 
scratch their ear. 
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Consult the "New Objects" chapter 
to see which objects are chewable or 
scratchable. There are a few objects that 
pets can never destroy: 

' THe ChEwinator by ChampCa (dags aniy) 

4 ScratEh-D-Matic SaratEhing Past (aats anIy) 

^ Las Gatas CEndamlniums (cats aniy) 

Since there's no way to 
stop pets from fulfilling 
this Need, your Sims 
must teach their pets to 
chew or scratch these 
objects instead of the 


Mood 


A pet's Mood is extremely 
important in making 
and keeping them 
positive assets 
to your Sims' 
households. 




fz. 


Hood Impacts 

A pet's Mood will impact several things: 

, Social Intaractian AccEptancE/RajEction: Along with ralationship, 
most Sim-to-pat Social intaractioos are rolad by the pat's Mood. 
A happy pat with do anything a wall-likad Sim wants it to do. 

r Commands: A pat in a bad Mood won't obey the commands 
it’s baan taught. 

' Training: Pats in a bad Mood won’t accept command training 
from Sims. 


, Job Attandanca: Pats won't go to work if thayra in a bad Mood. 

^ Job ParformancE: Just like Sims, pats' job parformanca is a 
function of the Mood thayra in whan they laava for work. High 
job parformanca accumulatas to aarn promotions. 

, Promotion Bonus: Whan a pat is promotad, they racaiva a bonus 
of twice the daily salary of their new job. 


inast needs heue diFFerent impacts 
□n niDDd. depending on their level. 

For eeample, a Fullg satisFied Bladder 
has no ampliFied eFFect on niDDd, but a uerg Inui 
Bladder has a huge impact. Though there are small 
variations betuieen cats, dogs, and hittens, the 
eFFect oF each need is approKimately the same 
as For Sims. 




Ages 

Pets go through three ages: 

. Puppy/kitten: 3 days 

. Adult: 25 days for cats and small dogs and 21 days for 
large dogs 

' Elder: 5-10 days. Actual duration is random. 

Hdult or elder pets can have their 
current age eatended by up to three 
days iF they eat From the Kibble oF 
LiFe Hspiration reuiard object. 


The pet Age meter is very 
similar to the Sim version. 

As with human Sims, 
a pet's current age is 
indicated directly below its portrait. Pointing at 
the meter reveals how many days are left in the 
current age. If the pet is an elder, current age 
instead of days left are shown since the elder age 
spans are random. 

Puppies and Kittens 

when a mommy pet and a daddy pet love each 
other very much, they make puppies or kittens. 
They're cute, they're mischievous, and they're 
quite different from their forebears. 

Most obviously, puppies and kittens are 
smaller than adult and elder pets. As such, there 
are many things puppies and kittens can't do and 
objects they can't climb on or use. For example, 
kittens can't even jump onto couches or chairs, 
let alone counters. 
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Puppies and kittens 
are simplified cats 
and dogs. 


The other differences in the youngest pet set 
are more subtle. 


Puppy and Kitten Needs 

Puppies and Kittens have only five Needs: 

^ Energy: Puppies end kittens can sleep only on the flnnr or 
terrain, nr in a pet bed nr pet house. 

4 Social: Play or Chase with other puppies and kittens, Give Love 
interactions from Sims (Snuggle, Feed Treat), Play With interac- 
tions (Play With, Tdss in Air, Finger Wiggle), Nuzzle from adult 
dogs and cats. 

4 Bladder: Pee on floor nr terrain, or in litter box (kittens). 

4 Comfort: Dn floor or terrain, or on pet beds nr houses. 

4 Hunger: Eat from pet food dish. 

Birth and Development 

when pets breed, they will have a litter of one to 
four puppies and kittens. The actual number in 
a litter is limited by the household pet (no more 
than 6 pets) and total household maximums 
(10 total Sims and pets). 



The number of 
puppies or kittens 
added with each litter 
is unpredictable. 


in o 

Puppies and hittens are born uiith 
random positive relationship to their 
parents. Their parents and littermates 
are marked in the Relationship panel uiith the Pet 
Family icon. 

When first born, all puppies and kittens have 
their inherited coat color and generic tails; any 
inherited markings or tails will appear when they 
become adults. 

During this three-day pet "childhood," they 
can be partially trained. You can teach these wee 
critters some reinforced behaviors and any 
commands that arise from them: 

Huusebreken (Go Pee) 

I Yardbruken (Go Pee) 

, Playful (Play with.... Nuzzle Babies, Ge Play) 

; Eats Pet Feed (Eat Faad) 

< Stays aff Furaiture (Ge Lay Dawn, Ga Sit Dawa) 

I Stays aff Sim Beds (Go ta Bed) 

These are the only commands you can teach 
them until they reach adulthood. 


Adult pets are more 
useful and productive 
if you get a lot of their 
training done while 
they're young. 


Well-trained puppies and kittens are an 
advantage because they'll be more controllable 
for more of their lives and will be worth more if 
you put them up for adoption. 

Puppies and kittens grow to adults after 
three days. 
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Jw C 

Vdu can heep puppies and hittens 



little Forever uiith the SDOLPRap 



DisRBLEPuppvKiTTEnHBina cheat. See the 

"Cheats" chapter. 


Cans and Can'ts 

It's important to understand your puppies' and 
kittens' limitations and abilities. 

They can: 

< ChasE but only with athar puppias and kittans. 
r Ba fad a traat. 

,• Play Fingar Wiggla with Sims. 

/ Eat fram bawls, 
r Be piakad up by Sims. 

f Farm Mastar and Pack (puppias) and Mina (kittans) ralatianships. 
' Be adaptad, put up far adaptian, said, ar givan ta athar Sims, 
f Be hissad at/grawlad at by athar puppias and kittans. 

,■ PauncE (kittens). 

f Be nuzzled, hissed at, nr grnwlad at by their parents. 

They can't: 

f Use stairs nr alavatars. They can mova batwaan finnrs but only 
whan aarriad by Sims. 

Play with mast tays. Kittens aan, hawavar, play with the Falina 
Birdie Stick tny. 

Gat an furniture. 

'■ Use the cat cnndn, scratching past, nr chaw tny. 

' Be bathed (puppies). 

' Own abjacts and want ha challenged if they use anathar pat's 
nwnad abjacts (sea the "Ownership" sactinn). 

■■ Watch caged pats, 
r Gn with Sims ta cammunity lats. 



Adults 

Adult pets are more complex than kittens and 
puppies and are able to do more things, access 
more objects, and train more fully. 

As described in the "Needs and Mood" section, 
adult pets have eight Needs: 

. Hunger ■■ Bladder ^ Energy < Sncial 

Gnmfart ^ Hygiene ^ Fun ^ Ghaw/Saratch 

Above all, however, the three primary things 
adult pets can do are: 

' Hava a pat career 
'■ Bread 

f Ga with Sims ta anmmunity lats 

Elder Pets 

Elder pets are mostly identical to adult pets, 
with the same Needs and ability to access all 
possible objects and interactions. However, unlike 
adults, elders: 

r Gan't enter a new career. 

< Gan bread aniy if they’ re mala. 

I Gan retire fram a career and callaat a pansian. 

Elders also look a bit different from their 
adult stage, with graying fur and a slower gait. 

On the inside, some Needs deplete at different 
speeds (i.e.. Bladder depletes more quickly). 

Careers 

Adult and elder pets can work, and they contribute 
very good money to your Sims' households. 





Elder pets can heep and be premeted in 
the Jobs they had as adults, but they 
can't yet neui careers. 
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Pets get jobs from the 
newspaper, too, bat 
Sims have to read it 
for them. 


In most ways, pet careers work exactly like 

Sim careers: 

I Job Listings: Listings for all thraa caraar tracks ara available 
avary day in tba nawspapar and an tba camputar. Any taan 
or oldar Sim in the bousabald may usa tba Find Pat Jab for... 
intaractian to amplay a pat. 

f Hours/Days Off: Evary jab bas a dafinad shift and at laast two 
days off par weak. 

^ Laava: Each day of work, pats accumulate paid days off that 
eventually add up to full paid vacation days. 

Needs Effects: A jnh takes its toll on a pet, so each shift removes 
a fixed amount from each of their Needs. This amount differs 
from joh to job. 

^ Jab Performance: Every time a pet goes to work, tbeir Mood 
each day proportionally increases (by half tbe level of the Mood) 
their joh performance. The higher the pet's cumulative job 
performance, tbe greater the odds they'll be promoted (if they 
know the required commands for the next level). Since pets won't 
go to work in a bad Mood, the only way to decrease job 
performance is to miss work. 

^ Missing Work: if a pet misses a day of work, their job 
performance declines. If they miss two days in a row, they'll 
be fired. 

^ Calling in Sick: Pets can't get sick, so their owners can't call in 
sick for them. However, owners can call a pet's job — up to one 
hour after work begins — to keep the pet home for the day, but 
only if the pet has at least one full vacation day. Doing this when 
a pet has no vacation days will mean an immediate dismissal. 


^ Carpool: The carpool for pets arrives one hour before tbeir shift 
starts and returns when it ends. If a pet shares a shift start time 
with another Sim or pet in the house, they'll share a carpool. 

^ Chance Cards: Pets have a random chance of receiving chance 
cards for bonuses or penalties when they return from work 
each day. 

0 o 

Since niDDd, not individual needs, impact 
Job performance, it's important to 
remember uihich needs Factor into 
a pet's niood. Energy does not affect flood For 
either species, and Hygiene is irreleuant For dogs 
[they can stinh but still be in a great flood]. 

There are several important ways pet careers 
differ from Sim careers: 

; Pots can't got sick, so you can't gat frao sick days. 

i- If a pot loaves a career or is fired from a traek, they can rejoin 
that track only at Level I, regardless of their previous jnh level. 
However, since they'll already know the requisite eommands, it 
shouldn't take long to restore them to their previous status. 

There are no pet eareer reward objects. 

0 O 

Pets can only get into certain vehicles, 
so if a pet and Sim leave at the same 
time, they'll go in the pet's assigned 
vehicle if the Sim's vehicle is inaccessible. 




Pets and Their Needs 

with Sims, playing the career game well requires 
skillful time management to get each Sim's 
Needs highly satisfied before the carpool leaves. 
However, since you can't directly control pets, it 
may feel like you have very little power over their 
Mood when they head to work. 
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tip 



Remember that Energy does not aFFect 



any pet's Plood, and Hygiene isn't a 


^ 

niood Factor For dogs. ThereFore, you 

don't have to mahe sure pets have a good rest or 

a bath IFor dogs] beFore morh. 


For untrained pets, there's only so much you 
can do to prepare them for work. Make sure pets 
are well provided for with food, proper scratch/ 
chew objects, a pet bed for Comfort, and some 
quality time for playing and socializing before the 
carpool comes. 

A game of fetch before 
work can really boost a 
pet's job performance. 



However, once the pet fully learns some 
reinforced behaviors, your Sims can command 
pets to tend to their Needs. For example, you can 
command a housebroken petto "Go Pee." Unless 
the pet is in a very bad Mood, it will immediately 
comply regardless of the level of its Needs. 



Fully trained 
pets get extra 
commands. 


To attain full control over your pet's Needs, 
they must completely learn the following 
commands: 

( Clean: Gat Clean (Cats) 

. Destructive: Chew/Scratch Stuff 
4 Eats Pet Fund: Eat Faad 
( Eats Sim Food: Eat Fond 
4 Goes Dn: Get an Furniture 
' Huusebruken: Go Pee (outside ar litter box) 

' Playful: Play with. ..(pet ur Sim), Go Play 
. Respectful: Use Gbew lay, Use Scratching Past 
I Stays off Furniture: Gu Lay Dnwn/Go Sit Dawn 
4 Yardbruken: Go Pee (inside) 

Mood and Going to Work 

As long as their Mood is positive (green on the 
Mood bar), pets will go to work automatically 
when the carpool arrives (one hour before their 
shift starts). If their Mood bar is red, they won't 
autonomously go to work and will refuse if 
commanded. 

When a pet misses two consecutive days, 
they'll be fired. 


IF a pet ia deeply inuelued 
in an interaction and an in danger oF 
missing their carpooi, Sims can use the 
"Go to lilorh" command to send them on their may. 
Homeuer, iF the pet is in a bad niood, they'li reFuse. 
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A grumpy pet just 
won't go to work. 
Cheer them up by the 
next shift or you may 
have to put your 
Sims on an austere 
mac-and-cheese diet. 


Retirement 

when pets become elders, they can retire from 
their job. Once retired, elder pets can't get new 
jobs but will receive a daily pension of 50% of 
their wage at retirement for the rest of their lives. 

Promotions and Uniocks 

whenever a pet receives a promotion, you'll 
receive an added bonus: an unlocked color, collar, 
or marking for Create a Dog or Create a Cat. 

Q=D[^'[^[p 

This uniDch system is crass-pIstForm, 
allDuiing cades to be traded betiueen 
PC users and betiueen PC and 
PlayStation B/GameCube players. The "Dueruieui and 
Hliscellaneous Ileui Features" chapter outlines the 
steps to enter and share these codes and the 
equivalencies For uihat each unloch activates on 
each platForm. 


Promotions mean 
more options for 
creating or modifying 
your Sim's pets. 





On the PC version of The Sims 2 Pets, unlock 
codes are selected randomly every time a pet on 
any lot in any neighborhood is promoted. Unlike 
on console, they aren't revealed in any particular 
order. With each promotion, you could receive: 

^ Bandit Mask Coat Marking far Cats 
4 Bandit Mask Coat Marking far Dags 
, Black Dat Cellar far Cats 
^ Black Dat Cellar far Dags 
( Black Smiley Cellar far Cats 


^ Black Smiley Cellar far Dags 
Blue Bones Collar far Cats 
Blue Bones Collar far Dogs 
. Blue Camouflage Collar for Cats 
. Blue Camouflage Collar for Dogs 
^ Blue Fur Color far Cats 
r Blue Fur Color far Dogs 
,■ Blue Star Collar for Cats 
r Blue Star Collar for Dogs 
f Deep Red Fur Color far Cats 
^ Deep Red Fur Color far Dogs 
Goofy Fur Color for Cats 
( Goofy Fur Color for Dags 
f Green Flower Gollar far Cats 
^ Green Flower Gollar far Dags 
/ Green Fur Color for Cats 
r Green Fur Color for Dags 
^ Light Green Fur Color far Cats 
^ Light Green Fur Color far Dogs 
, Navy Hearts Collar far Cats 
^ Navy Hearts Collar far Dogs 
^ Neon Green Fur Golor for Gats 
^ Neon Green Fur Galor for Dogs 
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Nedh YeIIqw Fur Cclar fur Cats 
Nedh YeIIew Fur Cclar far Dugs 
Oranga Diagunal Cullar fcr Cats 
OrangE Diagunal Cnilar fnr Dugs 
Panda Cuat Marking far Cats 
Pink Fur Calar for Cats 
Pink Fur Calnr for Dags 
Pink VErtical StripES Cullar far Cats 
Pink VErtical Stripas Cellar far Dngs 
Purple Fur Calar fur Cats 
Purple Fur Calar fur Dags 
Stars Caat Marking for Cats 
Stars Caat Marking for Dags 


/ White Paws Cellar fur Cats 


^ White Paws Cellar fur Dags 
^ White Zebra Stripe Cullar fur Cats 
White Zebra Stripe Cellar fur Dags 


f Zebra Stripes Caat Marking far Dags 



o o (P 


Vdu don't really need to earn promo- 
tions to gain unloch codes. IF another 
PC or console player provides you their 
unloch code, you can enter it into your game to 
eetract its prize. Since codes may unioch 
different assets on PC and consoie, you may 
get something different than your console 
Friend received uiith the same code. 



Jobs by Career Level 

Level I Pet Jobs 


Career 

Job Name 

Cammands Required 

Naurs 

Days Dff 

# Wark Days 

Daily Salary (Dog) 

Daily Salary (Cats) 

Security 

Snauper Department 

Nnne 

7p-2a 

Sun B Sat 

5 

§113 

§I3D 

Service 

Vermin Cbaser 

Nane 

Bp-la 

Sun B Tues 

5 

§ID7 

§123 

Shawbiz 

Extra 

Nnne 

9a-4p 

Man B Fri 

5 

§125 

§144 



[rflOlfelP 

Cats are paid more than dogs because 
they're more difficuit to train [see 
the "Pet Training" chapter]. 



pi 
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Unlocked Breeds 





Three unlocks contain an additional bonus: a 
special unlocked breed in the Breed Bin. Once you 
unlock the color or marking, the breed is (without 
any announcement) simultaneously added for 
your use and adaptation. 


Mask Cat. 


Purple Fur Color 
for Dogs unlocks 
the Purple Pug 
(small dogs). 


Stars Coat Marking 
for Dogs unlocks 
the Star 
Dalmatian 
(large dogs). 


Bandit Mask Coat 
Marking for Cats also 
unloeks the Bandit 


[tD [D 

Unlached breeds ere merhed 
uiith the Dpen Lech icon 
end sorted at the top 
of the list. 


Weekly Average (Dog) Weekly Average (Cat) Energy Bladder Hygiene Sncial Hunger Fun Cpinfort Chew/Scratch 


§5B5 

§B50 -2 

-3 

-1 

-1 

-5 

-2 

-3 

-1 

§535 

§BI5 -2 

-3 

-2 

-1 

-3 

-2 

-3 

1 


§B25 §72D -2 -3 -I I -5 -2 -3 
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Level 2 Pet Jobs 


Career 

Job Name 

Commands Required 

Hours 

Days Dff 

# Work Days 

Daily Salary (Dog) 

Daily Salary (Cats) 

Security 

Guard Pat 

Stay 

5p-l2a 

Sun & Sat 

5 

§2DD 

§23D 

ScrvicG 

Therapy Pet 

Shake 

8a-3p 

Sun & Sat 

5 

§I9D 

§218 

Showbiz 

Understudy 

Speak 

IDa-4p 

Tues & Fri 

5 

§220 

§253 


Level 3 Pet Jobs 


Career 

Job Name 

Commands Required 

Hours 

Days Dff 

# Work Days 

Daily Salary (Dog) 

Daily Salary (Cats) 

Security 

Contraband Sniffer 

Speak 

I2p-Gp 

Wed, Sat, Sun 

4 

§353 

§40G 

Service 

Seeiog-fye Pet 

Come 

8a-2p 

Thu, Fri, Sat 

4 

§335 

§385 

Showbiz 

Stunt Double 

Roll Over 

8a-lp 

Mon, Tue, Wed 

4 

§388 

§44G 

Level 4 Pet Jobs 

Career Job Name 

Commands Required 

Hours 

Days Dff 

# Work Days 

Daily Salary (Dog) 

Daily Salary (Cats) 

Security 

Pet Corps 

Play Dead 

8a-lp 

Sun, Tue, Thu, Sat 

3 

§G70 

§77D 

Service 

Rescue Pet 

Roll Over 

8p-la 

Mon, Tue, Wed, Thu 

3 

§G3G 

§731 

Showbiz 

Star 

Play Dead 

I2p-4p 

Sun, Wed, Fri, Sat 

3 

§737 

§847 


Ownership 

Pets, somewhat like Sims and their beds, feel 
a sense of ownership over certain objects, 
preferring them over all others and using them 
exclusively unless unavailable. Unlike Sims, 
however, they tend to be very protective of things 
they've deemed to belong to them alone, even 
fighting to scare off an impinging rival. 



To avoid fights, make 
sure every pet has his 
own bed. 



1 Jl I 


Pets can claim ownership over: 

Pet bowls 

^ Chairs 

Pet beds 

, Bay window 

Pet houses 

^ Scratching posts 

Sim beds 

Feline Birdie Stick 

Couches 

' Chewinator by ChompCo 


H pet can claim auinership auer only 
□ne dF each hind of item [the ane uiith 
his highest Duinership scare]. In ether 
uiards, ane day uiMI euin enly ane bauil. 



Here's how it works. Every time a pet uses an 
object, it gains Ownership points over it. Once a 
pet has Ownership points toward an object, it will 
increasingly go to that object exclusively to 
satisfy its Need. 
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Weekly Average (Dog) Weekly Average (Cat) Energy Bladder Hygiene Sncial Hunger Fun Cptnfort Chew/Scratch 


§l,D0D 

§1,I5D 

-2 

-3 

-1 

-1 

-5 

-3 

-3 

-1 

§B5D 

§I,D90 

-2 

-3 

-1 

1 

-5 

1 

-3 

-1 

§I,IDD 

§1,2B5 

-2 

-3 

-1 

-1 

-5 

-2 

-3 

-1 


Weekly Average (Dog) 

Weekly Average (Cat) 

Energy 

Bladder Hygiene 

Sncial Hunger 

Fun 

Cumfurt Chew/Scratch 

§1,412 

§I,G24 

-2 

-3 -1 

-1 -5 

-2 

-3 -1 

§1,340 

§1,540 

-2 

-3 -1 

1 -5 

-2 

-3 -1 

§1,552 

§1,784 

-2 

-3 -2 

-1 -5 

2 

-3 -1 


Weekly Average (Dng) 

Weekly Average (Cat) 

Energy 

Bladder Hygiene 

Sncial Hunger 

Fun 

Cumfurt Cliew/Scratcli 

§2,DID 

§2,310 

-2 

-3 -1 

2 -5 

-2 

-3 1 

§1,008 

§2,103 

-3 

-3 -1 

-1 -5 

1 

-3 1 

§2,211 

§2,541 

-2 

-3 -1 

-1 -5 

-2 

3 -1 


Hny number dF pets can emass 
Ouinership points For an object at the 
same time, it's possible For every pet 
in a house to Feei it "ouins" a pet dish. liJho ouins 
a dish more is reaiiy the issue; luhen tuio pets hsue 
□uinership points over an object, cheiienges ensure. 




Ownership battles may 
seem petty, bat they're 
critical for pets. 


When one pet witnesses another pet using 
an object for which it has gained significant 
Ownership points, it can Challenge the other pet. 
Challenge is an interaction in which each pet's 
Ownership points are compared— the pet with the 
most points further cements its dominance over 
the object. The pet with the higher Ownership 
points gains a bonus number of Ownership points, 
and the loser surrenders some of its points. 

You can tell when a challenge is occurring 
when one pet hisses or growls at another that's 
using an object. The challenging pet's negative 
thought bubble also shows the object in dispute. 
The pet using the object will stop interacting with 
it and will engage in the challenge. 
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whether or not a pet mounts an ownership 
challenge can depend on: 

^ RelatiDnship: If the challEngEr has a Pask dp Mina RElatianship 
with tha challangEE, thay may daEida ta farga a ahallanga. 
CanvEPsaly, an Enamy Ralatianship will inaraasa tha adds af a 
ahallangE. 

( Ralatianship Laval: Tha ahallangBr's laval nf Daily and Lifatima 
Ralatianships aan inaraasa ar dacraasa tha likalihnad af 
a ahallangE. 

' Furinus: If tha ahallangar is Furinus with tha ahallangEE, 
a ahallangB is mara likaly. 

,■ AggrassivE Trait: If tha ahallEngEr has tha Aggrassiva trait, it's 
mara likaly tn maunt 
a ahallanga. 

How a pet reacts to or forces a challenge 
depends on its Personality. Given the combination 
of traits, the result is usually one of the following: 

< Tha laser laavas 

Tha laser laavas and tha winner begins using tha abjaat 

r Batb pats intaraat tn dramatize tba annfliat — barking/hissing, 
abasing, fighting. Whiah af thasa neaurs alsn dapands an 
Parsanality. In tha and, tha Insar leaves and tha winnar may nr 
may nat use the abjaat. 

S [rDoi^(^ 

C Kittens and puppies don't gain 
* Duinership and don't participate or 
inspire chaiienges. 


Pet Behavior 

Much of the joy in pets is observing what they do 
with their time. In The Sims 2 Pets, that joy comes 
from seeing them act as you'd expect from their 
species or Personality. There are several things 
that drive dogs to be dogs and cats to be cats, and 
(for example) Hyper pets to be Hyper. 



D=i](S]'[^p 

Pets mag trg to sleep near a Sim or 
another pet uiith uihom theg have a 
master, Pach, or mine Relationship uiith. 

Food Behaviors 

Pets are keenly interested in food. You'll see this 
in several ways: 

^ If tbair Hunger is low and tba fond bawl is empty, pats 
may appeal ta a Sim tn fill tha bnwl (with the Ask for Fund 
intaraatian). 

r If a Sim is praparing any kind af fend, pats may stnp what 
thay’ra daing ta ahserva. 

/ If a Sim is Eating, pats may appraaah and watah them eat nr 
Evan hag far fnad. If tha Sim shares thair fond, pats ramamhar 
and ara mnra likaly tn bag from Sims who hava shared bafare. 

( If a Sim draps a plata af Sim fnad an tba flaar, a pat may aat it. 
This bahaviar can be disanuragad nr ananuragad with sanlding 
nr praising. 

< Pats bacama pratactiva nf tha bawl tbay'va used most aftan, avan 
fending nff atbar pats that try ta use it. 

(See tba "Dwnarsbip" sactinn.) 

Unpredictability 

Cats and dogs will frequently do things for 
reasons we will never understand. Many of these 
behaviors are tied to Personality traits, but most 
just happen because pets are pets: 

r Dags bark far nn raasnn. 
f Dags and cats run back and forth. 

# Nighttime howling or yowling. 

f Tail-ahasing. This is more likaly if the pat is Doofus and lass 
likely if Ganius. 

' Cats running around performing random acrobatics 
("Cat Crazias"). 
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Reacting to Events 

Pets often react to things that Sims are too busy 
or too unaware to notice: 

^ Approaching Sims, pats, strays, or wild animals whan thay visit 
tha lot. 

^ Looking at Sims or pats whan thay pass. 

^ Barking or yowling whan thay haar distant pats (ambiant off-lat 
pat naisas). 

4 Fascination with stinky or unpleasant things (trash piles ar dirt). 

Pets frequently become agitated or interested 
when noisy or exciting things happen around 
them. For example: 

TV, stereos, or karaoke machines that are playing 
^ Sims or pets fighting 
4 Burglar 
4 Mian abductions 
^ DJ booths 
^ Sims dancing 
^ Sims warking aut 
Cars or other vehicles 
^ Microwave running 
^ Fund pracessnr running 

Same af these events or abjects 
are limited to certain preuiaus 
eepansian pachs. 


Trait-Based Behaviors 

Some events trigger different responses in 
different pets, based on their traits and species. 
They may, for example, be more likely to growl at 
the Mail Carrier if Aggressive, or flee from a 
doorbell if Cowardly. 


[tD 

liJhen a pet's traits qualify it far 
mare than ane reactian tn a stimulus, 
the first ane ta arise is the ane 
that'll happen. 


(at Crazies 

Beyond the trait-based behaviors, adult and 
elder cats exhibit an additional array of random 
weird behaviors collectively termed "Cat 
Crazies." These oddball and seemingly pointless 
frenzies usually revolve around the catnip and 

other cat toys 
but can also 
happen any time 
without warning. 

who's got the “Cat 
Crazies?!" Who does?! 


Memories 

Like Sims, cats and dogs collect memories of 
significant moments. These are displayed in 
the pet's Petology/Memories panel. When 
they dream, they frequently dream about 
their memories. 


Pet Death 

Pets can die only of old age. When the random 
and/or Kibble of Life-extended number of elder 
days are up, the Grim Reaper comes to take the 
pet to the great dirt pile/catnip patch in the sky. 
The Sims who knew the pet may be sad, but the 
pets seem quite pleased. 





-iri'.iijiii'sci.iciin 
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Go get the stick in 
the afterlife, boy. 
Go get It! 


A dead pet 
is replaced with 
a tombstone 


or urn— depending on where it shuffled off the 
mortal coil— that functions exactly like a normal 
Sim tombstone or grave. They even produce 
ghosts of departed pets. 


Pet Ghosts 

Pet ghosts arise and are colored like Sims who 
died of old age. Pet ghosts can interact only with 
other ghosts (pets and Sims). 


[rD[n]'[b,(p 

Since pets can die nniy of Did age. 
inspiring them tn run auiag is one 
method For getting rid of a pet; gou 
can aisD put it up For adoption or transFer it to 
another Sim. 



Why Pets Run Away 

Running away can be triggered by several events, 
many of which depend on a particular pet's traits. 
Pet may run away when: 

< IhEy'rE chasEd by anathEr pEt. This is aioPE liksly far 
Cowardly pEts. 

I ThEy'rE chasEd by a wolf. 

( Ihay Idse a fight with anothar pat. 



Run Away 

Most pets are loyal to the core, but 
there may come a time when they feel 
it's necessary to run away into the cold 
cruel world of stray pets. Chances are, 
this will happen to you at some point, 
so it's important to understand why and 
how it happens and what you can do. 
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^ They amass faur ar mara Enamy Ralatianships with pats and 
Sims in thair hnusahald. 

A fira braaks nut. 

^ Tha Sim with whnm a dag has a Mastar Ralatianship dias. 

Tha last Sim with whnm a aat has a Mins Ralatianship dins. 

4 A ralatianship is sa damaged that a Master ar Mine Ralatianship 
is last. 

They're sa starved far attentiaa that their Snaial Need drnps 
halaw -85. 



Vau can preuent pets from euer 
running auiay by surrounding the iot 
uiith an uninterrupted fence and a 


gate set to euciude pet use. 


The chances of a pet running away in any of 
these circumstances is affected by their collective 
Daily and Lifetime Relationships with all other 
pets and Sims in the household; the better their 
collective relationships, the less likely they'll 
run away. 


When a Pet Runs Away 

If one of your Sims' pets hightails it ofFthe lot, 
it needn't be forever. ..unless you want it to be. 



Runaway pets are still part of your Sims' 
household, but their portrait shows that 
they're lost. 


A runaway pet's portrait along the screen's 
left side will be marked with a Runaway icon. You 
can't select it until the runaway returns. 


0 0 

There is no time limit for reporting an 
uncollered pet lost as long as another 
household doesn't adopt it. Houieuer, 
since that can happen only luhen you're playing 
the other household, you have control of that 
possibility. 



Recovering a pet can happen in several ways: 



Ssnd a Sim ta the phana and use the Rnpart Lost Pet intEr- 
aation. RagardlEss af whEthar ar not thn pat has a aallar, your 
Sims will Evaatually racaiva a 
phana aall asking if you want 
tha pat raturnad. If you salaat 
Yes, tha pat is raturnad by tha 
Cap and is rastarad to tha 
hausahold. If you salaat No, tha 
pat is parmanantly ramovad 
from tha hausahold and 
addad to tha naigh- 
borhaad's adoption pool. 
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^ If the pet has a cellar, yau dan't need ta rapart the pat last. 

Each day, there's a randam but declining chance that anather 
Sim nr the Cap will phane ta say they fnund the lost pet and ask 
if yau want it baek. If you select Yes, the pet is returned by the 
Cap and restored ta the household. If you select No, the pet is 
permanently removed from the household and added ta the 
neighborhood's adaption pool. The chance of this eall declines 
each day; after a while, no call will come. 

f If a pet runs away from a lot and it appears as a stray when 
you're playing anather lot, Sims in the current household can use 
the Call Pet's Owner interaction ta contact the owner — if the pet 
has a eollar DR if the pet is cellarless but someone in the 
current household has a Daily relationship above D with the pet. 
The owner will visit shortly to retrieve the lost pet, giving thanks 
and getting a Daily relationship boast towards the Sim that 
called, and may offer a monetary reward. 







IF a Sim calls to rsport a Found pst 


W 1 

during hours uihen oFF-lot Sims ars 


— k.J 

aslaap, you'll gst ths standard 

nlghttims rssponse. Try again in ths morning. 


[j=j]Oi^[P 

IF you maue a hausehald to a neui lat 
uihile ana of its pets is last, tha pet 
uiill be autamatically remaued Fram the 
hausehald and added ta the adaptian paal. 



Caged Pets 

In addition to cats, dogs, puppies, and kittens, 
your Sims can also own caged pets. These pets 
aren't as complex as cats and dogs, but they do 
require some responsibility from your Sims and 
offer some of the more complex pets' Social 
and Fun benefits. 


Some of the joy and 
only a bit of the work 
make caged pet 
ownership an 
attractive option. 


There's also a neui saltuiater aquarium 
Found in Buy mode catalog in the 
Decoratiue > miscellaneous sort. 

Caged pets come in two varieties: 

r Wnmrats: small hamstarlika mammals that can be baught far tha 
FMCU 3D0D habitat. 

.• Bird: tragical birds can ba baught far tha Tropica Avian 
Sanctuary birdcage. 

Though they can do different things, these 
pets are fundamentally the same: 

f Ynu purchase the pet's empty eage from the Buy Mode catalog 
(Miscellaneous: Pets). The pet is added by using the cage's 
Restcck interaction. 

. A caged pet's Mood is based cn whether its eage is clean and 
it's been reeently fed. Feeding cests money. 
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^ If a pat's MddcI drops, it bacomas faul-tamparad, biting anyona 
wba trias to intaraat with it. 

^ If a pat isn't fad, it avantoally dias af starvation. Vary hungry 
pats will squaak fraquantly whan hungry and flash food 
saroam bubblas. 

^ If tha aaga isn't alaanad, it gats dirtiar and dirtiar, lawaring tha 
pat's Mood and making it offaativaly unavailabla to intaraat with. 

Sims aan watah a aagad pat for Fun. 

^ Cagad pats can only bo disposad of if thay dia or if a Sim doas 
tha Sat Fraa intaraction. 

A dirty caga or daad pat lowars tha Eoviroomaot scora in tha 
room and attracts flics. 



There are also some important difFerences 
to keep in mind: 

' Cost: Womrats cost §7D to stock while birds cost §4DD. 


Teaching birds to 
talk makes them 
valuable and always 
available sources of 
Social satisfaction. 


^ Both kinds of pets can be taken out and played with for Fun. 


. Birds can perch on Sims' shoulders with the Carry interaction. 



Hagressiue 
reactions tn 
caged pets 
can be trained auiag nr 
reinforced uiith praise 
or scoiding. 


Birds can be taught to talk. This training is identical to 
teaching a toddler to talk but is, like all pet training, sped 
by the Sim's Charisma level (up to 25 percent faster for 
Charisma ID). Sims can thereafter talk to the bird to 
gain Social in addition to Fun. 

^ You can open the bird's cage and 
let it fly around the lot; anyone 
watching the bird fly will gain 
Fun. Birds won't leave the lot 
and can't be caught by 
watching cats and dags. 


^ Cats and dogs can watch a caged pet. If the cat or dog is 
Aggressive or has a depleted Hunger Need, there's a chance the 
pet will die of fright. 
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Chapter 4 



Ideally, a pet is a boon to a Sim's life. It offers 
interesting new things to do, no-charge Fun 
satisfaction, an additional household income 
stream, and a ready and reliable source of Social 
satisfaction. For a humble pet to fulfill this heady 
role, however, the pet must be well trained. 

Sims luho live alsne or Shy Sims uihs 
hsuB difficulty mshing friends uiiii 
benefit mast from a pet. The ampie Fun 
and Suciai satisfaction a pet provides heaps these 
usuaiiy troublesome needs uiell under control for 
even the most insular Sims. 


This chapter covers the intricacies of training 
pets to behave better and perform commands 
that bring them under your indirect control. 

Why Train? 

Investing time in training pets benefits you and 
your Sims. The early time commitment pays 
off handsomely because a trained pet is more 
self-regulating and more controllable. More self- 
regulation means the pet distracts your Sims less 
from their obligations (serving only as a positive 
presence), and more control means you can 
reliably get pets to do what you want (meaning 
less micromanagement for you). 

Of course, there's another reason to train 
that has nothing to do with easing anyone else's 
burden. You can train a pet in negative behaviors 
as well. This makes them more Destructive (for 
example), but if that's what you want, you 

0 


probably aren't concerned with your Sims' 
efficient time management anyway. It's all 
about the pain! 



Untrained pets force 
your Sims to take time 
out from their jobs, 
relationships, and 
other obligations. 
Invest time early and 
pets will take care 
of themselves. 


There are two distinct types of training: 

■ REinfarced BEhaviar 
< Cammands 


Reinforced Behavior 

Untrained pets do, mostly, whatever their Needs 
and Personality compel them to do. An untrained 
dog won't distinguish between relieving itself 
inside or outside, but a Finicky dog may naturally 
prefer the former. To overcome or buttress the 
pets' natural tendencies, you can reinforce 
(positively or negatively) the things they do so 
they'll autonomously behave as you desire. 



[roiOfelP 

Reinferced behauiers increase the 
adoption uaiue of a pet by up to §400 
[doys] or §400 [cats] per behavior. 
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Praising and Scoiding 

Behavior is reinforced by either the Praise for. . . 
or Scold for... interactions. Praising teaches 
the pet to do the kind of thing for which it was 
praised and not do the opposite. Scolding, 
conversely, instructs them to stop doing the kind 
of thing they were doing and do the opposite. 




Giuiny a pet a treat mhen it has the 



teachable mnment lean an its picture 



has the same resuit as praisiny. 

encaurayiny the pet ta behaue in the same may 

in the future. 



Praising and scolding 
guide your pets into 
whatever behavior you 
want them to perform 
autonomously. 



Daily Relatianship is affected by 
Preise for... and Scald for... interac- 
tians, SD try to train by praise 
luheneuer passible. If yau heue ta scald, fallaui it 
up uiith s Glue Laue... interactian befare yaur Sim 
maues an. 


Skillful use of praising and scolding will 
quickly transform your Sim's pets into low- 
maintenance members of the household, readily 
able to improve the lives of their Sim family. 


Teachable Moments 

when your pet is doing something that can be 
reinforced, a circular arrow icon appears on the 
pet's portrait on the left side of the screen. 


Pets showing this icon have done something that 
can be reinforced. Praise or scold them before the 
icon disappears to seize the teachable moment. 


This icon— along with the 
opportunity it represents— is fleeting. Once it's 
gone, the Praise for. .. and Scold for... interac- 
tions become unavailable. Note that a teachable 
moment's clock stops when you initiate the Praise 
for... /Scold for..., so even if your Sim is clear 
across the lot, he or she won't lose the oppor- 
tunity to reinforce just because it's a long walk. 



when a pet is 
doing something 
reinforceable, the 
Praise for... and 
Scold for... menus 
become available 
to your Sims. 


Praise for. . . and Scold for. . . are available only 
for the most recent action. If you don't initiate a 
Praise for. . ./Scold for. . . before the pet moves on 
to another reinforceable action, the prior action 
disappears; pets have very short memories. 
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Reinforceable Behaviors 

Pets can be trained in up to eight reinforceable 
behaviors. Each behavior has a positive and 
a negative extreme. Praising for positive actions 
or scolding for negative actions trains the pet 
toward the positive end. Praising for negative 
actions and scolding for positive ones trains the 
pet toward the negative end. 

[rOOlElP 

Learned behaviers far each pet are 
displayed in its Petnlngy panel under 
Learned Behauiors. Pointing at the top 
oF the icon displays a description oF the positive 
behavior. Pointing at the bottom oF the icon shouis 
a description oF the negative behavior. 



Positive Behavipr 

Calm 

Clean 

Eats Pet Food 
Housebrokan 
Playful 


Negative Behavior 


Disruptive 



Filthy 

Fats Sim Food 

Yardbrokan 

Hostile 





L«dine<J Odiidviurb 




Respectful 


Destructive 



Stays nff Furniture 


Goes on Furniture 




Stays off Sim Beds Gees on Sim Beds 

Learned Behavior Actions 


To see what action 
can be reinforced, 
select the Praise for. 
or Scold for... 
interaction menu. 

Each of the 
eight behaviors 
is associated 
with several specific actions for which a pet can 
be praised or scolded. Reinforcing any actions 
for a behavior will train the pet in all of them. 


A pet’s Learned Behavior panel shows 
every behavior it has had reinforced. 

A mostly green bar indicates that current 
behavior training is positive, and mostly 
red means current behavior is negative. 
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For example, scolding a dog for eating trash will 
train it toward the positive behavior of Clean and, 
therefore, also make it less likely to jump out of 
the bath. 

Reinforceable Actions 


Action 

Train by Praising 

Train by Scolding 

Who 

Ask for Treat 

Playful 

Hostile 

All 

Chase (pet-ta-pet) 

Hostile 

Playful 

Cats. Dogs 

Chase (pet-tG-Sim) 

Hostile 

Playful 

Cats. Dogs 

Chewing Chew Toy 

Respectful 

Destructive 

Dogs 

Chewing FInwers 

Destructive 

Respectful 

Cats. Dogs 

Chewing Objects 

Destructive 

Respectful 

Dogs 

Chewing/Scratching 

Hnmewnrk 

Destructive 

Respectful 

Cats. Dogs 

Digging in the Lawn 

Filthy 

Clean 

Dogs 

Dig through Trash 

Filthy 

Clean 

Dogs 

Drinking frnm Puddles 

Filthy 

Clean 

Cats. Dogs 

Eat Fond nff Counters 

Eats Sim Food 

Eats Pet Food 

Cats 

Eating Fond nff Plates 

Eats Sim Food 

Eats Pet Food 

All 

Eating Pet Fond 

Eats Pet Food 

Eats Sim Food 

All 

Eating Trash 

Filthy 

Clean 

Dogs 

Escaping frnm a Bath 

Filthy 

Clean 

Dogs 

Fight 

Hostile 

Playful 

Cats. Dogs 

Finishing a Bath 
without Escaping 

Clean 

Filthy 

Dogs 

Getting Dp on 
Chairs/Couches 

Gets on 
Sim Furniture 

Stays off 
Sim Furniture 

Cats. Dogs 

Getting Dp on 
Counters 

Gets on 
Sim Furniture 

Stays off 
Sim Furniture 

Cats 

Groom Self 

Clean 

Filthy 

Cats 

Growl/Hiss at 
Puppies/Kittens 

Hostile 

Playful 

Cats. Dogs 

Bark/Growl/Hiss 

(pet-to-petl 

Hostile 

Playful 

Cats. Dogs 

Bark/Growl/Hiss 

(pet-tn-SimI 

Hostile 

Playful 

Cats. Dogs 

Hiss/Bark at 
Contained Pet 

Hostile 

Playful 

Dogs 


Actioo 

Train by Praising 

Train by Scniding 

Who 

Hug (pet-to-SimI 

Playful 

Hostile 

Gats. Kittens 

Lick Toddler 

Playful 

Hostile 

Large Dogs 

Nuzzle Puppies. Kittens Playful 

Hostile 

Gats. Dogs 

Pee in Litter Box 

Housebrnken 

Yardbrnken 

Gats. Kittens 

Pee on Bushes. 
Flowers, or Trees 

Housebrnken 

Yardbrnken 

All 

Pee on Flamingo 
or Gnome 

Housebrnken 

Yardbrnken 

All 

Pee on Floor 

Yardbrnken 

Housebrnken 

All 

Pee Dutside 

Housebrnken 

Yardbrnken 

All 

Pet Play 

Playful 

Hostile 

All 

Play Cat Teaser 
(pet-to-Sim) 

Playful 

Hostile 

Gats. Kittens 

Play Fetch 
(pet-to-Sim) 

Playful 

Hostile 

Dogs 

Play Finger Wiggle 
(pet-to-Sim) 

Playful 

Hostile 

Gats. Kittens. 
Puppies 

Play in Water Wiggler 

Clean 

Filthy 

Dogs 

Play Razzle 
(pet-to-Sim) 

Playful 

Hostile 

Dogs 

Play Toss in Air 

Playful 

Hostile 

Gats. Kittens. 
Puppies 

Relax on Sim Bed 

Goes on 
Sim Beds 

Stays nff 
Sim Beds 

Gats. Dogs 

Roll in FInwers 

Filthy 

Glean 

Dogs 

Roll in Puddle 

Filthy 

Glean 

Dogs 

Rolling in Dirt 

Filthy 

Glean 

Dogs 

Rolling in Trash/Ashes 

Filthy 

Glean 

Dogs 

Ruh Belly (pet-to-Sim) 

Playful 

Hostile 

Dogs 

Running Around Crazily Disruptive 

Galm 

Gats. Dogs 

Scratch Cat Condo 

Respectful 

Destructive 

Gats 

Scratching Dhjects 

Destructive 

Respectful 

Gats 

Scratching 
Scratching Post 

Respectful 

Destructive 

Gats 

Sit/Lie in Bay Window 

Stays nff 
Sim Furniture 

Gets on 
Sim Furniture 

Gats. Dogs 

Sit/Lie in Pet Bed 

Stays nff 
Sim Furniture 

Gets on 
Sim Furniture 

All 


nn 
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Reinforceable Actions continued 



Actien 

Train by Praising 

Train by Scnlding 

Who 

Sit/Lie in 
Pet House 

Stays off 
Sim Furniture 

Gets on 
Sim Furniture 

All 

Sit/Lie on 
Cat Condo 

Stays off 
Sim Furniture 

Gets on 
Sim Furniture 

Cats 

Sit/Lie 
on Ground 

Stays off 
Sim Furniture 

Gets on 
Sim Furniture 

All 

Sleep in Bay Window 

Stays off 
Sim Beds 

Coes on 
Sim Beds 

Cats, Dogs 

Sleep in Pet Bed 

Stays off 
Sim Beds 

Coes on 
Sim Beds 

All 

Sleep in Pet House 

Stays off 
Sim Beds 

Coes on 
Sim Beds 

All 

Sleep on Cat Canda 

Stays off 
Sim Beds 

Coes on 
Sim Beds 

Cats 

Sleep on Chair 

Gets an 
Sim Furniture 

Stays off 
Sim Furniture 

Cats 

Sleep on Couch 

Gets on 
Sim Furniture 

Stays off 
Sim Furniture 

Cats, Dogs 

Sleep on Ground 

Stays off 
Sim Beds 

Coes on 
Sim Beds 

All 

Sleep on Sim Bed 

Coes on 
Sim Beds 

Stays off 
Sim Beds 

Cats, Dogs 

Sniff Ground 

Calm 

Disruptive 

Dogs 

Sniff Other Pets 

Calm 

Disruptive 

Dogs 

Stroke (pet-to-Sim) 

Playful 

Hostile 

All 

Use Catnip Toy 

Playful 

Hostile 

Cats 

Use Chew Toy 

Playful 

Hostile 

Dogs 

Use Feline Birdie Stick 

Playful 

Hostile 

Cats, Kittens 

Watch TV 

Calm 

Disruptive 

Cats, Dogs 

Yawling/Howling 

Disruptive 

Calm 

Cats, Dogs 



Calm 

Calm pets are quiet. 

Train by praising: 

^ Sniff Ground 
' Sniff Dthor Pots 


. Watch TV 


Train by scolding: 

V Running Araund Crazily ^ Yowling/Howling 


Clean 

clean dogs put up with 
their baths. 


Train by praising: 

Finishing a Bath withaut Escaping 
Graam Saif 

' Play in Water Wigglar 



Train by scolding: 

Digging in the Lawn 
Dig through Trash 
' Drinking from Puddles 
f Eating Trash 
I Escaping from a Bath 


' Roll in Flowers 
< Roll in Puddle 
' Rolling in Dirt 
I Rolling in Trash/Ashes 


Destructive 

Destructive pets 
are a major 
distraction; break 
these habits early. 


Train by praising: 



Chewing Flowers 


Chewing Dbjects 


f Chewing Homework 


< Scratching Objects 


Train by scolding: 

r Chewing Chew Toy < Scratching Scratching Post 
f Scratch Cat Conda 


Protected by copyright. Unauthorized or unlawful copying or downloading expressly prohibited. 



Disruptive 

Disruptive pets 
wake Sims by 
howling or yowling. 


Train by praising: 



4 Running Around Crazily ^ Ynwling/Howling 


Train by scolding: 

^ Sniff Ground ^ Watch TV 

Sniff Other Pats 



Train by praising: 

Eating Pat Food 

Train by scolding: 

^ Eat Food off Counters 

Eats Sim Food 

Pets trained to eat 
Sim food will eat from 
dirty dishes and beg 
at the table. 


^ Eating Food off Plates 



Train by praising: 

Eat Food off Counters Eating Fond off Plates 

Train by scolding: 

Eats Pet Enod 

Filthy 

If you like holes m 
the yard, tram pets 
to be Filthy. 


Train by praising: 

Digging in the Lawn 
. Dig through Trash 
^ Drinking from Puddles ^ 

,■ Eating Trash ^ 

^ Escaping from a Bath 

0=0 O 

Td pets, puddles ere puddles, uihether 
they're made uF yummy chuculate, 
□uerFluuiiny mater, □r,„um,„anything 
else, IF having to match pets drinh From their umn, 
other pets', or Sims'. „um. ., you hnom. isn't reason 
enough to train pets to be Clean [scold For 
drinhing From puddles), me don't hnom mhat is. 



Rail in Flowers 
Rail in Puddle 
Railing in Dirt 
Railing in Trash/Ashes 



Train by scolding: 

. Finishing a Bath without Escaping 
^ CrDDm Self 
^ Play in Water Wiggler 
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Gets on Sim Furniture 


Pets on the furniture 
can be a problem, but 
if you train them out of 
It, Sims can’t snuggle 
with cats on the couch. 


Train by praising: 


Hostile 

Hostile pets will act out 
their most aggressive 
tendencies. 

Train by praising: 

V ChasE (pat-tD-pat) 
i Chase (pat-ta-Sim) 


( Bark/Growl/Hiss (pat-tD-pat) 
'■ Bark/Grawl/Hiss (pat-tD-Sim) 


f Batting Up an Chairs/Cauchas ^ Slaap an Chair 

f Catting Up an Cnuntars ^ Slaap an Caach 


r Fight ' Hiss/Bark at Cantainad Pat 

r Grawl/Hiss at Puppias/Kittans 


Train by scolding: 

Sit/Lia in Bay Windnw i Sit/Lia an Cat Canda 

Sit/Lia in Pat Bad ^ Sit/Lia an Graand 

^ Sit/Lia in Pat Hausa 


Goes on Sim Beds 


Sim beds give pets lots 
of new places to sleep. 


Train by praising: 

< Relax on Sim Bad 
, Slaap an Sim Bad 



Train by scolding: 

' Sleep in Bay Window ' Sleep on Cat Canda 
Slaap in Pat Bad Sleep on Ground 

Sleep in Pat House 



pr* . 1 , ji i I 


Train by scolding: 

r Ask for Treat 
f Hug (pat-to-Sim) 

Lick Taddlar 

f Nuzzle Puppies, Kittens 
Pat Play 

Play Cat Taasar (pat-to-Sim) 
f Play Fateh (pat-to-Sim) 
r Play Finger Wiggle (pat-to-Sii 


' Play Razzia (pat-to-Sim) 
f Play Toss in Air 
' Rub Bally (pat-to-Sim) 
r Stroke (pat-to-Sim) 

^ Use Catnip Toy 
^ Use Chaw Toy 
I Use Falina Birdia Stick 


Housebroken 


Housebroken pets will 
only pee outside or in 
litter boxes. 



Train by praising: 

r Pee in Litter Bax . Pee an Flamingo or Gnoma 


f Pee an Bushes, Flowers, or Trees Pee Dutsida 


Train by scolding: 

4 Pee an Floor 


Protected by copyright. Unauthorized or unlawful copying or downloading expressly prohibited. 



Playful 



Train by praising: 

^ Ask for Treat 

^ Play Razzle (pet-to-Sim) 

^ Hug (pet-to-Sim) 

.• Play Toss in Air 

^ Lick Toddler 

,• Rub Belly (pet-to-Sim) 

^ Nuzzle Puppies, Kittens 

! Stroke (pet-to-Sim) 

^ Pet Play 

, Use Catnip Toy 

^ Play Cat Teaser (pet-to-Sim) 

,• Use Chew Toy 

^ Play Fetch (pet-to-Sim) 

, Use Feline Birdie Stick 

^ Play Finger Wiggle (pet-to-Sim) 

Train by scolding: 

^ Chase (pet-ta-pet) 

'■ Bark/Growl/Hiss (pet-ta-pet) 

^ Chase (pet-ta-Sim) 

^ Bark/Growl/Hiss (pet-to-Sim) 

^ Fight 

! Hiss/Bark at Gantained Pet 

^ GrnwI/Hiss at Puppies/Kittens 


Train by praising: 

f ChEwing Chew Toy ^ Scratching Scratching Past 
f Scratch Cat Canda 

Train by scolding: 

^ Chewing Flcwcrs f Chcwing/Scratching Hamcwark 

^ Chewing Objects : Scratching Objects 

Stays off Sim Beds 

Keep Sims' beds free 
by teaching pets to 
stay off 


Train by praising: 

^ Sleep in Bay Window ^ Sleep an Cat Canda 

^ Sleep in Pet Bed ^ Sleep an Grnund 

, Sleep in Pet House 

Train by scolding: 

^ Relax on Sim bed Sleep an Sim bed 




Stays off Sim Furniture 


Pets won't climb on the 
furniture, but they'll 
find other interesting 
places to relax. 
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Train by praising: 

^ Sit/Lie in Bay Window i Sit/Lia an Cat Condo 

^ Sit/Lia in Pat Bad < Sit/Lia an Ground 

^ Sit/Lia in Pat Hausa 


Train by scolding: 

/ Catting Up an Chairs/Cauahas Slaap on Chair 
/ Catting Up an Countars ^ Slaap on Cauah 


Yardbroken 

To Yardbroken pets, 
the outside is a place 
to run around, but 
anywhere inside is 
their toilet. 


Train by praising: 

f Pee an Floor 



Train by scolding: 

f Pee in Litter Box . Pee on Flamingo or Gnome 


Pets uiith certain traits are naturally 
more nr less lihely to enyaye in certain 
reinPnrceable actions. Hyyressiue 
pets. For SKample, are more lihely to grouil or hiss. 
This natural state has no effect on houi easy or 
difficult a pet is to train; although the pet's 
"natural" behauior tends more touiard one of the 
eetremes, it's still considered neutral For training 
purposes. Dnly the Genius or DooFus traits affect 
training, and that's a matter of speed rather than 
difficulty [see the "Training Speed" section). 



Learned Behaviors Training Meter 

when your Sims praise or scold a pet, a training 
bar appears above the pet's head to reflect the 
progress of the training. Unlike conventional skill 
progress bars, however, these bars reflect both 
positive and negative states (think of it as -100-100 
with all pets starting at 0). When the bar is green, 
training is currently toward the positive end (for 
example. Clean). When it's red, training is currently 
toward the negative end (Dirty). 



f Pee un BusHes, FIeweps, ur Tpees . Pee DutsidE 


When pets are being scolded or praised, 
a two-way progress bar shows whether 
the pet IS learning the positive or 
negative behavior. 


How Behaviors are Learned 


All Create A Family, store-bought, 
and bred in-game pets and some 
adopted pets begin with no learned 
behaviors. More precisely, they 
begin with neutral learned 
behaviors. Reinforcement will 
move them away from this 
neutral state toward one 
behavioral extreme or another. 
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Every Praise for... or Scold for... interaction 
moves the pet's training a certain amount toward 
one extreme or the other. When training is moving 
down (toward the negative), the bar shows 
downward moving red circles. When it's going up 
(toward the positive), green circles move toward 
the top. 

Learned Behaviors Panel 

The Learned Behaviors panel (found in the 
pet's Fetology panel) shows the current state 
of all behaviors for which the pet has received 
reinforcement. Any not shown are neutral; for 
them, the pet will act according to its Personality 
and natural tendencies. 

The line in each behavior's meter shows the 
current training level. The dominant color also 
represents this state: If it's more green than red, 
training is positive, and vice versa. 

Completed Training 

when a pet is fully trained— either positively or 
negatively— the training bar flashes sparks. The 
behavior's bar on the Learned Behavior panel will 
reflect this success as well, filling either all green 
or all red. 


when the bar is full green or full red, the 
behavior is fully learned. 


Once a pet is completely trained, it will always 
act according to its training. A dog trained to be 
Respectful will chew only on a chew toy and never 
on the furniture. As long there's a chew toy on the 
lot, it will resist the instinct to chew furniture. 

If; however, a Need dwindles low enough and the 
only way a pet can satisfy it is to act against its 


Learned Be 



training (for example, if there's no chew toy), 
it'll have no choice but to chew furniture despite 
its training. 

0=0 0 

Learned behauiers do net decay. 


The only way to "untrain" a fully trained pet is 
to either scold it for the fully trained behavior's 
actions or praise it for the opposite actions. 

For example, if a cat is fully trained to stay off 
furniture and you direct your Sim to scold it 
for relaxing on the pet bed, its training in that 
behavior will drop. No longer fully trained, the pet 
becomes slightly more likely to do the unwanted 
behavior but will still act mostly as trained. 

Further scolding against training changes the 
probabilities further, making the pet increasingly 
likely to behave in the other direction. 

0=0 0 

IF ycu scald an praise a Fully trained 
pet auiay From its traininy, any learned 
behauior cammands [see the "Learned 
Behauiar Cammands" sectinn] uiill be Inst until Full 
training ta the preuinus eKtreme is restared. 

Thus, iF a Hausebrahen dag is scalded Far peeing 
nutside, the Ga Pee cnmmand mill be Inst until IDG 
percent Hausebrahen training is restared. 




Learned Behavior Commands 

Not only can a fully trained pet be trusted to act 
as you wish, it also becomes indirectly player- 
controllable for any fully trained behavior. Even 
though you still can't tell a trained pet what to do, 
you can tell your Sims to tell it what to do and the 
pet will, mostly, obey. 
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Fully learned behavior 
adds powerful new 
commands to your pet's 
Command menu. 

Both the positive and negative forms of each 
behavior unlock one or more commands that tell 
your petto immediately do something related to 
that behavior. 

f Calm: Ga Invastigata, Sniff.. .pat 
' Clean: Get Clean (cats aaly) 

' Destructive: Chew Stuff/Scratch Stuff 
f Dirty: Get Dirty (dags only) 

' Disruptive: Sing, Run Around Crazily 
' Eats Pet Food: Eat Food 
' Eats Sim Faad: Eat Food 
f Goes on Furniture: Get on Furniture 
' Goes on Sim Beds: Go to Bed 

' Hostile: Bark/Hiss at.. .pet or Sim, Fight with. ..pet. Chase.. .pet 
or Sim, Grawl/Hiss at baby 

^ Housebraken: Ga Pee 

, Playful: Play with. ..pet or Sim, Nuzzle Baby, Go Play 
! Respectful: Dse Chew Toy, Dse Scratching Post 
' Stays off Furniture: Go Lay Down, Go Sit Down 
< Stays off Sim Beds: Go to Bed 
^ Yardbroken: Ga Pee 

These commands are available only if the pet 
remains fully trained in the command's behavior. 
Any drop below 100 percent trained (positive or 
negative) disables the command. 

Pets will obey learned behavior commands 
immediately and ahead of anything it's chosen to 
do itself unless its Mood is less than -50. Above 



-50, obedience will depend on Relationship type 
and level toward the Sim and the pet's Personality. 

The specifics of uihet uieuid mehe a pet 
reject e cemmend are listed in the 
"neiu Seciais" chapter. 

Commands 

Commands are tricks your Sims can teach their 
pets to perform. Learning commands makes pets 
more valuable for sale, helps them get job promo- 
tions, and provides more opportunities for Fun 
and Social satisfaction for pets and Sims alike. 

Cemmands enhance a pet's adoption 
and saie uaiue by up to §3SD [dogs] or 
§39D [cats] per command. 

Teaching Commands 

Pets don't naturally know any commands; a Sim 
must teach them. This process takes time, but the 
benefits are hard to beat. There's no need to teach 
your pets every command available, but you will want 
to dedicate your time to the ones that'll have a direct 
impact on the household and your ability to control it. 

Teaching pet 
commands is more 
like standard skill 
training or teaching 
toddlers to walk. 
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Pets learn commands from Sims though the 
Teach Command. . . interaction. A Sim can only 
teach a command to a pet if the Sim is part of the 
pet's household and the pet's Mood is high enough 
relative to its relationship with the Sim. The greater 
the pet's relationship to the Sim, the worse its 
Mood can be while still accepting training. 


0 

Teach Cammand... reaembles the 
process of teaching a toddler to uialh, 
talh. and pottg train, in fact, it uiorhs 
almost eaactlg the same. 

See the "lleiu Socials" chapter For the Full 
details on houi a pet decides to accept training. 



To accept command training, a pet must be 
in a positive Mood. If it's not, it'll reject training 
much like Sims reject skill building when their 
Mood or critical Needs are dragging. 



If the pet has a good 
enotigh relationship 
with a Sim, only an 
abysmal Mood will 
preclude training. 



0^ [Dtbjlp 


Sims and pets uiiii eeit command 
training earig For the usual Plood- 
or need-related reasons For uihich 
Sims uiiii quit shiii building. The pet's progress is 
preserved, so training can resume right luhere 
you left OFF. 


During training, pets show a progress bar 
above their heads. As the command is learned, the 
bar rises. When it reaches the top, the command is 
permanently and unshakably learned. 



[S] 

Learned commands are iisted in a pet's 
Shiiis and Career panei. 


Command training builds Daily Relationship 
between pet and Sim and satisfies both Fun and 
Social Needs. Training depletes pets' Energy. 

Fun gain and Energy loss occur over time, but 
Social and Relationship changes are based on the 
interactions during training. Watch command 
training and you'll see the repeated process: 

r Sim demanstratES. 

PeI attEmpts ta rEproducE and aithar succEads nr fails. 

The lower the pet's learning bar, the more 
likely its attempt at imitation will fail. 

Social satisfaction and Daily Relationship 
changes occur at each step, and the size and 
direction of the change depend on the pet's 
success or failure. 

Training Event Pat Social Pet Daily Ral. Sim Social Sim Daily Rel. 

Sim DemGnstrates 3 D 3 D 

Pet Success 3131 

Pet Failure 3-13 -I 


Performing Commands 


il , 



II 




> >M»«I \ tMi.t 


if" '"^7 0 ^ 

1 - W, 

Ki* It*, a 

i 


Mastered commands appear in the pet's Command... interactions. 


Once a command is mastered, the pet can 
be commanded to perform it any time through 
the Command... interaction. Pets will accept 
commands from any Sim (including non-household 
Sims) according to the same Mood-based rules as 

0 
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for (earning commands. Botli the pet and the 
commanding Sim will get Fun and Social boosts from 
the interaction, and their relationship will improve. 

0=001^ (p 

Pets may perform commands on their 
ouin initiatiue if they choose. 


Both pet and Sim gain Fun satisfaction, and 
pets expend Energy while performing commands. 


Cats can be taught Use Toilet. Though it may 
seem (ike an amusing but unnecessary trick (and 
it IS amusing), this can be a very important and 
efficient command to have at your disposal. Not 
only will cats trained to use the toilet do so on 
command, but they'll use it autonomously if 
there's no litter box on the lot or all litter boxes 
are unavailable because they're too dirty or in 
use. Thus, cats can be trained to be completely 
mess free; no puddles to clean up outside and no 
litter boxes to sift. 



Teachable Commands 


Pets may be taught to: 

' CnmE Hepe (Gd InsidE, Go DutsidE) 
' Play OEad 
f RdII Dvep 
' Shaka 


f Sit Up 
f Spaak 
' Stay 

' Use lailat (cats anly) 


Most commands serve primarily as Fun and Social 
vehicles and as job promotion requirements. 
Three, however, have other purposes. 

Stay and Come Here (which also unlocks Go 
Outside and Go Inside) are required for promotions 
but are useful tools for controlling the movement 
of your Sims' pets, giving you approximately the 
same power you have over Sims. These should, 
therefore, be the first commands you teach. 




(rOOfelP 


□then cammands may appear in the 
Cemmand menu. These are unleched by 
a pet's mastery of a learned behauinr 


and can't be learned by teaching. 




[TQOlbjlP 

If you simply don't uiant to be 
bothered luith teaching commands, you 
can hire the services of the Obedience 
Trainer. For a fee, this service RPC mill teach your 
pets commands at blinding speed. The Obedience 
Trainer doesn't, homever, train in reinforced 
behaviors. See the "Oem OPCs S Lycanthropy" 
chapter for full details. 



Commands and Pet Jobs 

Pets can advance in their jobs only if they have 
the requisite commands for the next level. 

No matter how good their job performance or 
how regular their attendance, they'll never get 
promoted if they don't have the tricks for the next 
job in the career. 
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Commands required for the next promotion are also displayed 
in the pet's Skills and Career menu. 


Commands and the Careers That Require Them 

CDmmand Careers (Job LeveI) 


Come Here 

Servica (3) 

Play Dead 

Security (4), Showbiz (4) 

Roll Dvar 

Servica (4), Showbiz (3) 

Shake 

Service (2) 

Speak 

Security (3), Sbawbiz (2) 

Stay 

Security (2) 


Training Speed 


Werewolves, especially 
Charismatic ones, are 
the best pet trainers. 



The speed of a pet's training (in both learned 
behaviors and commands) is affected by 
several factors: 

^ PersDnality: Whether the pet has Either the Genius or Deefus 
trait (pets set far Normal in this trait will train at the base rate). 
Genius speeds training by 25 parcent and Daafus slaws it by 
25 pereent. In other wards, it'll taka twice as long to train 
a Daafus as it would a Genius. 

^ Species: Gats are mare willful and, therefora, more difficult 
(by 25 percent) to train. It takes 25 percent longer to train 
a cat than a dog. This is compansated for, however, by the fact 
that employed pets are paid more and thair commands and 
reinforced behaviors add more to their sale value. 

V Sim Personality: Charismatic Sims make better trainers, acceler- 
ating training by up to 25 percent of the base rate (scaled to 
the level of the Sim's Charisma skill). A Charisma 5 Sim would, 
therefare, train pets 12.5 percent faster than a Charisma D and 
12.5 percent slower than a Charisma ID. 

^ Lycanthropy: WerewolvES are natural pet trainers, speeding 
training by 25 percent. This effect occurs only when the Sim is 
actually in the werewolf state. See the "Lycanthropy" section in 
the "New NPCs 5 Lycanthropy" chapter for more detail. 

These various training bonuses/penalties are 
added together to determine what percentage 
of the base training time will be needed to fully 
train the pet. If it would take 10 hours (to pick 
a random but round number) for a Charisma 0, 
non-werewolf Sim to train a Normal (non-Genius, 
non-Doofus) dog from its neutral state, it'd take 
a Charisma 10 (-25 percent) werewolf (-25 percent) 
training a Genius (-25 percent) dog only 25 percent 
of that time or 2.5 hours. Conversely, it'd take 
a Charisma 0 non-werewolf training a Doofus 
(-1-25 percent) cat (-1-25 percent) 150 percent of 
that time or 15 hours. 
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Chapter S 



Sure, sculpting your own pets in Create a Cat and 
Create a Dog is fun, but the real challenge comes 
from rolling the genetic dice by breeding pets 
in-game. To hear the pitter-patter of tiny paws, 
build a pet family, replace an aging pet, or attempt 
to engineer an ideal super-pet, become familiar 
with how pets are bred and born and how their 
genome determines what the next bundle of joy 
will look like. 


Pet Breeding 

Pets breed only on command— via the Try for 
Puppy/Kitten with... interaction— from your Sims 
and only if 

^ IherE's a usaabla pat hausa (such as Pats' Dasiras Hausa) 
an tha lut. 

' Thara's aauthar pat af tha sama spacias, appusita sax, nat bluad 
ralatad, and uf braadabla aga in tha hausabald. 

^ Bath pats hava high Ralatianship scares with tha cammanding 
Sim (Daily Ralatianship > 25, Lifatima Ralatianship > D). 

' Bath pats have high Ralatianship scares taward each uthar 
(Daily Ralatianship > 25, Lifatima Ralatianship > D). 




A pet house must 
exist on the lot, and it 
must not be filthy or 
occupied, otherwise 
pets won't be willing 
or able to use it. 



OOllElP 

Hmang dogs, size is not an issue in 
breeding. Large and small dogs can 
breed as if they mere the same size. 





male pets can continue to breed once 
theg become elders, but Female pets 
can't. Thus, adult Females mag breed 
mith either adult or elder males, but males mag 
breed onig mith adult Females. 



First your Sim 
commands the pet 
to breed. 



Then the pet sees if 
the other pet is willing. 
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Finally, they both 
retire to the nearest 
pet house for a little 
"alone time." 


The Try for Puppy/Kitten with. . . interaction 
will only be available if there's a breedable mate in 
the household and present on the lot and a pet 
house can be used for the breeding. 

When the interaction is available, there are 
two points at which the breeding command can be 
rejected. The first pet the Sim commands to breed 
may reject the interaction if its relationship with 
the Sim is too low. If the first pet accepts, it goes 
and asks the other pet, which decides based on 
its relationship with the first pet. If they like 
each other enough, puppies or kittens will be due 
very soon. 



■ Since relatienships vary, be sure to 

“ match up a Sim uiith a pet it hnuuis 
very uiell, especially if the Sim lachs a 
sufficient Relationship score uiith the other pet in 
the breediny pair. RIso, since relationships can be 
uneven, be sure to ash the pet uiith the higher 
Lifetime Relationship touiard the other. 


Two pets raring to breed slip into the nearest 
available pet house and WooHoo with the 
customary pyrotechnics and bystander reactions. 

Pet breeding is always successful, and the 
gestation period for all pets is two days. 


LitterSize 

when the blessed day arrives, the birth process 
begins. The number of puppies/kittens in the 
litter is determined at random (up to four) but 
limited by the household size limits. If) for 
example, you already have five pets, no litter can 
be bigger than one since more would push the 
household over the six-pet ceiling. Likewise, if the 
household has seven Sims and two pets already, 
the litter can only be one due to the total 
household limit often inhabitants. 



Since no litter of any size can be born into 
a full household, the Try for Puppy/Kitten with. . . 
interaction will be unavailable in that situation. 


Pet Genetics 

Like Sims, pets have a genetic system that dictates 
how a puppy or kitten born in-game will look and 
behave. Understanding how this system works and 
what it can (and can't) do enables you to control 
this seemingly random process, harnessing the 
power of pet DNA. 
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Eggs and Genomes 

At conception, the genetics simulator decides how 
many offspring the litter will yield and from how 
many eggs the litter will draw. 


Q=o[o]ibj[P 

The number ef ease in a litter [ae 
□ppoeed to the number uF uFFspring] 
determines hnui many possible genetic 
outcomes the litter uiill reueal. For eKample, you 
may have seen a litter oF puppies or hittens in 
uihich all but one looh the same and the other is 
a genetic oddball. 

This system simulates that outcome by distrib- 
uting the number in the litter among a smaller 
number oF eggs. In many cases, there uiill be only 
one egg and all the oFFspring mill emerge mith the 
same eepressed and recessiue genes, but nom 
you'll hnom mhy mhen that doesn’t happen. 




Three offspring of 
the same parents, 
from two eggs. Two 
are similar... 



...and one is quite 
different. 


Each egg is assigned a genome, a complexly 
selected slate of traits from the parents that will 
rule how the offspring look and what kind of 
progeny they can later generate. 

A genome is a collection of genetic traits that 
a pet built from it will show on the outside (called 
"expressed" traits) and carry as dormant traits 
that can arise in future generations (called 
"recessive" traits). 

In pet reproduction, each egg is randomly 
assigned a genome generated from the combi- 
nation of the parents' expressed and recessive 
traits. If there's only one egg, then all offspring 
will match and carry the same version of their 
parents' traits as their own genetic code. If more 
than one egg is produced, two or more combina- 
tions of the parents' genes will produce offspring. 

To get to the bottom of this process, let's 
explore how the traits are selected to form 
a genome. 



...but not the same... 


A Note on Purebreds 

In The Sims" 2 Pets, a purebred pet is one with 
identical expressed and recessive genes. All 
pets made in Create a Cat and Create a Dog, 
and those bought from community lot pet 
store, are purebred. In other words, if you 
breed two identical pets from these sources 
(for example, two Persian cats with the same 
color, etc.), you'll always get kittens that are 
identical to their parents. 


0 


Protected by copyright. Unauthorized or uniawfui copying or downioading expressiy prohibited. 




It is possible to produce a purebred in the 
game by very skillful breeding over generations. 

You can also convert one of your in-game 
pets into a template in the Breed Bin by using 
the phone's Pet Registry interaction. Any 
pets constructed from that model (but not 
the registered pets themselves) will be geneti- 
cally purebred. 

Genome Traits 

For pets, a genome consists of six traits that can 
be inherited: 

( Coat ( Tails and Ears 

/ Eye Calorls) ^ Bndy and Eaca Shapa 

^ Body Size (dags aniy) i Parsanality 

Genetic Definitions 

♦ AIIbIb: An allele is a pair af genes that tagether define 
a single trait. Each allele cantains an expressed gene 
and a recessive gene. 


Coat 

A pet's coat consists of 

Marking Layers (inclading base caat) r Beat Shape (dags anIy) 
r Ear Accessaries ^ Ear Textare 

When pets breed, the first step in genome 
creation is combining their expressed coats into 
a potential expressed coat for their offspring and, 
likewise, combining their recessive coats to form 
the potential recessive offspring coat. 

Layers 

First, layers are compared to determine how many 
unique coat layers the parents have between 
them. For example: 


Dad 

Mam 

Base Caat 

Base Gnat 

Spats 

Stripes 

Galnred Paw 

Gnlered Left Ear 

— 

Galnred Right Ear 

— 

Gnlered Paw 


> 



mMc^rm.com 


Gename: All the alleles that make ap a pet's genetic cade. 

Expressed Gene: The expressed gene cantains ha\« an allele's 
trait iwill affect the pet's appearance nr Persanality. If 
a pet has brawn far, brawn far is the expressed gene 
an the far calar allele. 

Recessive Gene: The recessive gene is a dermant 
versian af the allele's trait that dees net affect 
haw the pet leaks nr acts bat that can he 
passed an ta affect the appearance nr 
Persanality af the pet's fatare nffspring. 

A pet with hrnwn far may prndace 
white-farred nffspring 
hecaase white far is the 
recessive gene an the far 
calar allele. 


Between them, they have 
six unique layers (base coat and 
colored paw are common). 
Thus, the resulting coat 
will begin with six 
potential layers. 
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Once each layer has been either inherited or 
thrown out, the color and opacity of each marking 
are selected randomly between the parents. If 
Mom's base coat is white and Dad's is black, the 
inherited coat could be either. 


Coat Texture, Fur Accessories, and Coat Shape 

Next, coat texture (curly, smooth, etc.), fur 
accessories (beards, ruffs, etc.), and coat shape 
(Collie, Malamute, etc.) are selected randomly 
from the parents. 


To illustrate, an offspring coat could end up 
like this: 


Coat Part Mam 


Offspring 


The layers are then ordered from bottom to 
top, reconciling any duplications and conflicts to 
arrive at six layers of coat, ordered to reflect both 
parents' own order. 

Next, each layer has a chance of going into 
the final coat, but the probability of a layer's 
inheritance is different if both parents share 
the layer. If both parents have the layer, it has 
a 90 percent chance it'll be inherited. If only one 
parent has the layer, it's less likely (25 percent 
probability) that the layer will part of the final 
coat. If not chosen, a layer is tossed out of the 
final coat. 




LI niultiple marhings dF the identical 
^ tgpe [such as three bach marhings] 
^ are in a pet's coat, all [including ordar. 
CDlnr, and npacitg] are passed dnuin together even 
if onlg one is selected For inheritance. 


Coat Texture Smooth Shag Shag 

Fur Accessories None Beard, Poodle Tufts Beard, Poodle Tufts 

Coat Shape Chow Collie Chow 

The Final Coats 

The result of this process is a set of two coats: 
an expressed coat derived from the parents' 
expressed coats and a recessive coat derived from 
the parents' recessive coats. 

To produce some genetic variation, there's 
a chance these coats will be swapped to make the 
expressed coat the genome's recessive coat and 
vice versa. 

Next, to match nature's tendency to let some 
traits disappear only to reemerge a few genera- 
tions later, some layers may randomly switch from 
the expressed coat to the recessive. 


All fur accessories are 
inherited as a group; 
you get one or none. 


The number of layers a 
pet will have depends 
on how many each 
parent had. 


Q=i](Oi^(p 


^ Fur this step, the lager culers don't 
yet matter. This is Just going to 
determine uihich layers get used; 
selecting uihich parents' version oF the layer to 
use is the next step. 
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Additionally, if the recessive coat has more 
layers than the expressed coat, there's a random 
chance the last layer in the recessive coat will 
simply be deleted, never to appear in the pets' 
genetic line again. 




B U This last step allsuis you ts euentually 
^ breed a pet uiith identical eapressed 
and recessiue coats. In other uiords, 
you can, by breeding the same hinds oF pets over 
and over, euentually produce a purebred pet in the 
game itself. There's no prize For this achieuement, 
but you can be sure it's quite a Feat. 


If the pet has two different eye colors and 
this combination is selected to be the offspring's 
expressed eye colors, the location of each color 
will be random. For example, if Mom has a blue 
right eye and a green left eye and her eye trait is 
chosen to be her offspring's expressed eye color, 
it could have a blue left eye and a green right eye 
or vice versa. 

Body Size (Dogs Only) 

Dogs naturally favor their mother's body size, so 
puppies in The Sims 2 Pets will inherit their mother's 
size (large or small) 70 percent of the time. 


Eye Color 

Like coats, eye color is inherited through alleles 
from a pet's mother and father. 



A pet's expressed eye color can be either of its 
parent's expressed or recessive eye colors, but the 
probability is much higher for a parental expressed 
color to be chosen as either the offspring's 
expressed or recessive color. 


Tails and Ears 



Tails and ears work exactly like eye color: they can 
draw from either parent's expressed or recessive 
tail and ear traits, but expressed traits are more 
likely than recessive traits to be chosen. The odds 
of getting one parent's tail or ears over the other 
is an even split. 


Body and Face Shape 

Inherited face and body shape work similarly as 
for Sims: offspring get either the father or the 
mother's shape or some degree in between. 
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Face and body shape 
of a bred pet will be 
some geometric point 
between its parents' 
shapes. You can use 
Create a Cat/Dog 
to see how this 
works by selecting 
one archetype... 



...and right-clicking on 
a different archetype. 
With each click, the 
features of the pet will 
shift 10 percent toward 
the clicked archetype. 



An offspring's shape 
will be selected from 
some point along the 
line between the two 
parental shapes. 


Pets are divided into four independently 
editable regions: 

f Body . Brow and Eyas 

Full Face / Snnut and Jaw 


Each region is separately inherited either 
exactly from one parent or the other or from 
a point somewhere between their features. 


Personality 








O', 2 ff 


1 


'i 2 ®r 
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Dad's Personality. 
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Offspring's Personality. 


Every puppy and kitten born into the game takes 
its Personality at random, trait by trait, from one 
parent or the other. If, for example, one parent is 
Genius and one is Doofus, any offspring will be 
either one or the other. These parents could never, 
however, produce a Normal offspring for that trait 
since neither of them is Normal. 


tip 

Td tahe a close looh at an oFFspring's 
trait details, uss the phone to 
register the pet and locate it in the 
Breed Bin. Hll the inFormation gou need is uieuiable 
in Create a Dog or Create a Cat. 
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Chapters 


Pets are like no other expansion pack feature; they're a different 
life form. It's fitting, therefore, that they require a very special 
collection of new objects to take care of their Needs and 
become more integrated in your Sims' lives. Perhaps even 
more significant, many familiar objects have subtly 
changed to reflect the new possibilities and differences 
in physical structure brought on with pets. 

This chapter introduces you to all these new objects along 
with some very snazzy new features that will make working 
with objects even easier. 



Chewable/Scratchable Objects 

Your pets can chew or scratch many existing objects: 

. Dining Chairs 

i Callhausa 

i Living Chairs 

. Indaar Catalag Trash Cans 

i- Safas/Lovaseats 

; Finer Lamps 

< Easel 

< Bads 

I Raclinars 

i Cnffin 

I Hamawark/Assignmants 

. Grandfather Clank 

. Flaar Saulpturas 

i Patty Chair 

. Baakshalvas 

f Crih Cheap 

i Flaar Petted Plants 

;■ Chess Tables 

' Caatianal Cafas 

. Tay Oven 

^ Tay Bax lays 

' "It's MYSHUNQ!" (The Fabulaasly Zany Party Game) 

i Teddy Bear 

. Barstanis 
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Fierce Gargoyle — 
Home Edition 

Feline Birdie Stick 

E-to-the-Z Chair 

Elemental Balance 

EcoPure Park Sign 

f 

Discombobulated Mirrortron 
from Galactico 

Comfy Pet Pillow 

Collar Connection Display 

Cat-Crazy Pet Display 

Boronica by dlange 

■3 

Beware of Pet Sign 

Beta Fomicron Dining Table 

Barstool by Simulated 
Comfort 

Average Paws Bedding 

Atomotoybot by Galactico 

Atomicles Loveseat by 
Nucular Novelties 

Atomic Clothing Manager 
by Streamlined Industries 

Atom Bench by Nucular 
Novelties 

Asteroid Standing Lamp 

Asteroid Bowl Lamp 

Asayake MZ-3D: Soothing 
Sun Device 

Aqueduct of the Future! 

Andromeda Li1 
Astronaut Desk 

Andromeda Far Out Dresser 

Affluent Animal Dinner Dish 

A Portrait of Fuzzy Babies 

w 

A Cat Haiku by D. Marga 
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Decorative 

Miscellaneous 

Comfort 

Decorative 

Decorative 
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Decorative 


Miscellaneous 
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Decorative 

Decorative 
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Surfaces 
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[he Basket Experience 

[alkatron BDDDW by 
AEC Techtronics 

[alkatron BDDDC by 
AEC Techtronics 

Juper Settee by Sputnix 
•urnishings 

)umo!!! Kite 

Stumped Hound' — Reprint 


3 

oo 

JpaceKid Sim's Atomic 
Armoire 

)olo Neutrino by 
Astro-Tops Design 

i. 

I. 

Jleepwave 42 by 
Streamlined Industries 

Sirloin Shuffle Screenshot 

Shapes in Space 

Scruffles the Quilted Dog 

Scratchpaw Manor 
^et House 

Scratch-D-Matic 
Scratching Post 

Scientifically Superior 
^et Dish 

Saturnocity Lighting 
rom Calactico 

?ings of Saturn Light 
]y Calactico 

?ing-D-Posies Commercial 
Planter 

^ot of Roses by Pot-a-Ree 

Planetoid Explorer Rug 

^ets Desires House 

^et Store Sign by 
Super SignCuys 

^et Sculpture Solution 

^et Pillow Fantastic 

W-A-Plenty Rug by 
Sonafide Luxury 

Irganically Atomic Rug 
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Object Catalog 

Comfort 

Dining Chairs 


Living Chairs 


0 



Little Space Rangers Chair 

♦ PricE: §175 

♦ NebcI EffEcts: CEmfort 3 


Nuclar Family Dining Chair by 
Nudar Novelties 

♦ PriEE: §450 

♦ NeEcI EffEEtS: CEElfErt G 



E-to-the-Z Chair 

♦ PriEE: §875 

♦ NebcI EffEEts: CEEifErt 
EnvirEnmEEt 2 


Recliners 


Beds 




Lounge-O-Rama by 

Nucular Novelties 

♦ PricE: §850 

♦ NebcI EffEEts: CEEifErt 8, 
EEErgy 2 (Nap), EEvirEEEiEEt 2 

♦ NeecI Max: EaErgy up ta 
25 (Nap) 

Atomkles Loveseat by Nucular 

Novelties 

♦ PriEE: §1,000 

♦ Neec) EffEEts: CarafErt 7 
(Sit/Nap), Caaifart 8 (LaungE), 
EaErgy 2 (Nap), Eua 4 (Play) 

♦ NeecI Max: EaErgy up tu 
70 (Nap) 

Super Settee by Sputnix 

Furnishings 

♦ PriEE: §1,375 

♦ NeecI EffEEts: CarafErt 7, 
CarafErt 8 (LauagE), EaErgy 2 
(Nap), Eua 4 (Play) 

♦ NeecI Max: Eaargy up tu 
70 (Nap) 


SpaceKid Sims Sonic Sleeper 

♦ PricE: §500 

♦ NeecI EffEEts: CaaifErt 3, 
EaErgy 3 
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Skepwavp^Z by Streamlined 
Industries 

♦ Price: §2,5DD 

♦ Need Effects: Camfert G, Energy 
B, Fun 4 (Jump), Envirenment 5 

♦ Need Max: Fun up to 8D (Jump) 


Miscellaneous 

Atom Bench by Nucular Novelties 

♦ Price: §BDD 

♦ Need Effects: Comfort 8 
(Sit/Nap), Camfart 3 (Lounge), 
Energy 2 (Nap), Fun 4 (Play), 
Environment ID 

♦ Need Max: Energy up to 
70 (Nap) 

Barstool by Simulated Comfort 

♦ Price: §GD0 

♦ Need Effects: Comfort 7, 
Environment 2 



Surfaces 

Counters 

Neo-Quartzo by Astro-Tops 

♦ Price: §770 

♦ Need Effects: Environment 2 



Marbleplex Island Counter by 
Astro-Tops Design 

♦ Price: §770 

♦ Need Effects: Environment 2 



Dining Tables 

Beta Fomicron Dining Table 

♦ Price: §2G0 



End Tables 

Junior Cosmonauts 
Bedside Table 

♦ Price: §115 


Inner Atmos End Table 

♦ Price: §2G0 



pr‘ 
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Coffee Tables 

Zip Zap! Coffee Table 

♦ Price: §3DQ 

♦ Need Effects: Enviremnent 2 

Desks 

Andromeda Li'l Astronaut Desk 

♦ Price: §55D 


Decorative 


Plants 



Pot ofRosesbyPot-a-Ree 

♦ Price: §I2D 

♦ Need Effects: Environment 2 


Mixed Flowers Planter by 
BowerFlox 

♦ Price: §175 

♦ Need Effects: Environment I 





Ring-O-Posies Commercial 
Planter 

♦ Price: §175 

♦ Need Effects: Environment 3 


Sculptures 






The Beckoning Cat from 
Worldly Stuff Inc. 

♦ Price: §7D 

♦ Need Effects: fun 4 (View), 
Environment I 

♦ Need Max: fun up to 95 (View) 

The Prototype X9A 
"Angsternaut" Robosuit 

♦ Price: §I5D 

♦ Need Effects: Environment I 


Hydrocyanic Cat No. 7 

♦ Price: §IB5 

♦ Need Effects: Environment I 


The Imposing Falcon 

♦ Price: §2DD 

♦ Need Effects: Environment 2 


Shapes in Space 

♦ Price: §30D 

♦ Need Effects: Environment 3 
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A Cat Haiku by D. Marga 

♦ Price: §325 

♦ Need Effects: Environment 3 



A Dog Haiku by D. Marga 

♦ Price: §325 

♦ Need Effects: Environment 3 



Johnny the Pump 

♦ Price: §325 

♦ Need Effects: Environment 3 


Elemental Balance 

♦ Price: §375 

♦ Need Effects: Environment 3 


Agueduct of the Future! 

♦ Price: §475 

♦ Need Effects: Environment 4 


Wall Hangings 



Yummersin MyTummers! 
Poster 

♦ Price: §40 

♦ Need Effects: Environment 


The House Pets Comic 

♦ Price: §50 

♦ Need Effects: Environment 



King Kricket Klobberin' Klub 

♦ Price: §75 

♦ Need Effects: Environment I 



Scruffles the Quilted Dog 

♦ Price: §100 

♦ Need Effects: Environment 
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TuiD uersions of The Stodgy Badger 
Family Portrait eKist— a Female one 
and a male one. This is the Female one. 




In Memory of Johnny Gnome 


♦ PricE: § 


♦ NeecI EtTEEts: EnviranmEnt 


Kitten vs. Yarn; Season I Print 


D=Doi&(^ 

Turn versions oF The Stodgy Badger 
Family Portrait eeist— a Female one 
and a male one. This is the male one. 


♦ PriEE: § 


♦ Need EffEEts: EnvirEnmEnt 


Leash Racque by DeFarge 


Stumped Hound-Reprint 


♦ PricE: § 45 


♦ Neee EffEEts: EnvirEnmEnt 


♦ PriEE: § 


♦ Neee EffEEts: EnvirEnmEnt 
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Spacious Spaces 

♦ PricE: §295 

♦ NeecI EffEEts: EnviranmEnt 2 

Tropico Birds in the Wild 

♦ PriEE: §325 

♦ NeecI EffEEts: EnviranmEnt 3 

A Portrait of Fuzzy Babies 

♦ PriEE: §415 

♦ NeecI EffEEts: EnviranmEnt 3 

Boronica byd'Lange 

♦ PriEE: §G25 

♦ NeecI EffEEts: EnviranmEnt 5 

Sumo!!! Kite 

♦ PriEE: §750 

♦ Nebc] EffEEts: EnviranmEnt G 


Snoozing Enemies Comic 

♦ PriEE: §950 

♦ NeecI EffEEts: EnviranmEnt 7 



Nova Jazz by Saturn McGee 

♦ PricE: §2,750 

♦ NeecI EffEcts: EnviranmEnt 10 

▼ 

Fierce Gargoyle-Nome Edition 

♦ PricE: §4,500 

♦ NeecI EffEcts: EnviranmEnt 10 


Mirrors 

« 

Discombobulated Mirrortron 
from Galactico 

♦ PriEE: §525 

♦ Skill: Charisma (PraaticE 
RnmanEE ar PraaticE SpEEch) 

♦ NeecI EffEcts: HygiEnE 2 
(Gussy Up), EnviranmEnt 3 

1 

Rugs 



Bone Rug by Bonafide Luxury 

♦ PricE: §100 


Planetoid Explorer Rug 

♦ PricE: §200 



I 1 1 I t 
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tz, 



Paws-A-Plenty Rug by 
Bonafide Luxury 

♦ Price: §3BQ 



Organically Atomk Rug 

♦ Price: §950 



LcoPure Park Sign 

♦ Price: §59 

♦ Need Effects: Environment I 



Beware of Pet Sign 

♦ Price: §70 

♦ Need Effects: 
Environment I 


Pet Store Sign by 
Super SignGuys 

♦ Price: §99 

♦ Need Effects: 
Environment I 


Pet Sculpture Solution 

♦ Price: §I0D 

♦ Need Effects: Environment I 


Mr. Maritime 

♦ Price: §3,000 

♦ Skill: Cleening (Clean Tank) 

♦ Need Effects: Eon ID (Watch), 

Eon 5 (Feed), Eon 4 (Restocking), 
Environment G 

♦ Need Max: Fun up to 70 (Watch) or 50 (Feed) 

This saltwater aquarium functions identically 
to the original AquaBox Five-Gallon Aquarium. 

Like the Sims with the older version, cats may 
now Watch for Fun. (Aggressive cats are very 
attracted to this interaction, and Cowardly cats 
are less attracted.) 

Plumbing 

Sinks 

Moon Hopper 
Sink by Atmos Furnishings 

♦ Price: §340 

♦ Type: Countertop 

4 Skill: Cleaning (Clean), 

Mechanical (Repair) 

♦ Need Effects: Hygiene 5 (Wash), Hygiene 7 (Sponge Bath), 

Hunger I (Brink) 

♦ Need Max: Hygiene up to 90 (Wash), Hygiene up to 25 
(Sponge Bath), Hygiene up to 7D (Bathe Baby). 
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Electronics 

TVs (j Computers 

Futur-Vu byVidioblast 

♦ PricE: §8DD 

♦ Skill: Caaking (Watch Yummy 
ChannEl), Bady (Wark Out), 
Mechanical (REpair) 

♦ Need Effects: Fun 7 (varies by Sim’s PEactian tc the channal), 
Energy -3, Camfart -3, Hygiene -7 (Wark Out), Envirnnment 3 

♦ Need Max: Depends an Sim's raacticn te channel. 

The Futur-Vu functions identically to older TVs. 

Small Electronics 

Talkatron 9000C by 
AECTechtronks 

♦ Price: §125 


Talkatron 9000W by AFC 
Techtronics 

♦ Price: §175 

Functions identically to 
original telephones. 




1 


Lighting 

Table Lamps 

'_K 


i , 

d 


Floor Lamps 

J 

y 

► 


Moonshot Thruster Clock 

♦ Price: §23D 

♦ Need Effects: Fun (View) 

♦ Need Max: Fun up tn D5 (Viaw) 


Neo Lighto by Glucolux 

♦ Price: §2DD 

♦ Need Effects: Envirnnment 3 


The Children's Fusion Lamp 
by Galactico 

♦ Price: §220 

♦ Need Effects: Envirnnment 2 


Rings of Saturn Light 
by Galactico 

♦ Price: §25D 

♦ Need Effects: Envirnnment 2 


-miagdr’te-i 
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Asteroid Standing Lamp 

♦ PricE: §3DD 

♦ NebcI EffEcts: EnviranmEnt 3 


Wall Lamps 



The Photonic Ha'Sphere 
by Glucolux 

♦ PriEE: §250 

♦ NeeO EffEEts: EnvirEnmEnt 2 


Outdoor Lamps 



Asayake MZ-30; Soothing 
Sun Device 

♦ PriEE: §105 

♦ NeecI EffEEts: EnviranmEnt 2 


Miscellaneous 

1 The Luna Torch by Glucolux 

♦ PricE: §85 

I ♦ NeecI EffEEts: EnviranmEnt 3 


Ceiling Lamps 



Saturnocity Lighting 
from Galactico 

♦ PriEE: §275 

♦ NeecI EffEEts: EnviranmEnt 3 


Asteroid Bowl Lamp 

♦ PriEE: §300 

♦ NeecI EffEEts: EnviranmEnt 3 


Miscellaneous 


Dressers 



Andromeda Far Out Dresser 

♦ PricE: §485 

♦ NeecI EffEEts: EnviranmEnt 10 


Zero-G Dresser 

♦ PriEE: §500 

♦ NeecI EffEEts: EnviranmEnt 10 



pi 
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All island bars connect with matching island 
counters and, when placed on a community lot, 
spawn an NPC Bartender. When on a home lot, 
they function just like normal juice bars (such as 
Bachman Busbar). 


IF you place Identical bars side-by-side, 
they'll connect. 


Interactions: 

f Order Drink: Ccmmunity lot nnly. Order a Blended (§15) nr Pnured 
(§10) drink fram the NPC Bartender. Drinking satisfies Fun. 

f Tend Bar: Cnmniunity lot nnly. Yaung adult ar older can replace 
the NPC Bartender at the machine and serve any Sims who order 
drinks. Earn simoleans for time spent working job, awarded when 
you cancel interactian. 

^ Drink from Bottle: Home lot only. Satisfies Hunger and Fun. 

Playful Sims get a higher maximum Fun than Serious Sims. 

f Make a Drink: Home lot only. Satisfies Fun. Prepares single drink. 

' Make Drinks: Hame lot only. Prepares multiple drinks. 

^ Juggle Tumblers: Home lot only. Satisfies Fun. 

f Join: Home lot only. Join Juggling. Satisfies Fun. 



Children 



Party 



SpacpKid Sim's Atomic Armoire 

♦ Price: §85D 

♦ Need Effects: Environment 4 


Atomic Clothing Manager by 
Streamlined Industries 

♦ Price: §35D 

♦ Need Effects: Environment 5 


Atomotoybotby Galactico 

♦ Price: §55 

♦ Need Effects: Fun 7 

♦ Need Max: Fun up to 85 

This toy box functions 
exactly like the Rip Co. 
Toy Bin. 

Solo Neutrino by 
Astro-Tops Design 

♦ Price: §I,8DD 

♦ Need Effects: Fun 3 

♦ Need Max: Fun up to 50 
(Juggle) or 80 (Make Drinks) or 
5D (Consume Drinks) or 7D-3D 
(Drink from Bottle, depends on 
Playful/Serious). 


Pets 



Interactions: 


Kitty Kraze Katnip 

♦ Price: §35 

♦ Need Effects: Fun B, Energy -I 


' Play With: Toy can be used nnly by cats (nat kittens) and will 
be used more by Hyper cats. After a bit of play, the cat starts 
acting, well, weird, running araund crazily, scratching things, 
batting at imaginary bugs, chasing its tail, yowling, nr getting 
the jitters (a la Sims with caffee). Cats get Fun satisfaction but 
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dEcrEasGd EnErgy. ThEy eeh bE praisEd/scaldEd toward Playful/ 
HastilE. Aftar a wHIIe, toy will ba usad up and turn into a trash 
pilE that will bring down tha EnviranniEnt seoee until clEanEd up. 

Watch: Whan cat is playing or "nipping," Sims may gather to 
Watch; thEy'll get Fun and Social (gcDup chat) and may laugh at 
the cat's hErb-addled antics. 


occasionally, this makes the pet throw up (depleting Hunger and 
Hygiene and creating a mess that reduces Environment until 
cleaned). Finicky pets won't eat from a dirty dish until their 
Hunger drops below -75. Pets can be praised er scolded for 
eating from pet bawls to train them in Eats Pet Food/Eats Sim 
Food behavior. 


Good Value Pet Bowl 



♦ 


PrioE: §45 

Skill: Cleaning (Clean) 

Need Effects: Hunger B 
Need Max: Hygiene down to -75 
(Toddler Eat), Fun up to 90 
(Toddler Eat) 


0=0 O 

Pets uiill remember luhich Sim meet oFten 
Fills a dish. IF the pet is hungry and the 
dish is empty, it'll gn ta the "giuer oF Fspd" 
and ash tn be Fed. 

Dishes pan be nmned by pets mith repeated use. and 
pets mith ennugh nmnership paints nuer a bnml may 
phallenge nther pets Far using it. 


0=0 (O 

Finichy pets mill be less lihely te eat 
From this cheapest beuil. 




Interactions: 


^ Fill: Sims can be directed to fill an empty bowl or will do so 
autonomously if asked by a pet. Refilling a dish costs §ID. 

^ Call to Eat: Summons specific pet to come eat at the bowl. If the 
pet knows the Come command, it'll always obey. If not, it may 
sometimes reject, but there's no relationship decrease. This is 
a good way to avoid ownership squabbles by indirectly telling 
different pets to eat from different bowls. 

' Eat: Cats, dogs, puppies, and kittens will eat from a bowl when 
hungry. Finicky and Normal pets will eat until full, but Pigpen 
pets may continue eating even after Hunger is fully satisfied; 


9Z 


pr, 


r Eat (Toddler): Toddlers can be directed or may autonomously 
eat from pet food bowls, satisfying Fun and Hunger but 
depleting Hygiene. 

'■ Clean: The pet bowl gets dirty with use. Dnce it becomes dirty, 
Sims can clean it (earning Cleaning skill). When it becomes filthy, 
it emits flies and green stink, which brings down Environment 
and makes the bowl unavailable to Normal or Finicky pets; 

Pigpen pets will eat even from a filthy bowl (but will NDT become 
sick). If the bowl has food in it when cleaned, the remaining food 
will be wasted and the bowl must be refilled. Maids and Servos 
will autonomously clean pet bowls. 

The Dirt Pile 

One of the favorite eanine pastimes centers around 
an object, but it's not one that you can buy from the 
catalog; it's one dogs make by themselves. The dirt 
pile is created when a dog digs in the yard, and it 
provides endless hours of entertainment. 

When a dog digs, it creates a dirt pile. The 
longer the dog digs, the larger the dirt pile gets. The 
smaller a dirt pile is, the more attractive it will be to 
other dogs to make it bigger by digging more. 

For Sims, dirt piles are nuisances, pulling down 
outdoor Environment score until the holes are filled 
in. Filling in a dirt hole builds Cleaning skill but 
lowers Hygiene. 

For dogs, however, dirt piles are the best toys 
ever. Digging satisfies Fun and depletes Hygiene. 

Lazy dogs will be less likely to dig and Hyper dogs 
more likely. 

Once a pile is created, dogs can roll in it for 
even more Fun and even lower Hygiene. Pigpen 
dogs will be more likely to do this and Finicky dogs 
less likely. 

Digging and rolling can be praised/scolded to 
reinforce Clean/Filthy behavior. 
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The Chewinator by ChompCo 

♦ PricE: §55 

♦ NEEd EffEEts: Fun B, CHew 4 
(dogs nnly) 


Interactions: 

^ CHew: Dags will eIiew this toy tn satisfy both Fun and CHew. Dags 
Ean bE praisEd nr saaldEd far this intEraatian tnward training 
REspEEtful/DEstruEtivE bEhaviur. 

Feline Birdie Stick 

♦ PriEE: §BD 

♦ Naad EffEEts: Fun B, Enargy • 




This is ths only toy that hittens can 
play uiith. Since, hauieuer, they don't 
have a Fun need, they can do Just 
Fine uiithout it. 


Interactions: 

Play With: Bats may play with this wall-mnuntabla 
nbjEEt far Fun (and a small dsplEtinn nf FnErgy). Hypar 
pats ara mara likaly ta chuDSE this abjEEt than Nnrmal 
nr Lazy pats. If thn tny is usnd nnar a slEEping Sim, thn 
Sim will wakE up. Eats can build nwnErship nvEr this toy, 
ahallEnging nthEr cats (not kittens) that try tn use it. 
Eats can be praised nr scalded far using this ebject 
ta train in the Playful/Hnstile behavinr. 

^ Watch: Sims may watch a cat nr kitten play with this 
tay, painting and laughing, satisfying Fun and (if 
in a grnup) Sacial. Other cats may alse watch fer Fun. 



Scientifically Superior Pet Dish 

Price: §8D 

Skill: Blaaning (Blean) 

Need Effects: Hunger B 

Need Max: Hygiene dnwn ta -75 
(Tnddler Eat), Fun up tn 30 
(Tnddler Eat) 

This bowl is mostly identical to the Good Value Pet 
Bowl but provides faster Hunger satisfaction and 
is more appealing to Finicky pets. 

Scratch-O-Matic Scratching Post 

♦ Price: §100 

♦ Need Effects: Scratch 8 



Interaction: 

r Scratch: Satisfies cats' Scratch 
Need. Bats can be praised/ 
scelded for this interactian ta 
train in the Respectful/ 
Destructive behavinr. 
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Affluent Animal Dinner Dish 

' ♦ Price: §125 

♦ Skill: Cleaning (Clean) 

' ♦ Need Effects: Hunger S 

♦ Need Max: Hygiene dewn tn -75 

(Toddler Eat), Eun up to 90 
(Toddler Eat) 

This bowl is mostly identical to the Good Value Pet 

Bowl but provides faster Hunger satisfaction and 

is more appealing to Finicky pets. 

Mentionable Plastic Litter Box 

♦ Price: §I5D 

♦ Skill: Cleaning 

♦ Need Effects: Bladder ID, 

Hygiene -2 (Clean), Hunger 5 
(Munch Out), Hygiene -5 
(Munch Out) 

, Use: Cats and kittens who enter the hox relieve their Bladder 
need. After several uses, the bax becomes dirty, bringing down 
Environment score. With more usage, the box becomes super 
dirty, emitting flies and green stink. Finicky cats will be less likely 
to use a dirty litter box. Only Pigpen pets will reliably use a 
super dirty litter box; Finicky will refuse to use it and Normal 
will be more likely to pee elsewhere. If a litter box is unusable. 
Finicky and Normal pets will pee inside or outside according to 
their Housebroken/Yardbroken training. Praising/scolding cats 
and kittens for using the litter box reinforces 
Housebroken/Yardbroken training. 

f Clean: Sims get Cleaning skill when they restore the litter box to 
its clean state but take a hit to their Hygiene. Pregnant Sims will 
not be able to clean the litter bax. Maids and Servos will clean 
the litter box as part af their duties. 

( Munch Out: Hungry Pigpen dogs may eat out of a super dirty 
litter box. This nasty habit satisfies Hunger, depletes Hygiene, and 
may cause the dog to throw up. 



Comfy Pet Pillow 

♦ Price: §IBD 
4 Skill: Cleaning 

♦ Need Effects: Comfort 4, 

Energy G, Hygiene -5 (Clean) 

The CemFy Pet Pilleui uiill be unueeble if 
placed uiith the uireng side egeinst the 
uiBlI. UnFertunately, it's herd te tell 
luhich is the uireng side Just by leehing at it. lilhen 
placing this bed, be mindful dF the green arreui on 
the placement teel and be sure it's pointing to an 
accessible place. 

Interactions: 

< Relax: Pets will use pet beds instead of the floor to replenish 
Comfort. They can be praised/scolded to reinforce the Stays Dff 
the Furniture/Caes on the Furniture. 

( Sleep: Pets will use to replenish Energy and Comfort and can be 
praised/scolded to reinforce the Stays Off Sim Beds/Goes on 
Sim Beds behavior. 

f Clean: With repeated use, the pet bed gets dirty, emitting flies and 
a green stink cloud, depressing Environment score, and making 
Finicky pets less likely to use it. Sims can clean it ta restare 
Enviranment score and make it available to pets that refuse to 
use it. Cleaning builds Cleaning skill but reduces Hygiene. Maids 
and Servos will clean pet beds as part of their duties. 

Cat-Crazy Pet Display 

♦ Price: §222 

♦ Need Effects: Fun 3, 

Environment 4 
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This display Functions diFFBrsntly 
depending on luhether you heue The 
S ims~ E Dpeh FDR BusmEss eupension pach. 
In The Suns" E Pets, the display can only be 
placed on community lot businesses. 




IF you don't haue The Sims E Dped fdr 
Busiress, the case mill be Filled mith a 
randomly generated pet oF the case's 
speciFied breed mith no behauiors or commands, 
no other display on the same lot can haue this 
breed oF pet so there'll be some uariety in the 
store's selection. 


Interactions without The Sims 2 Open for Business-. 

i BrcwsE: Autonomajsly or by user dirEctian, Sims will watch tfiE 
pEts insidE. SatisfiES Fun. 

4 PurchasE: Autcnamausly (visitors or towniEs) or by usep 
diPEctian, Sims can buy a pEt. If thE Sim lacks roEm far a 
hDUSEbold pEt, thE attEmpt will bE PEjEctEd. If thEPE is roDm, 
a stPEamlinEd VEPsian of CrsatE a Cat/CrsatE a Dag (see "PEt 
StEPEs” in thE “CpEatE a Cat/Dog and Acquiring Pets" chaptEp) 
allows you to dasigo whatEVEP pat yau want from EithEP spaciES, 
ragardlEss of tha kind of display or thE pat shown in it. Tha 
finishad pat appaars naxt ta your Sim, and monay is automati- 
cally dcductEd from the Sim's housEhold funds. When you direct 
the Sim to Ieeve the lot, the pet fallows. If the purchasEP is an 
uncantrollablE townie or a visiting Sim, the displayed pet is put 
into a bag and the Sim pays for it at the cash registEP. The 
display pet is replaced by a new random pet of the case's 
species. Townies don't keep pets; the transaction is imaginary. 



. 0 O 

^ liJhether you haue The Sims B~ Dper fdr 
^ Busidess or not, IF a playable Sim 
purchases a pet [or pets) as an 
autonomous uisitor to a community lot, the neut 
time you play that Sim's household, you'll be ashed 
iF you mant to Keep the pet. Pets purchased this 
may are not desiynable, and you get mhateuer mas 
in the case mhen the Sim made the purchase. 


Interactions with The Sims 2™ Open for Business: 

,■ Browse: Autonomous Sims (townies and visitors) will browse the 
display with the standard Buy bar function and can be a target 
far sales Socials. 

/ Purchase: Autonomous nr controllable Sims can interact with 
stacked displays. The purchase process is identical ta the 
Purchase ioteraction for those without The Sims 2 OPEN FDR BUSINESS. 

V Set Price: Business owners can set the price level of any pet 
purchased from the display. 

Change Breed for Sale: The business owner can choose from 
a random selection of prE-generated pets to specify the breed 
that will appear in the bin and that autonomous Sims will get 
when they buy. 

f Restock: If a pet has been bought from the bin, restocking allows 
the owner ta restore a pet of the chosen breed to the case. 


DoggonitPpt Display 

♦ Price: §222 

♦ Need Effects: Fun 3, 
Environment 4 

This is identical to the 
Cat-Crazy Pet Display 
except display pets will 
be small and large dogs 
instead of cats. Controllable Sims can buy any 
species of pet from this bin, but autonomous Sims 
can only buy the species and breed on display. 
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PricE: §250 
Skill: ClEaning 

NeecI EffEEts: Fun 7, SdeIeI 
(Play With) 

NeecI Max: Fun up ta 00 
(Play With), Fun up ta 80 
(Watch, Sims and AggrEssivE 
pEts), Fun up ta GO (Watah, 
nan-AggpEssivE pats) 






Far Full details en caged pets' Heeds 
and niDDd. see the "Pet Life" chapter. 


Don’t put this object in the same room 
as a Sim’s bed; uihen the uiomrat runs 
in the luheei, it’li uiahe up sieeping Sim. 


Interactions: 

r Staak: Child ar aldar Sims can purchase a wamrat fnr an Empty 
and clEaned cage. Wamrats CEst §70. 

' Play With: ChildrEn nr aldEC Sims can pick up the pet and play 
with it fnr Fun and Sacial satisfactian. If the pet is in a had 
maad due tn hunger or a dirty cage, it may bite the Sim. 

^ Fill Food Oish: For §10 per feeding, Sims can be directed to 
refill the caged pet's food dish. Keeping it well fed is important 
because hungry caged pets bite, making them less useful as 
sources of Fun for Sims. Hungry wamrats squeak, climb into 
their empty dish and up their water battle, and flash fond 
scream balloons when hungry. Fail to feed them and they'll 
eventually die. Sims never feed caged pets autanamously, so 
they're YQUR responsibility. 

< Clean Cage: Cages get dirty with time, eventually drawing flies, 
emitting a green stink cloud, and bringing down Envirenment. A 
dirty cage also brings dewn the pet's Maad, increasing the adds 


of it biting. When a Sim cleans the cage, the cage stops bringing 
dawn Environment, the pet's mood improves, and the Sim gets 
seme Cleaning skill. 

r Watch: Sims or pets can watch the pet for Fun. All cats and dogs 
will be more likely to watch if their Hunger is low. Aggressive 
pets will watch longer than other pets (due to higher Fun max). 
When an Aggressive pet watches, it barks/hisses/growls at the 
cage, possibly causing the caged pet to die of fright. Watching 
peacefully or stalking the cage can be praisod/scolded toward 
the Playful/Hostile behavior. 

, Set Free: If the pet is in the cage, a Sim can release the pet to 
the bittersweet freedom of the suburban jungle. 

' Mourn the Loss: A Sim can have a good cry over the loss of the 
little beast. 



The rudent plague has been cured, so 
no Sim mill euer get sich From playing 
mith the mnmrat. 


The Basket Experience 

♦ Price: §270 

♦ Skill: Cleaning 

♦ Need Effects: Comfort 5, 
Energy 7, Hygiene -5 (Clean) 


The Basket Experience functions identically to 
the Comfy Pet Pillow. 

^ Pets' Desires House 

^ Price: §300 

' I ♦ Need Effects: Comfort 4, 

I Energy B, Hygiene -5 (Clean) 
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Pet houses are the only places pets can conceive 
puppies or kittens, through the Sim-to-pet Try for 
Puppy/Kitten with... interaction. If there's no pet 
bed on the lot, the interaction will be unavailable. 
Note that this interaction is available on pets, not 
on the house itself 

Interactions: 

4 ReIbx: PeIs will USE tliE hausE instEad of ths flaor to raplEuish 
Cornfart. TfiEy san ba praisad/sEoldEd ta rainforEE the Stays aff 
Furnitura/GaES an FarnitarE bahaviar. 

Slaap: Pats will use pat bausES ta rEplanish Eaargy and Cnmfnrt 
and aan ba praisad/saaldEd ta rainfarEE tba Stays aff Sim 
Bads/GaES an Sim Ends bEbavinr. 

^ Claan: With rapaatad use, tba pat hausa gats dirty, amitting fliES 
and a grEEn stink alnud, dsprassing EnvirnnmEnt scepe, and 
making Einiaky pats lass likaly ta use it. Sims aan claan it ta 
PEstarE Envircnmcnt scepe and maka it availabla ta pats that 
rafusa ta use it. Cleaning builds ClEaning skill but PEducES 
HygiEna. Maids and Sarvas will claan pat hausas as part af 
thair dutias. 

I ^1 The Comfy Critter Pallet 

Priaa: §375 
Skill: Claaning 

Naed Effacts: Camfart B, 

Energy 8, Hygiene -5 (Clean) 

This pallet functions identically to the Comfy 
Pet Pillow. 

Los Gatos Condominiums 

; ♦ Price: §450 

^ ♦ Need Effects: Camfart 5 (Sleep/ 
Survey), Energy 7 (Sleep), Fun 4 
(Scratch/Survay), Scratch 8 

♦ Need Max: Fun up ta 30 
(Scratch/Survay), Scratch up 
ta 30 



Up to eight cats can use this object at once from 

positions on four different levels: 

4 Level 4: Small platfarm at the tap, useable far Survey ar 
Sleep aniy 

^ Level 3: Medium platfarm with raped scratching paint an 
vertical past. 

^ Level 2: Large platfarm with raped scratching paint an 
vertical past. 

V Level I: Enclased space at the battam can be used far Sleep 
anIy. If the past is pasitianad away fram the wall, there are 
twa scratching places an the rear vertical pasts that can 
accammadate twa cats per past at ane time. 


Kittens can't use any part of this object. 

tip 

This abject is a goad investment far a 
Sim uiith seuerai cats. Unlihe pet beds 
and hauses, this abject sleeps faur at 
ance, can't give rise ta auinership challenges, and 
requires na cleaning. The nnlg thing it can't da 
that a pet hause can is plag hast ta the mahing 
af hittens. 



Interactions: 

/ Scratch: Cats can use any af the faur available rape-wrapped 
scratching pasts ta satisfy their Scratch need. Hyper cats will 
be particularly attracted ta this use. Pets may be praised/ 
scalded far daing this interacticn ta reinfarce Respectful/ 
OestructivE behaviar. 

^ Sleep: Cats can sleep an any af the three available platfarms 
(with Camfart and Energy abnut equivalent ta the midrange pet 
beds and hauses). Cawardly cats will favar sleeping in the 
encInsEd hattam platfarm, and Lazy cats will be mare attracted 
ta this interactian than mast. 

Survey: Cats can relax and check aut the view fram the tap three 
platfarms ta satisfy fun and Camfart. 
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Unlihe the basic scratching past, this 
object can't be ouined bg any cat. 


Tropico Avian Sanctuary 

♦ PrioE: §500 

♦ Skill: Cloaning, Charisma 
(Toach to Talk) 

♦ Naad Effacts: Fun 8, Social 
(Play With) 

1 ♦ Naad Max: Fun up ta 00 (Play 
With), Fun up to 80 (Watch, 
Aggrassiva pats). Fun up to 70 
(Watch, oon-Aggrassiva pats). 
Fun up to EiO (Sims) 

1 

i 

1 

1 

J 


Mfi 

mj 

For Full details on caged pets' Reeds 
and niDDd. see the "Pet Life" chapter. 



tip 

Don't put this object in the same room 
uiith a bed; the bird's squauihing uiiii 
uiahe sieeping Sims. 


This object functions very similarly to the FMCU 
3000 (womrat cage), but with more possible 
interactions with the caged pet. The bird is more 
expensive: §400. The bird's Mood also affects its 
willingness to be trained to talk. 

In addition to the interactions listed for the 
FMCU 3000, the birdcage offers: 

r Carry: Children nr elder Sims can take the bird nut and carry it 
an a shauldar. Sims can walk nr run with the bird nn a shculdar, 
but thay'll return it ta the cage if they decide ar are directed to 
do anythicg else. 


98 


f Teaeh tn Talk: Sim can teach birds tn talk to build their own 
Charisma skill and make the bird a greater source of Fun and 
a source of Social satisfaction. During training, the bird will 
show a progress bar. Training is hard work, depleting the Sim's 
Energy and the bird's Hunger. If the bird is in a bad mood due 
to hunger or a dirty cage, it may reject training or exit before 
it's eomplete. 

Talk With: Dace a bird has been taught to talk, Sims can talk to 
it for Fun and Social boosts. 

.■ Open Cage: Opening the cage allows the bird to fly freely around 
the lot, gaining Fun for the Sim while the bird is flying. It won't 
ever escape, however, aod cao't be caught by cats or dogs. The 
bird will fly around for a time and eventually return to the cage. 
The cage can't be sold or closed as long as the bird is in flight. 

^ Close Cage: Sim closes the cage when bird has returned. 

1 Average Paws Bedding 

j ♦ Price: §550 

I ♦ Skill: Cleaning 

I ♦ Need Effects: Comfort 5, 

' Energy 0, Hygiene -5 (Clean) 

|i 

This bedding functions identically to the Pets' 

Desires Flouse. 

Pet Pillow Fantastic 

♦ Price: §025 

♦ Skill: Cleaning 

♦ Need Effects: Comfort 7, 

Energy 0, Hygiene -5 (Clean), 
Environment I 


Functions just like the Comfy Pet Pillow. 




j 
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Electronics 

Audio 



Galactix Animal Home 

♦ Price: §I,5DD 
4 Skill: Cleaning 

♦ Need Effects: Camfert G, 
Energy 8, Hygiene -5 (Clean), 
Environment 3 


This pet house functions identically to the Pets' 
Desires House. 



Scratchpaw Manor Pet House 

♦ Price: §2,5DD 
4 Skill: Cleaning 

4 Need Effects: Comfort 7, 
Energy 3, Hygiene -5 (Clean), 
Environment 5 


Scratchpaw Manor works just like the Pets' 
Desires House. 


Community Lot-Only Objecb 

Surfaces 


Counters 



Formidum Counter by 
Astro-Tops Design 

4 Price: §773 

4 Need Effects: Environment 2 



Neukum Systems "Yee Haw" 
Country Wall Speaker 

4 Price: §4DG 
4 Need Effects: Fun 2 


Miscellaneous 


Pets 

Collar Connection Display 

4 Price: §1,533 

4 Need Effects: Fun 4 (Browse), 
Environment G 

4 Need Max: Fun up to 80 
(Browse) 




IrD O felP 

Collars are important IF your Sims' 
pets suer run auiay; the collars mahe 
their return much more lihely. 


How this countertop object works depends on 
whether you have The Sims 2 Open for Business 
expansion pack. In either case, from the buyer's 
point of view, the display is a cross between a 
video game stand and a clothing rack. 


Interactions without The Sims 2 Open for Business: 

, Buy Collar: Your Sim can view the available collars via thumbnails 
of ganaric larga and small dogs and cats. Select collars, add 
them to your cart, and confirm to purchase. Your Sim will take 
the collar(s) to the cash register to pay for the purchase. When 
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the Sim returns hnme, the object can be put an a pet via the 
Change Appearance of... interaction on any mirror. Go to panel 3 
and ynu'll see all purchased collars. 


ather pets for use of it. Large dogs can chill in the bay window 
for Fun, standing with hindpaws on the floor and forepaws on 
the window. 



neiu CDllars are unlached and became 
auailabiB From this stand luhen pets 
earn Job promatians. 

with The Sims 2 Open for Business, the display 
works the same for buyers. For business owners, it 
functions just like a clothing rack but without the 
Try On interaction. 

Objects Modified for Pets 


O O 

Far all the neui pee interactions, pets 
remember Fauarite spats and mill 
Fauar them in the Future. 


, Beds: Pets can sleep nr relax an beds; they can he 
praised/scolded tn reinforce Stays off Sim Beds/Gnes on 
Sim Beds behavior. 

, Cars: Pets can get in all Sim-owned ears and many carpool 
vehieles. If a Sim and pet gn to work at the same time and the 
Sim's vebiele is inaccessible, the pet’s job vehicle will come 
instead. Sorry, no pets in helicopters. SAA rules! 

' Chairs: Cats can sit and sleep an chairs; small dogs can only sit. 
Large dags ean't do either. Pets can be praised/scolded to 
reinforee Stays aff Furniture/Goes on Furniture behavior. 

r Counters: Cats ean jump anta counters to relax/sleep or eat off 
plates. The former ean be praised/scnided to reinfnrce Stays 
aff Furniture/Goes an Furniture behavior and the latter for Eats 
Pet Food/Eats Sim Foad behaviar. 

< Doors and Gates: Sims ean now look doors and gates to 
"Disallow Pets" or "Allow Pets" to control which rooms pets 
ean enter. 



Pets can use many existing objects, including: 

< Aquarium: Cats watch for Fun. 

' Band Objects: Cats and dags may howl or yowl at Sims 
performing or practieing on band instruments (regardless of the 
Sim’s Creativity). They ean be praised/scolded to reinforce 
Calm/Disruptive behavior. Hyper pets are mare likely and Lazy 
pets less likely ta da this. 

'■ Bay Windows: Dogs and cats can 
climb ante the bay window ledge 
and sleep or look out for 
Energy, Comfort, or Fun. 

Lazy pets are more likely 
to sit in the bay window. 

Pets will gain awnership 
points over this objeet 
and may challenge 
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Eclectie and Enigmatie Energizer Aspiration Reward Dbjeet: Pets 
will bark/yowl/hiss when a Sim uses the object. They can be 
praised/scnided to reinforee Calm/Disruptive behavior. 

Elevators: Cats and dags ean use elevators. Puppies and kittens 
ean’t ride in elevators, but, like toddlers, they can be carried by 
a Sim into the elevatar. Pets, like taddlers, are immune to the 
effeets of falling elevators. 

^ Elamingo/Gnome: Cats and dogs may pee on these 
yard deearatians. Aggressive pets will be more likely 
and Cnwardly pets less likely to do this. Pets can 
be praised/scolded to reinforce 
Housebreken/Yardbroken behaviar. 



FIdwep Beds: Dags and cats can paa in flcwar bads far Fun 
and Bladdar satisfacticn. Aggrassiva pats are mara likaly and 
Cawardly pats lass likaly ta da sn: all can ba praisad/scaldad 
ta rainfcrcE Hcusabrckan/Yardbrckan babaviar. Dags can rcll 
in flcwar bads for Fen (raducing Hygiana): this can ba praisad/ 
sccldad tn rainfarca Filthy/Claan bahavicr. Pats can aisc cat 
flcwar bads tc satisfy Hungar, thnugb tbay may threw up 
aftarward. Thay can ba praisad/sccldad ta rainfarca Raspactful/ 
Dastructiva bahavicr. If the railing nr eating isn't intarruptad, 
the flawars will be dastrayad and must be raplantad. 

^ Fund: Pats can eat Sim fund ta satisfy Hunger. Finicky pats want 
even cansidar it until their Hunger has drnppad farther than that 
af nthar kinds af pats. Pigpen pats will be the mast attracted tc 
Sim fund. Sim fend can be the subject af nwnarship challangas. 
Pats can be praisad/scaldad ta rainfarca Eats Pat Fnad/Eats Sim 
Feed bahavicr. All but Finicky pats will eat spcilad fend. 

^ Havarbats/Ravarbats: Pats react tn mnving rnbnts based an 
their Aggrassiva/Cnwardly trait. They can be praisad/scaldad 
ta rainfarca Playful/Hnstila bahavicr. Pats can scratch nr chaw 
turned nff Havarbats/Ravarbats, breaking (but net dastraying) 
them. They can be praisad/scaldad ta rainfarca Raspactful/ 
Destructive bahavicr. Pats dnn't react tn Serves as rabnts: tc 
them thayra nnrmal Sims. 

Karanka: Dats and dags will ynwi/hawl whan samanna uses the 
karanka machine. The lawar the Sim's Creativity, the mare likely 
pats will react. Lazy pats react lass and Hyper pats react mare. 
Pats gat Fun and can be praisad/scaldad tn rainfarca 
Calm/Disruptiva bahavinr. 

} Mailbox: Gats and dogs may pea an mailbaxas. Aggressive pats 
are mare likely and Cowardly pats are lass likely to da this. 

Pats can be praisad/scaldad ta rainfarca HousabrokEn/ 
Yardbrokan bahavicr. 

Mirrors: Pats will react to their awn raflactinn according to 
Personality. Genius pats are more likely to do this and Dnofus 
pats less likely. They can be praisad/scaldad to rainfarca Calm/ 
Disruptive bahavinr. Sims can change pats' coats (from the Coat 
Tamplata Bin), coat layers, and collars via mirrors' Change 
Appearance of... interaction. Changes ta coat do not affect genetics. 


/ Puddles: Dogs can play in and both cats and dogs will drink 
from puddles of any origin (ANY origin at all...aww) for Fun and 
Hunger satisfaction (and a drop in Hygiene). Playful and Pigpen 
pats are more likely to do this. Pats can be praisad/scaldad to 
rainfarca Glaan/Filthy behavior. 

Radio-Controllad Car: Dags and cats can bark, hiss, and chase 
the RC car far Fun. Dogs, Especially Aggressive dogs, might chaw 
on the RC car when it's not running. 

Rasurract-D-Nomitran: Pats can be rasurractad but always coma 
back fully rastorad (never partially rastorad or as a zombie). If a 
Sim is rasurractad, nearby pats may react according to Personality 
and can be praisad/scaldad ta rainfarca Calm/Disruptiva. Hyper 
pats are more likely to react. Lazy pats lass so. 

Sofas: Sofas can hold multiple pats, and Sims seated on them 
can cuddle a cat seated near them. Sofas can inspire ownership 
challangas batwaan pats. Pats can be praisad/scaldad to 
rainfarca Stays off Furnitura/GoES on Furniture babaviar. 

4 Stairs: Cats and dogs can use stairs. Puppies and kittens can't 
climb stairs but, like toddlers, can be carried by a Sim. 

Staraos: Cats and dogs may howl and yowl at the staraa far 
Fun. Hyper pats are more likely and Lazy lass likely tn da so. 

Whan Sims are dancing, pats may run around and react. Hyper 
and Friendly pats will do this more. Lazy and Indapandant 
pats lass. They can be praisad/scaldad to rainfarca Calm/ 
Disruptive behavior. 

4 Teddy Bears: Cats and dogs can chew or scratch and can be 
praisad/scaldad to rainfarca Raspactful/DEstructiva behavior. 

4 Talascapa: If a Sim using a talascapa is about ta be abducted 
by aliens, pats will approach the talascopa bafora tba abduction 
(showing a thought balloon of aliens) and react according ta 
their Personality. 

r Toybax Toys: If taybox toys are left an the lot, dogs and cats will 
chaw/scratch them for Fun and Chaw/Scratch satisfaction. 
Praising or scolding rainforcas RaspEctful/DastructivE behavior. 

,• Trash Cans: Dogs can knock over outdoor trash cans and eat, 
dig, and roll in trash for Fun and Hunger satisfaction. They can 
be praisad/scaldad to rainfarca Glaan/Filthy behavior. 



YMC^rtn.corTi 
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IrEES, BusHes: PEts Ean pEE on thEm. AggrEssivE pEts da it mDrE 
oftEH and Cawardly pats dn it Iess. Pats rEmEmbar thair favnritE 
spat tD da thair businass. Praisa/scald ta rainfarEE 
HausEbrakEn/Yardbrakan bahavinr. 

< Tubs: Dags aan Be batbad in tubs and shnwEr/tubs far Hygiana 
satisfaatinn. Sims daing ths bathing gEt a drnp in HygiEnE and 
Enargy (but nn Clnaning skill). Dags may EsaapE fram tha bath 
bafarE it's dnnE. Hypar dags ara mara likaly and Lazy dags Iess 
liksly ta da this. Any dag can bs praisEd/scaldEd tn PEinfarcE 
Claan/Filthy bahaviar. 

TVs: Pats bark/hiss, Etc. at TVs when they’ he nn. If a Sim is 
^ wanking aut tn ths TV ar stEPED, pats will raact. Thay can be 
praiscd/scnldEd to rcinfarcE Calm/DisruptivE bEhaviar. Friandly 
and HypEP pats da this maPE, Lazy pats Iess sn. Pats may alsn 
watch TV far Fun (marc likely if GEnius, Iess likely if Danfus). 

Wet n’ Wild Water Wiggler: Dags will play in the spray fer Fun and 
Hygiene. Cawardly and Lazy dngs may run away: Hyper dags are 
mare likely ta play in the water. Cats will always flee the water 
r wiggler. Pets can alsn watch pets nr Sims in the tny fnr Fun. 

Dags can be praised/scalded fnr playing in the water wiggler ta 
reinfnrcE Clean/Filthy behavinr. 

New Aspiration Object 

Your Sims can now earn an Aspiration reward 
object that benefits 

your pets. For a mere 12,000 Aspiration points, 
your Sims can have the 
Kibble of Life, a bowl of 
magical food that can 
prolong a pet's life (and it 
satisfies Hunger). 

The Kibble of Life comes 
with five "charges," each 
of which can extend by three days the current age 
of any pet (adult or elder) that eats from it. 

A pet can only receive this effect once per age 
(that is, once as an adult and once as an elder) but 
may use it twice over a full lifespan. 


lOZj 



Munching the Kibble 
of Life grants 
a pet longevity. 


Pets eat the Kibble of Life only when 
commanded to by a Sim, never autonomously. 
Sims can command a pet to eat from the dish 
more than once per age, but it will have no effect 
except to waste one of the bowl's five charges. 

Unlike other Aspiration reward objects, the 
Kibble of Life won't ever fail. 


The beiul is adorned uiith Five green 
Jeiuels. Rs each charge is used, one of 
the Jeuieis turns red. Ulhen aii the 
Jeuiels are red, gou can deiete the object. 



Collections Enhancements 

Collections have always been powerful but 
awkward tools. The ability to bring together 
your favorite Buy and Build mode objects and 
architectural elements in one easy-to-find place 
is undeniably useful, but several limitations 
made collections impossible to modify once 
created and available only on either residential 
or community lots. 
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when creating a new 
collection, yoa can 
specify if It will 
be available on 
community lots only, 
residential lots 
only, or on both. 



tip 


In the Drsanize Items or Drganize 
Callectiens panels, you can mnue 
' — ' a highlighted item by dragging it 
□r by pressing ynur heybnard's arrnui buttons. 
[lElQElE]] left and right arroui heys move 
the cniiection or item one position in the list. The 
up and douin arroui buttons move to the top and 
bottom of the iist. respectiueiy. 


You can now sort 
collections; the arrow 
buttons move a 
selected collection 
toward the front or 
end of the list. The 
highlighting tells you 
which are residential 
lots, community lots, 
or both. 

Thanks to a major overhaul, collections 
become the flexible tools they were always 
destined to be. Collections are now: 

^ REarrangEable: Callactians can be manually rEarrangcd so that 
yaur most used collEctions arc sure to be immcdiatEly available 
in the CollEctians panel. 

^ Modifiable: You can now change an existing cellEctien’s name nr 
icon and specify the order of the objects/ Elements in it. 


ilCiiiltli. 
• rapi-T^' 




Universally Available: New and existing collections can be 
configured and calor-caded to appear in the Collections panel in 
residential lots only (orange outline), community lots only (purple 
outline), or in both (no outline). Any objects/ elements in a 
collection that can’t be placed on your current lot type will be 
listed in the collection but will be grayed-out and unplaceable. 



Objects and elements 
within a collection can 
also be organized. 


o O 

□niy CDllectiuns set fur yuur current 
lot type or both lot types mill be 
shumn in the CDllectinns panel. If, 
hnmeuer, you activate the Organize CDMectinns 
panel, RLL collectinns mill appear. Residential 
CDllectinns are outlined in orange, community 
CDllections are outlined in purple, and CDllections 
auailable in both have nn Dutline. 



Inventory Hotkey 

The Sims 2 Pets features a new hotkey to simplify 
moving objects into your Sim's inventory. While a 
Sim's inventory panel is open, grab the object and 
press (T| to move it directly to inventory rather 
than having to drag each item. 
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Pets and the Sims who love them are very 
sociable and fun-loving creatures, and so, of 
course, you'll have a rich slate of new social 
interactions between your Sims and their pets. 

This chapter covers all the new social inter- 
actions between Sims and pets, pets and other 
pets, and between other wild and woolly 
creatures and Sims and pets. 


Social Interaction Directory 


iNTEItACTIDN 

Menu 

Availability 

Daily 

A TD B Above 

Availability 

Daily 

A TD B Below 

And/Db 

Availability 
Lifetime 
A TO B Above 

Availability 
Lieetime 
A to B Below 

Crush 

Love dr 
Go Steady 

Autonomous 

Personality 

User Directed 

Adopt a Stray 

Main 

GB 

IDD 

Dr 

GD 

IDD 

— 

— 

— 

Yes 

Ask to be Fed 

Pet 

-ICC 

IDD 

And 

-IDD 

IDD 

— 

— 

— (Finioky) 

No 

Bark/Growl/Hiss 
(to pet) 

Pet 

-IDB 

ID 

And 

-IDD 

5 

— 

— 

Aggressive 

No 

Bark/Growl Fiiss 
(to Sim) — Cower 

Pet 

-IDB 

ID 

And 

-IDD 

5 

— 

— 

Aggressive 

No 

Bark/Growl Hiss 
(to Sim) — Ignore 

Pet 

-IDB 

ID 

And 

-IDD 

5 

— 

— 

Aggressive 

No 

Bark/Growl Hiss 
(to Sim) — ^Yell At 

Pet 

-IDB 

ID 

And 

-IDD 

5 

— 

— 

Aggressive 

No 

Beg for Food 

Pet 

D 

IDD 

And 

D 

IDD 

— 

— 

— (Finioky) 

No 

Bat Teaser 

Play 

-ICC 

IDD 

Dr 

-IDD 

IDD 

— 

— 

Playful (Hyper) 

Yes 

Bhase 

Pet 

-IDB 

-5 

And 

-IDD 

D 

— 

— 

Aggressive 

No 

Bhase Dff 

Main 

-IDD 

IDD 

And 

-IDD 

IDD 

— 

— 

— 

Yes 

Bheok Bollar 

Main 

-IDD 

IDD 

And 

-IDD 

IDD 

— 

— 

— 

Yes 

Goddle 

Give Love 

-IDD 

IDD 

Dr 

-IDD 

IDD 

— 

— 

Nioe 

Yes 

Feed Treat 

Give Love 

-IDD 

IDD 

Dr 

-IDD 

IDD 

— 

— 

Nioe (Pigpen) 

Yes 

Fetoh 

Play 

-IDD 

IDD 

Dr 

-IDD 

IDD 

— 

— 

Lazy (Hyper) 

Yes 

Fetoh (Wolf) 

Play 

2D 

IDD 

Dr 

2D 

IDD 

— 

— 

Lazy (Hyper) 

Yes 

Fight 

Main 

-IDD 

-3D 

Dr 

-IDD 

-3D 

— 

— 

Aggressive 

No 

Finger Wiggle 

Play 

-IDD 

IDD 

Dr 

-IDD 

IDD 

— 

— 

Playful (Hyper) 

Yes 

Give Pet to... 

Propose 

-IDD 

IDD 

Dr 

-IDD 

IDD 

— 

— 

— 

Yes 



Chapter? 



Protected by copyright. Unauthorized or uniawfui copying or downioading expressiy prohibited. 



Autondmous 

If Accept, 
A’s Social 

If Accept, 
A's Daily 

If Accept, 
A's Lifetime 

If Accept, 
B’s Social 

If Accept, 
B's Daily 

If Accept, 
B's Lifetime 

If Reject, 
A's Social 

If Reject, 
A's Daily 

If Reject, 
A's Lifetime 

If Reject, 
B's Social 

If Reject, 
B's Daily 

If RyECT, 
B's Lifetime 

Nd 

ID 

5 

1 

ID 

5 

1 

D 

-5 

-1 

D 

-5 

-1 

Yes 

S 

4 

1 

8 

4 

1 

D 

-5 

-1 

D 

-5 

-1 

Yes 

ID 

-7 

-1 

ID 

-7 

-2 

— 

— 

— 

— 

— 

— 

Yes 

ID 

-5 

-1 

D 

-5 

-1 

— 

— 

— 

— 

— 

— 

Yes 

D 

-3 

D 

D 

-3 

D 

— 

— 

— 

— 

— 

— 

Yes 

ID 

-7 

-1 

ID 

-7 

-1 

— 

— 

— 

— 

— 

— 

Yes 

4 

4 

D 

3 

2 

D 

4 

-3 

D 

D 

-4 

D 

Yes 

5 

4 

1 

5 

5 

1 

D 

-5 

-1 

D 

-5 

-1 

Yes 

ID 

-5 

-1 

ID 

-5 

-1 

— 

— 

— 

— 

— 

— 

Nd 

ID 

-5 

-1 

ID 

-5 

-1 

D 

D 

D 

D 

D 

D 

Nd 

ID 

3 

D 

ID 

3 

D 

D 

-2 

D 

D 

-2 

D 

Yes 

5 

7 

2 

5 

B 

1 

D 

-5 

-1 

D 

-5 

-1 

Yes 

8 

4 

D 

8 

4 

D 

D 

-3 

D 

D 

-3 

D 

Yes 

5 

5 

1 

5 

5 

1 

D 

-5 

-1 

D 

-5 

-1 

Yes 

5 

5 

1 

5 

5 

1 

D 

-5 

-1 

D 

-5 

-1 

Yes 

15 

-ID 

-4 

15 

-12 

-G 

15 

-12 

-B 

15 

-ID 

-4 

Yes 

8 

4 

1 

8 

4 

1 

D 

-4 

-1 

D 

-4 

-1 

Nd 

8 

5 

1 

8 

5 

1 

D 

-5 

-1 

D 

-3 

-1 
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Social Interaction Directory continued 


iNTEItACTIDN 

Menu 

Availability 

Daily 

A TD B Abdve 

Availability 

Daily 

A TD B Beldw 

And/Db 

Availability 
Lifetime 
A TD B Above 

Availability 
Lieetime 
A TD B Beldw 

Crush 

Love dr 
Gd Steady 

Autdndmous 

Persdnaliiy 

Dser Directeb 

Gd tD Work 

Main 

-IDO 

-3D 

Dr 

-IDD 

-3D 

— 

— 

— 

Yes 

Grr! 

Irritate 

-IDO 

IDD 

Dr 

-IDD 

IDD 

— 

— 

Grouchy 

Yes 

Hug 

Give Love 

ZD 

IDD 

And 

ZD 

IDD 

— 

— 

Nice (Friendlyl 

Yes 

Lick Tcddlfir 

Pat 

-IDD 

IDD 

Dr 

-IDD 

IDD 

— 

— 

— (Friendly) 

Nd 

NibblE 

Wolf 

5D 

IDD 

And 

5D 

IDD 

— 

— 

— 

Ne 

NuzzIe 

Pat 

-IDD 

IDD 

And 

-IDD 

IDD 

— 

— 

— (Friendly) 

No 

Ownership ChallengE 

Pat 

-IDD 

IDD 

Dr 

-IDD 

IDD 

— 

— 

Active (Hyper) 

No 

PerfDrm Command 

Main 

-IDD 

IDD 

And 

-IDD 

IDD 

— 

— 

— 

Yes 

Pet 

Sales 

-IDD 

IDD 

Dr 

-IDD 

IDD 

— 

— 

— 

Yes 

Pet 

Skunk 

-5D 

IDD 

And 

-5D 

IDD 

— 

— 

Playful 

Yes 

Pick Up 

Main 

-IDD 

IDD 

And 

-IDD 

IDD 

— 

— 

— 

Yes 

Play 

Pat 

-IDD 

IDD 

Dr 

-IDD 

IDD 

— 

— 

— (Hyper) 

Nd 

Play With 

Play 

-IDD 

IDD 

And 

-IDD 

IDD 

— 

— 

Playful 

Yes 

PcuncE 

Pat 

-IDD 

IDD 

Dr 

-IDD 

IDD 

— 

— 

— (Hyper) 

Nd 

Praise fer... 

Main 

-IDD 

IDD 

Dr 

-IDD 

IDD 

— 

— 

— 

Yes 

Razzia 

Play 

-IDD 

IDD 

Dr 

-IDD 

IDD 

— 

— 

Active (Hyper) 

Yes 

Razzia (Wnlf) 

Play 

25 

IDD 

Dr 

LTD 

IDD 

— 

— 

Active (Hyper) 

Yes 

Rub Bally 

Give Love 

ZD 

IDD 

Dr 

ZD 

IDD 

— 

— 

Nice (Friendly) 

Yes 

Savage 

Warewnlf 

-IDD 

IDD 

Dr 

-IDD 

IDD 

— 

— 

— 

Yes 

Sceld fer... 

Main 

-IDD 

IDD 

Dr 

-IDD 

IDD 

— 

— 

— 

Yes 

Set Dawn 

Main 

-IDD 

IDD 

Dr 

-IDD 

IDD 

— 

— 

— 

Yes 

Sniff 

Pat 

-IDD 

IDD 

And 

-IDD 

IDD 

— 

— 

— (Genius) 

Nd 

Snuggle 

Give Love 

-IDD 

IDD 

Dr 

-IDD 

IDD 

— 

— 

Nice 

Yes 

Spray 

Skunk 

-IDD 

IDD 

Dr 

-IDD 

IDD 

— 

— 

— 

Nd 

Stroke 

Give Love 

-5D 

IDD 

And 

-5D 

IDD 

— 

— 

Nice (Friendly) 

Yes 

Take for a Walk 

Main 

-IDD 

IDD 

And 

-IDD 

IDD 

— 

— 

— 

Yes 

Teach Command 

Main 

-IDD 

IDD 

And 

-IDD 

IDD 

— 

— 

— 

Yes 
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Autonomous 

If Accepi, 
A’s Social 

If Accepf, 
A's Daily 

If Accepf. 
A's Lifefime 

If Accept, 
B’s Social 

If Accepf, 
B's Daily 

If Accepf, 
B's Lifefime 

If Reject, 
A's Social 

If Reject, 
A's Daily 

If Reject, 
A's Lifetime 

If Rejece, 
B's Social 

If Rejece, 
B’s Daily 

If RyECT, 
B's Lifetime 

Nd 

S 

4 

D 

8 

4 

D 

D 

-3 

D 

D 

-3 

D 

Yes 

D 

D 

D 

D 

D 

D 

D 

D 

D 

D 

D 

D 

Yes 

12 

5 

1 

12 

5 

1 

D 

-5 

-1 

D 

-5 

-1 

Yes 

IQ 

5 

2 

ID 

7 

2 

D 

-B 

-1 

D 

-5 

-1 

Yes 

D 

-4 

-1 

-ID 

-4 

-1 

D 

-2 

D 

D 

-2 

D 

Yes 

IQ 

5 

1 

ID 

5 

1 

D 

D 

D 

D 

D 

D 

Yes 

— 

— 

— 

— 

— 

— 

— 

— 

— 

— 

— 

— 

Nd 

8 

5 

1 

8 

5 

1 

D 

-4 

D 

D 

-4 

D 

Nd 

8 

5 

1 

8 

5 

1 

D 

-3 

-1 

D 

-3 

-1 

Yes 

8 

8 

2 

8 

8 

2 

D 

-5 

-1 

D 

-5 

-1 

Yes 

— 

— 

— 

— 

— 

— 

— 

— 

— 

— 

— 

— 

Yes 

D 

ID 

2 

D 

ID 

2 

D 

-5 

-1 

D 

-5 

-4 

Yes 

ID 

5 

2 

ID 

5 

2 

— 

— 

— 

— 

— 

— 

Yes 

— 

— 

— 

— 

— 

— 

— 

— 

— 

— 

— 

— 

Nd 

D 

1 

D 

D 

1 

D 

— 

— 

— 

— 

— 

— 

Yes 

8 

5 

2 

8 

4 

2 

D 

-5 

-1 

D 

-4 

-1 

Yes 

8 

5 

2 

8 

4 

2 

D 

-5 

-1 

D 

-4 

-1 

Yes 

12 

B 

1 

12 

7 

1 

D 

-4 

-1 

D 

-5 

-1 

Nd 

15 

4 

1 

15 

-B 

-2 

— 

— 

— 

— 

— 

— 

Nd 

D 

-1 

D 

D 

-1 

D 

— 

— 

— 

— 

— 

— 

Yes 

D 

D 

D 

D 

D 

D 

D 

D 

D 

D 

D 

D 

Yes 

ID 

5 

1 

ID 

5 

1 

D 

-3 

D 

D 

-3 

D 

Yes 

ID 

5 

2 

ID 

5 

2 

— 

— 

— 

— 

— 

— 

Yes 

12 

D 

D 

12 

D 

D 

D 

-5 

-1 

D 

-5 

-1 

Yes 

8 

4 

1 

8 

5 

1 

D 

-4 

-1 

D 

-5 

-1 

Nd 

5 

1 

D 

5 

1 

D 

D 

-4 

D 

D 

-4 

D 

Nd 

8 

5 

1 

8 

5 

1 

D 

-4 

D 

D 

-4 

D 
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Social Interaction Directory continued 


iNTEItACTIDN 

Menu 

Availability 

Daily 

A TD B Abdve 

Availability 

Daily 

A TD B Beldw 

And/Db 

Availability 
Lifetime 
A TD B Above 

Availability 

Lieetime 

A TD B Beldw Brush 

Ldve dr 
Gd Steady 

Autdndmous 

Persdnaliiy 

Dser Directeb 

Tdss in Air 

Play 

-IDD 

IDD 

And 

-IDD 

IDD — 

— 

AeLIve (HypEr) 

Yes 

Try for Puppy/KittEn 

(pet-tD-pEt) 

PeE 

N/A 

N/A 

N/A 

N/A 

N/A — 

— 

— 

Nd 

Try for Puppy/KittEn 
with... (Sim-tD-pEt) 

Main 

-IDD 

IDD 

Dr 

-IDD 

IDD — 

— 

— 

Yes 

Yell At 

Main 

-IDD 

IDD 

And 

-IDD 

IDD — 

— 

— 

Yes 


Sim-to-Pet/Pet-to-Sim 

Interactions 

For most of the pet-to-Sim and Sim-to-pet interac- 
tions, the decision to accept or reject is based 
on the recipient's Mood. The required level 
of the Mood, however, depends on the kind of 
relationship it has with the initiator (Master, 

Pack, or Mine), the Daily Relationship toward the 
initiator, and the recipient's Personality traits 
(Playful for Sims, Friendly and Independent for 
pets). The more positive factors there are 
(Independent makes acceptance harder), the 
worse the recipient's Mood can be. For example, 
a pet will accept a given social from its Master at 
Mood 0, but not from an acquaintance until 50. 

Very low Social and/or Fun Need can, 
however, take precedence to allow a Sim or pet to 
accept regardless of relationship or Personality. In 
many (but not all) interactions, as long as Mood is 
above -50, acceptance is ensured if either Social 
or Fun is below -50. 


D=DO'i^(^ 

IF the recipient is a Sim, leui Fun uiill 
never ensure acceptance. 


To be honest, the process is extremely 
complicated, and no one in their right mind would 
noodle through this every time they want their 
petto play a game of Fetch. Still, if you crave 
more detail, here it is (see "Pet-to Sim" and 
"Sim-to-Pet" sidebars). 

The social interaction catalog deviates a bit 
from our usual format. Socials with their own 
decision trees follow the customary format, but 
ones based on the two models above will make 
reference to these standard models. 

Among these standardized socials, some 
include the automatic acceptance for low Social 
and/or Fun but others do not. The capsules note 
this in each case. 



M08 

P': 
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Autondmdus 

If Accept. 
A’s Social 

If Accept, 
A's Daily 

If Accept, 
A's Lifetime 

If Accept, 
B’s Social 

If Accept, 
B's Daily 

If Accept, 
B's Lifetime 

If Reject, 
A's Social 

If Reject, 
A's Daily 

If Reject, 
A's Lifetime 

If Reject, 
B's Social 

If Reject, 
B’s Daily 

If RyECT, 
B's Lifetime 

Yes 

12 

5 

D 

12 

5 

D 

D 

-4 

D 

D 

-4 

D 

Yes 

25 

8 

2 

25 

8 

2 

D 

-5 

-1 

D 

-5 

-1 

Nd 

8 

5 

D 

8 

5 

D 

D 

-5 

D 

D 

-5 

D 

Nd 

8 

-4 

-1 

-8 

-5 

-1 

8 

-4 

-1 

-8 

-5 

-1 


Pct-to-Sim 

If the Sim's Mood is above -50 and Social Need 
is below -50, the Sim always accepts. If Sim's 
Mood is below -50, he or she always rejects. 

1^^ regardless of the kind of relationship 
(Master, Mine, Pack), the Sim's Mood is greater 
than 50, acceptance is a given. 

If the Sim is the pet's Master and Daily 
Relationship to the pet is above -40, the Sim 
always accepts if Mood is above 0. If Daily 
Relationship is below -40, pets always accept 
interactions from their Master if their Mood is 
above 20. 

If the Sim has a Pack or Mine Relationship 
with the pet and Daily Relationship is above 
-40, the Sim always accepts if Mood is above 
30. If Daily Relationship is below -40 and 
there's a Pack or Mine Relationship, Sims 
always accept if their Mood is above 50. 



If the Sim can't meet 
any of these standards, 
he or she will accept if 

I. Daily RalatiDnship > D, Playfal 8 


ar Enara, Maad > -15; 

; nr 


Daily 

Ralatianship > 

D, Playful 

5-7, 

Maad 

> 5; ar 



Daily 

Ralatianship > 

D, Playful 

<5, 

Maad 

> 25; ar 



Daily 

Ralatianship < 

D, Playful 

8 nr 

Maad 

> -4D; nr 



Daily 

Ralatinnship < 

D, Playful 

5-7, 

Maad 

> D; nr 



Daily 

Ralatianship < 

D, Playful 

<5, 

Maad 

>20. 
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Sim-to-Pct 

If the pet's Fun Need is less than -50 or Fun 
Need is above -50 but Social Need is less than 
-50, the pet always accepts. If the pet's Mood 
is less than -50, it always rejects. 

Ifi regardless of the kind of relationship 
(Master, Mine, Pack), the pet's Mood is greater 
than 50, it always accepts. 

If the Sim is the pet's Master and Daily 
Relationship to the pet is above -40, the pet 
always accepts if Mood is above 0. If Daily 
Relationship with a Master is below -40, pets 
always accept if Mood is above 20. 

If the pet has a Pack or Mine Relationship 
with the Sim and Daily Relationship is above 
-40, it'll always accept if Mood is above 30. If 
Daily Relationship is below -40 and there's a 
Pack or Mine Relationship, pets always accept 
if Mood is above 50. 

If the pet can't meet any of these 
standards, it'll accept if 

1. Daily Relationship > D, Pat is Friendly, and Mood > -15; or 

2. Daily Ralationship > D, Pat is not Friendly but is Indepandant, 

and Mood > 25: nr 

3. Daily Ralatianship > D, Pat is neither Friendly nor IndapEndant, 
and Mood > 5: or 

4. Daily Ralatianship < D, Pat is Friandly, and Mood > D: nr 

5. Daily Relationship < D, Pat is not Friendly but is Indapandant, 

and Mood > 4D: nr 

B. Daily Ralationsbip < D, Pat is neither Friendly nor Independent, 
and Mood > 2D. 



Top Menu Interactions 





Adopt a Stray 


Who: teen/young 
adult/adult/ elder 
ta adult cat/elder 
cat/ adult dog/ 
alder dog 



01 (O 

For more inFormation. see "Hdopting 
Strays" in the "Create a Cat/Dog and 
Requiring Pets" chapter. 


This interaction is always accepted. 



Chase Off 


' Who: child/teen/ 
young adult/adult/ 
alder to adult 
cat/elder cat/ adult 
dog/elder dog/ 
wolf/skunk 


Chase Off is always accepted. 


Check Collar 

' Who: child/taen/ young adult/adult/ elder to adult cat/eldar 
cat/adult dag/eldar dog 

Checking the collar on a stray enables your Sim to 
return a runaway petto another of your playable 
Sims. See the "Create a Cat/Dog and Acquiring 
Pets" chapter for full details. 

Accepted if pet's Daily Relationship to Sim 
is > 0. 
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Go to Work 


Who: child/tEEn/ycung adult/adult/EldEr ta adult cat/aldar 
aat/adult dag/aldar dog 

If a pet's carpool is waiting and it's engaged in an 
interaction, Sims can command it to stop what it's 
doing and go to work. It will not, however, make a 
pet Go to Work when it's in a bad Mood. 

Accepted if pet's Mood is > 0. 



Perform 
Command... 

Wha: ahild/taan/ 
young adult/adult/ 
aldar ta adult 
aat/aldar aat/adult 
dag/aldar dag/ 
kittan/puppy 

Accepted based on the standard rules unless Fun 
or Social Need is critically low. If either Fun or 
Social Need is below -50 and Mood is above -50, 
pets always accept. 



Pick Up 

. Wha: ahild/taan/ 
young adult/ 
adult/Eldar ta 
kittan/puppy 


Puppies and kittens won't ask to be picked up, but 
many puppy/kitten-initiated interactions first 
make the Sim do Pick Up. 

Young pets always accept Pick Up. 



Praise for... 

I Who: ahild/taan/ 
young adult/adult/ 
aldar to adult aat/ 
aldar aat/adult 
dag/aldar dog/ 
kittan/puppy 


This interaction is accepted based on the standard 
rules unless Fun or Social Need is critically low. If 
either Fun or Social Need is below -50 and Mood is 
above -50, pets always accept. 

Scold for... 

Who: ahild/taan/ 
young adult/adult/ 
aldar to adult aat/ 
aldar aat/adult 
dag/aldar dog/ 
kittan/puppy 



Acceptance is based on the standard rules unless 
Fun or Social Need is critically low. If either Fun or 
Social Need is below -50 and Mood is above -50, 
pets always accept. 


Set Down 

r Who: ahild/taan/ 
young adult/ 
adult/aldar ta 
kittan/puppy 


When Sims are 
carrying a kitten/puppy, they may Set Down 
autonomously if they elect to do something else. 
Set Down is always accepted. 
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0 





Take for a Walk 

Who: child/tEEn/ 
yDung adult/adult/ 
aldar ta adult 
Eat/aldEr aat/adult 
dog/aldEr dag 


Need 

Pat 

Sim 

Fun (par hour) 

50 

50 

Energy (par hour) 

-ZD 

-20 


Walks last 40-60 minutes, and Sim and pet get the 
Social and relationship effects every 5 minutes 
during the walk. 

Acceptance is based on the standard rules 
unless the recipient's Social Need is critically low. 
If Social Need is below -50 and Mood is above -50, 
the recipient always accepts. 



Teach 

Command... 

^ Who: child/tEEn/ 
yaung adult/adult/ 
aldar ta adult 
Eat/aldEr aat/adult 
dug/uldEr dag/ 
kittan/puppy 


Acceptance is based on the standard rules unless 
Fun or Social Need is critically low. If either Fun or 
Social Need is below -50 and Mood is above -50, 
pets always accept. 


Try for Puppy/Kitten with. 



Who: taan/yaung 
adult/adult/ 
aldar ta adult cat/ 
aldar cat/adult 
dug/aldar dag 


The breeding 
process is 


initiated with the Sim-to-pet interaction. The pet 
then goes to the indicated breeding pet and uses 
the Try for Puppy/Kitten (pet-to-pet) interaction. 
See the "Pet Interactions" section. 



Full details un pet breedina can be 
Found in the "Pet Life" chapter. 


The interaction is accepted if Pet B's Mood > -25, 
Daily Relationship to Sim A > 25, Lifetime 
Relationship to Sim A > 0, Daily Relationship to 
Pet C > 25, and Lifetime Relationship to Pet C > 0. 



Yell At 

i Who: child/taan/ 
young adult/adult/ 
aldar ta adult cat/ 
aldar cat/adult 
dog/aldar dag 


If you want to actively drive down relationship 
with a pet, use the Yell At interaction. Dogs may 
pee in fear in response if their Bladder Need is 
low; Cowardly dogs are more likely to do it. 

Yell At is always accepted. 
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Give Love Interactions 

Feed Treat 

< Who: child/tEEn/ 
young adult/adult/ 
aldar ta adult cat/ 
aldar cat/ adult dog/ 
Elder dog or adult 
cat/eldEr cat/ adult 
dog/eldEr dag to 
child/tEEn/young 
adult/adult/Elder 

Accepted if Sim B's: 

1. Hunger < -50: or 

2. Hunger > -50, Oaily Relationship > -80, and Pigpen; or 

3. Oaily Relationship > -80, Finicky, and Hunger > 80: or 

4. Oaily Relationship > -80, not Pigpen or Finicky, and Hunger > 00. 

Need Adult Pet Puppy/Kitten 

Hunger 20 40 

if a treat is given uihile a pet shauis 
the teachabie mament icon, the treat 
uiili affect training as if it uiere praise. 





Hug 

' Who: child/teen/ 
young adult/adult/ 
elder ta adult cat/ 
elder cat or adult 
cat/elder cat to 
child/teen/young 
adult/adult/elder 


Acceptance is based on the standard rules unless 
the recipient's Social Need is critically low. If 
Social Need is below -50 and Mood is above -50, 
the recipient always accepts. 



Rub Belly 

Who: child/teen/ 
young adult/adult/ 
elder ta adult dog/ 
elder dog or adult 
dog/elder dog to 
child/teen/young 
adult/adult/elder 


Acceptance is based on the standard rules unless 
the recipient's Social Need is critically low. If 
Social Need is below -50 and Mood is above -50, 
the recipient always accepts. 


Many things can happen after feeding a treat: 

If a pet has full Hunger satisfaction, it might throw up. 

^ If another pet sees a pet given a treat, there's a chance it'll heg 
for a treat. 

A pet given a treat may beg far another. 



Snuggle 

< Who: child/teen/ 
young adult/ 
adult/elder ta 
kitten/puppy 


Puppies and kittens never reject. 
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Irritate Interactions 



Stroke 

( Who: child/tEEn/ 
yDung adult/adult/ 
Eldar ta adult aat/ 
aldar aat/adult 
dag/aldEP dag ar 
adult Eat/uldEr 
Eat/adult dag/ 
aldar dug ta 
ahild/tEEn/yaung 
adult/adult/aldEr 

Acceptance is based on the standard rules unless 
the recipient's Social Need is critically low. If 
Social Need is below -50 and Mood is above -50, 
the recipient always accepts. 

Naad Prt Sim 

Fun G B 

Cuddle 

' Whn: taddlar ta 
adult Eat/uldEr 
Eat/adult dag/ 
aldar dag nr adult 
aat/aldar aat/ 
adult dag/aldar dag 
ta taddlar 

Acceptance is based on the standard rules unless 
the recipient's Social Need is critically low. If 
Social Need is below -50 and Mood is above -50, 
the recipient always accepts. 


Need 

Pet 

Sim 

Camfart (par hnur) 

-40 

40 

Snaial (par hnur) 

BO 

40 

Energy (par hnur) 

-10 

-10 




Grr! 

. Whn: taan/ynung 
adult/adult/ 
aldar warawnlf ta 
ahild/taan/yDung 
adult/adult/aldar 


Grr! is always accepted. 

Pet Interactions 


Q=0[a]'[^[^ 

These actions can only be initiated by 
pets. Since you can't control pets, 
there are no interaction menus. 




Need 

Werewolf 

Sim 

Fun 

12 

-5 

Custamar Lnyalty 

— 

-too 



Ask to be Fed 

^ Whn: adult aat/ 
aldar aat/adult 
dag/aldar dag ta 
ahild/taan/yDung 
adult/adult/aldar 


The interaction is accepted if the Sim's Mood 
is > -20. 



P' 
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Bark/Growl/Miss (to pets) 

r Whc: adjit cat/ 
elder cat/ adult dag/ 
elder deg ta adult 
cat/elder cat/ 
adult dcg/elder 
dag/kitten/puppy 





D=D 

This can only be done tamard hittens nr 
puppies iF pet’s Hiaad is beiem □. Pets 
respond according to their Personaiity. 



This interaction can't be rejected, but reaction 
comes, in part, from Personality-based probabilities: 


Trait 

Cower 

Growl/Bark 

Fight 

Ccwardly 

+5D% 

-15% 

0 

Aggrassiva 

-20% 

+20% 

+20% 

Lazy 

-10% 

-15% 

-10% 


An additional 20 percent is added to Fight 
probability if Pet B's Daily Relationship to Pet A 
is < -20. 



Bark/Growl/Miss (to Sims) 


Whc: adult 
cat/elder cat/ adult 
dcg/elder dag tc 
child/teen/yaung 
adult/adult/elder 




O O 



The target Sim can react by yeiiing at 

1 


the pet, couiering From the pet, or 

1 


ignoring the pet. Each result has a 

different impact on the pet's and the Sim's Sociai 

needs and relationship touiard each other. 


This can't be rejected, but reaction comes, in part, 
from Personality-based probabilities: 


Trait 

Cower 

Yell At 

Dutgaing/Shy < 5 

+50% 

-15% 

Nice/Orcuchy < 5 

-20% 

+30% 

Active/Lazy 

-10% 

-10% 


An additional 20 percent is added to Fight 
probability if Pet B's Daily Relationship to Pet A 
is < -20. 



Beg for Food 




< Wha: adult cat/ 
elder cat/adult 
dcg/elder dag tc 
child/teea/ycuag 
adult/adult/elder 


Acceptance is based on the standard rules unless 
the recipient's Social Need is critically low. If 
Social Need is below -50 and Mood is above -50, 
the recipient always accepts. 
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Chase 


Who: sdult cat/ 

Elder cat/adult 
dag/aldar dag to 
child/taan/yDung 
adult/adult/aldar/ 
adult cat/Eldar cat/ 
adult dog/Elder dag 
or kittan/puppy tc 
kitten/puppy 


Need 


Lick Toddler 

, Wha: adult large 
dag/eldar large 
dag to toddler 


Pet Sim 







[rD[^'[bj(P 

Kittens and puppies may chase or be 
chased eniy by each ether. 


Fight can't be rejected, so accept/reject effects 
in the social interactions table represent 
changes if A is the winner (Accept) or if B 
is the winner (Accept). 

Fight works very much like the Sim-to-Sim 
Attack. The winner is random, but the odds 
are affected by which pet has the greater 
training toward Fiostile. 

Winners may follow Fight with 
Chase, and losers may be inspired to run 
away (see the "Pet Life" chapter). 


Parents of a puppy or kitten are more likely to 
do this than other pets. 

Acceptance is based on 
the standard rules unless the 
recipient's Social Need is 
critically low. If Social 
Need is below -50 and 
Mood is above -50, 
the recipient 
always accepts. 


Need Pet Sim 

Energy -ID -10 


Chase can't be rejected. 


^ Wha: adult cat/ 
elder cat/adult 
dug/elder dug ta 
adult cat/elder 
cat/adult dag/ 
elder dag 


Fun (Accept) 12 12 

Hygiene (per haur) — -5 


Acceptance is based on the standard rules. 


Nuzzle 


, Wha: adult cat/ 
elder cat/adult 
dag/elder dag tu 
kittea/puppy 
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Ownership Challenge 



Who: adjit cat/ 
aldar cat/adult 
dag/aldar dag tc 
adult cat/aldar 
cat/adult dag/ 
aldar dag 


This is always accepted. Effects are determined by 
the outcome of the challenge: 


Effect Ldsb Win Big Win 

A Daily Ralaticnship -ID -B -I 

A Lifatima -I -I -I 

A Sccial -ID 5 3 

B Daily Relationship -3 -ID -5 

B Lifatima -3 -3 -5 

B Social 5 -3 -B 



Play 



Whc: adult 
cat/aldar cat/adult 
dag/aldar dog to 
adult cat/aldar 
cat/adult dog/ elder 
dog or kitten/puppy 
to kittan/puppy 


Acceptance is based on the standard rules unless 
the recipient's Social Need is critically low. If 
Social Need is below -50 and Mood is above -50, 
the recipient always accepts. 



Pounce 

t Who: adult cat/aldar 
cat to child/taan/ 
young adult/adult/ 
aldar/adult cat/ 
elder cat/adult 
dcg/aldar dog 



Rggressiue pets react to a pounce 
uiith a hiss/barh, and Couiardly pets 
respond uiith a couier. 


Need (per hnur) Pat Sim 

Fun IDD — 


Pounce is always accepted. 



Sniff 

r Who: adult dog/ 
elder dog tn 
child/taan/young 
adult/adult/alder/ 
adult cat/aldar 
cat/adult dng/ 
elder dag 


Acceptance is based on the standard rules unless 
the recipient's Social Need is critically low. If 
Social Need is below -50 and Mood is above -50, 
the recipient always accepts. 
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Try for Puppy/Kitten 

‘ ^ Who: adult cat ta 
adult cat, aldar 
mala cat ta adult 
famala cat, adult 
dag ta adult dag, 
aldar mala dag ta 
adult famala dag 


Once a pet accepts the Sim-to-pet Try for Puppy/ 
Kitten with. . . interaction, it approaches the specified 
petto run this interaction. If the other pet accepts, 
pets adjourn to an available pet house to consum- 
mate the union and spawn the next generation. 

Far Full details un pet breeding, see 
the "Pet Life" chapter. 




It's accepted if Pet C's Mood > -25, Daily 
Relationship > 25, and Lifetime > 0. 


Play Interactions 



Cat Teaser 

' Whc: child/tEEu/ 
young adult/adult/ 
Elder ta adult cat/ 
elder cat/kitten or 
adult cat/elder 
cat/kitten ta child/ 
teen/young adult/ 
adult/elder 



P' 


If a pet is the recipient, acceptance is based on 
the standard rules unless the recipient's Fun or 
Social Need is critically low. If either Fun or Social 
Need is below -50 and Mood is above -50, the 
recipient always accepts. 

If a Sim is the recipient, acceptance is based 
on the standard rules unless the recipient's 
Social Need is critically low. If Social Need is 
below -50 and Mood is above -50, the recipient 
always accepts. 

Fetch 

t Who: child/teea/ 
yaung adult/adult/ 
elder to adult dog/ 
elder dog/wolf or 
adult dog/ elder dog 
to child/teen/young 
adult/adult/elder 

Q=0[o]ib)[P 

Sims can play Fetch uiith a uiolF [see 
the "neui nPCs S Lgcanthrnpg" 
chapter] but the interaction uion't be 
auailabie untii the uiolF gains Daiig ED or Lifetime 
B5 Reiationship score uiith the Sim. liJoiues can't 
initiate Fetch. 

If a pet is the recipient, acceptance is based on 
the standard rules unless the recipient's Fun or 
Social Need is critically low. If either Fun or Social 
Need is below -50 and Mood is above -50, the 
recipient always accepts. 

If a Sim is the recipient, acceptance is based 
on the standard rules unless the recipient's Social 
Need is critically low. If Social Need is below -50 
and Mood is above -50, the recipient always accepts. 





Q=0[o]'[bj[p 

IF there isn't a large enough area 
outside For either a long or short 
Fetch, the Sim mill give up. 
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Finger Wiggle 

, WfiD: child/tEEn/ 
young adult/adult/ 
aldar ta adult cat/ 
aldar cat/kittan or 
adult cat/uldEr 
cat/kittun ta 
child/tEEn/yaung 
adult/adult/Eldar 



0 O 

IF the Sim is accidentally scratched. 
Daily Relaticnship tcuiard cat drops 
by E. 


Nfied (pEr hour) 

Pat 

Sim 

Fun (pEr hour) 

40 

30 

Sooial (pur hour) 

40 

40 

Enorgy (pur hour) 

-10 

-10 


If a pet is the recipient, acceptance is based on 
the standard rules unless the recipient's Fun or 
Social Need is critically low. If either Fun or Social 
Need is below -SO and Mood is above -SO, the 
recipient always accepts. 

If a Sim is the recipient, acceptance is based 
on the standard rules unless the recipient's 
Social Need is critically low. If Social Need is 
below -SO and Mood is above -SO, the recipient 
always accepts. 



NEEd 

Pat 

Sim 

Comfort 

4 

4 

Sooial 

4 

4 


Play With 

' Who: uhild/tEEu/ 
young adult/ 
adult/ uldur ta 
kittun/puppy 


This interaction is always accepted. 



Razzle 

, Who: child/tEEn/ 
young adult/adult/ 
aldar ta adult 
dog/aldEP dog/ 
wolf or adult 
dog/aldar dog to 
ahild/tEEn/young 
adult/adult/Eldar 



Sims can play Razzle uiith a uinlF [see 
the "Reui RPCs B Lycanthrepy" 
chapter), but it uinn't be auailable until 
the uidIF gains a Daily nr Lifetime Relationship of 
BE uiith the Sim. Iilolues can't initiate Razzle. 


NEEd 

Pat 

Sim 

Fun 

40 

40 

Sooial 

40 

40 

Enargy 

-10 

-10 


If a pet is the recipient, acceptance is based on 
the standard rules unless the recipient's Fun or 
Social Need is critically low. If either Fun or Social 
Need is below -SO and Mood is above -SO, the 
recipient always accepts. t — s 
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If a Sim is the recipient, acceptance is based 
on the standard rules unless the recipient's 
Social Need is critically low. If Social Need is 
below -SO and Mood is above -SO, the recipient 
always accepts. 

Toss in Air 

, Who: tGEn/young 
adult/adult/Elder 
ta adult Eat/aldEr 
Eat/kittan/puppy ar 
adult Eat/aldEr aat/ 
adult dag/aldEr 
dag ta tsEn/yaung 
adult/adult/Eldsr 

Puppies and kittens never reject. 

For adults, if a pet is the recipient, acceptance 
is based on the standard rules unless the 
recipient's Fun or Social Need is critically low. If 
either Fun or Social Need is below -SO and Mood is 
above -SO, the recipient always accepts. 

If a Sim is the recipient, acceptance is based 
on the standard rules unless the recipient's 
Social Need is critically low. If Social Need is 
below -SO and Mood is above -SO, the recipient 
always accepts. 

There's a chance cats will throw up after 
being tossed. 


Need 

Pet 

Sim 

Fun (per hnur) 

5D 

50 

Energy (per hnur) 

-ID 

-2D 




Propose Interactions 


Give Pet to... 

( Who: tEEu/young 
adult/adult/EldEP 
ta tEEn/yaung 
adult/adult/Eldar 


See the "Pet Life" chepter For deteils. 


Sales Interactions 


y Wha: tEEn/yaung 
adult/adult/EldEP 
ta tEEn/yaung 
adult/adult/EldEP 


Accepted if B's: 

1. LifEtimE and Daily aPE pasitivE: ar 

2. LifEtimE is pnsitivE, Daily is nsgativE, and NicE/DrnuEhy > 2; nr 

3. LifstimE is nEgativE, Daily is pnsitivE, and NiEE/Grauahy > 4; nr 

4. LifEtimE and Daily aPE nEgativE. 

Once Sim B purchases the pet, the pet's 
relationship toward the buyer is reduced by Daily 
-10/Lifetime -10. 






ptii 
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Skunk Interactions 


Werewolf Interactions 



Pet 

.■ Who: child/tEEn/ 
young adult/adult/ 
aldar ta Skunk 

Nsad Sim 

Hygiuna Sat tu -99 

Fun -3D 

Comfort -49 


Mostly, this foolish attempt fails and the Sim gets 
sprayed. Sometimes, however, the Sim gets lucky 
and the skunk deigns to be petted (5 percent 
chance for Sims but 60 percent chance for 
werewolves). 

Memories of being sprayed lower the chance 
of the Sim doing this autonomously in the future. 
Sims with high Logic are even less likely to try 
it again. 


1 

1 





Nsed Sim 


Hygiana 

Sat to -99 

Fun 

-3D 

Comfort 

-40 


Spray 

. Who: Skunk to 
ahild/tEEn/young 
adult/adult/aldEr 
to adult Eat/aldEr 
aat/adult dog/ aldar 
dog/kittan/puppy 


Spray is always accepted. 



Savage 

Who: taan to taan 
or young adult/ 
adult/aldar to 
young adult/ 
adult/aldar 


While a Sim is a werewolf it can bite any 
age-appropriate Sim to turn him or her into a 
werewolf The interaction is accepted if Sim B's 
Mood > 0 and always results in a lycanthropic 
infection. 

Sims won't take kindly to being bitten, 
becoming Furious at the werewolf 

This interaction can be used on Servos. 





Details en liFe as a uiereuialF and haul 
to cure the aFFliction can be Found in 
the "lilereuiDlues" chapter. 


Nibble 

■t Who: Laadar of tha Paak NPC to taan/young adult/adult/ aldar 

Nibble is accepted if Sim B's Mood > 0. 

Relationships 

Pets have their own kinds of relationships that 
have a strong effect on how they relate to Sims 
and other pets. The kinds of relationships 
available to a pet depend on its species. 
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Dogs 

Dogs have two kinds of special relationships: 

. Pack ' Master 

Pack 

The Pack Relationship is roughly equiv- 
alent to Friend for Sims but is available 
only to Sims and pets in their own 
household. 

Once a dog or puppy reaches 50 Lifetime 
Relationship and has known a Sim or pet for 24 
hours, it decides that that creature is part of its 
pack. Sims with the Pack Relationship with a dog 
get a larger increase in Fun and Social when inter- 
acting with the dog. 

A dog or puppy's relationship to pack Sims 
and pets will never naturally decay if it's above 
zero. As long as the relationship is positive, decay 
does not take place. If the relationship falls below 
zero through negative interactions, it will trend 
toward zero at the normal rate. 

The Pack Relationship is destroyed if Lifetime 
Relationship of the dog toward the other pet/Sim 
drops below -10. 

Master 

Dogs need to know their place in the 
hierarchy of the household, so they'll 
eventually get to know a Sim so well that 
they'll declare him or her their "Master." Master is 
roughly equivalent to the "Best Friend" for Sims. 

The first Sim to gain 70 Lifetime Relationship 
from the pet, to know the pet for 24 hours, and to 
do one more relationship-building social, becomes 
the dog's one and only Master. A Sim can be 
Master to more than one dog, but each dog can 
have only one Master. 




The primary benefit of the Master Relationship 
is a change of Daily Relationship decay. Unlike all 
other relationships, which naturally decay to zero, 
dog-to-Master relationships do not decay if Daily 
Relationship is greater than 25. If the relationship 
is below 25 due to negative interactions, Daily 
Relationship will trend up toward 25 (instead of 
zero) faster than normal. 

Dogs also get the friend-of-my-Master bonus. 
If a dog's Master is interacting with another Sim 
while the dog is nearby, the dog passively gains 
or loses Daily Relationship toward that Sim 
along with the Master. Thus, if the Master does 
a social interaction to Sim B that gains 4 Daily 
Relationship points, the dog standing at his or her 
side gets 2 points toward Sim B without inter- 
acting with Sim B. The size of this effect, positive 
and negative, grows with the size of the Master's 
changes in relationship to Sim B. 


Master to Sim B 
Daily Delatianship Change 

Pet tn Sim B 

Daily Delatianship Change 

7+ 

4 

4-G 

1 

1-3 1 

-1 

-3--I 

-4 

-G--2 

-7+ 

-4 


Finally, a dog's Master gets an even bigger Fun 
boost than normal or for Pack when playing with 
the dog. 

Once dogs have decided upon a Master, 
they're very reluctant to break that relationship. 
Even if the dog achieves a higher relationship with 
another Sim, the first Sim to become Master stays 
Master. A Sim would have to decimate a dog's 
relationship (below -80) to him to break a Master 
Relationship. 



pr ' 1 II 
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k 

tip 



, t 

IF you're trying to breah a dog's 



ax 

Lj 

Plaster Relationship to a Sim, direct 
the Sim to repeatedly use the Veil Rt 




interaction. 


Losing a Master to either relationship drops 
or death can cause a dog to run away. 


Cats 

Instead of Friend and Best Friend, cats have one 
nonexclusive kind of signature relationship: Mine. 

Mine 

Cats, feeling that they own others, 
rather than the other way around, 
wouldn't insult themselves by consid- 
ering anyone their "master." Moreover, 
they don't have the collective mentality of dogs 
that could lead to a Pack Relationship (though 
dogs can consider cats to be part of their pack). 

Instead, cats claim those they know well as 
their very own with the Mine Relationship. This 
special status is given to any Sim or pet in the 
household who develops a relationship of 60 
Lifetime with the cat and whom the cat has known 
for at least 24 hours. 

Any Sim or pet that a cat considers Mine gets 
special treatment. The cat is more likely to accept 
social interactions from a Mine Relationship even 
when its Mood would normally cause it to reject. 
Cats are much more inclined to interact with their 
Mine Relationships than with others, favoring the 
familiar to the less well known. 

Finally, the cat's relationship to Mine Sims and 
pets will not decay if Daily Relationship is above 
15. If the relationship falls below 15 through 
negative interactions, it will trend toward 15 
(rather than zero) faster than normal. 



All P«ts 

Pets can have a few other relationships pets, but 
they function identically to their Sim equivalents. 

; PeIs can havE EnEmiES. 

‘ PeIs can gat Furinus at anathar pat. 

^ Pats havE Family Ralatianships. 

4 Nan-hausEhald pats can ba a Sim's "Pat Friand” if thay hava 
a Daily Ralatianship with tha Sim graatar than 5D. 

Other New Social Features 

The advent of pets has inspired some new social 
features or changes to existing systems that 
integrate pets into traditional functions but also 
expand non-pet possibilities as well. 


Now yon can invite 
over multiple Sims 
from a household, 
even if your Sim has 
only met one of them. 


Previously, your Sim could invite over only Sims 
they had met. Sure, sometimes they'd bring a 
friend, but mostly, expanding your social circle 
required leaving home. 

Now, you can have your Sims call any Sim 
they know and specify which members of their 
household (including pets) you'd like them to 
bring along. 


Invite Household 
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Chapters 



Life with pets can be wild, but since animals are 
the subject at hand, we shouldn't forget the 
wildlife that now inhabits your Sims' neighbor- 
hoods. The Sims 2 Pets comes complete with a slate 
of new nonplayer characters including two kinds 
of suburban fauna, a new service provider, and a 
fearsome creature that can turn your Sim into 
a super animal trainer (and, well, a werewolf). 

This chapter unpacks all these new players 
along with copious changes to existing NPCs, the 
new houses and Sims you'll find in the neigh- 
borhood bins, and the facts of werewolf life. 

Service NPCs 

Obedience Trainer 


^ Gall Haurs: Anytima 
Shift: 8 am ta 9 pm 

^ Fbe: §25 par visit 
and §75 par haur 

Sarviaa: Dna-tima 


If training your pets is just too time-consuming, 
help is only a phone call away thanks to the 
Obedience Trainer. This elder female will come 
to your Sims' homes and teach commands (not 
learned behaviors) to any pet for a hefty but 
reasonable hourly fee. 




For an upfrontfee of §25 plus §75 per hour 
she spends on the lot, the Obedience Trainer will 
train any pets that have commands to learn. 


As soon as the Trainer 
arrives, set her to work 
or you'll be paying her 
to play with the pets 
rather than train them. 


When the Obedience Trainer arrives, she 
wanders the lot, meeting all the pets and awaiting 
your instructions on whom to train. She's on the 
clock from the moment she arrives, so point her 
to the pet to be trained as soon as she arrives. Any 
child or older Sim on the lot can use the Purchase 
Training for... interaction on the Trainer to begin 
command training. 

The Trainer is an accomplished professional, 
teaching with the speed of a high-Charisma 
Sim (though not as fast as a werewolf). Though 
the Trainer is fast, a pet will exit training if its 
Mood or critical Needs drop too low, so make sure 
the pets to be trained are well cared for before 
she arrives. 

Once put on the case, the Trainer works with 
the indicated pet until: 

f Her shift day aads at 9 pm. 

^ The pat kiaks aut far staadard skill training exits (far axampla, 
law Naads). 

Yau diraat yaur Sims ta intaraat with her. 
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The Obedience Trainer 
makes pets more 
manageable and 
increases their earning 
potential while leaving 
your Sims free to tend 
to other matters. 


When a pet has fully learned a command 
or the pet exits early, the Obedience Trainer is 
available to assign to another pet or to linger (on 
the clock, of course) for socializing with Sims. She 
will also wait for a pet to tend to its Needs, then 
resume training. 

If all pets on the lot are unavailable for 
training or fully trained in all commands, the 
Obedience Trainer will take her leave (after the 
customary waiting-to-socialize opportunity). 

01 

If you assign ths Dbedisnce Trainer 
tn a pet but she doesn't immediateiy 
engage the pet, it's probabiy because 
the pet is tahing care of its needs and not ready 
to train. See luhat the pet is up to and give it some 
time; uihen it's ready, it'll go to the Trainer to 
begin iearning. 





Got werewolf? The 
Obedience Trainer 
can hook you up 
with the cure. 


The Obedience Trainer is also a source for the 
werewolf cure, Lycanthropic-B. To purchase this 
cure for your Sim, or to give to another, direct the 
Sim to do the Buy Potion... Lycanthropic-B inter- 
action on the Obedience Trainer, and select the 
quantity you wish to buy (at §60 per bottle). 


If you haue The Suns" E Rightlife 
expansinn pach, gnu can also purchase 
Lycanthrupic-S from the Bypsy 
niatchmaher RPC. 





The bottles are placed in your Sim's inventory. 
If your Sim is a werewolf (transformed or not), 
the self-interaction Drink Lycanthropic-B 
instantly administers the cure. 

Alternatively, you 
can place the bottle 
on the ground for 
another Sim to 
pick up and put 
in his or her 
inventory. 

The Obedience 
Trainer can be 
interacted with 
like all other 

service NPCs. This means 
she is potentially marriageable/ 
joinable, retaining her Charisma 10. 

Once an Obedience Trainer becomes 
part of a household, however, 
she no longer sells potions or 
training services. 
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(op (Animal Control) 

The Cop has 
a new job. In 
addition to his 
or her various 
other duties, the 
officer of the law 
now acts as the 
town animal 
control officer. 

, DElivEPing adaptEcl pEts or PEturning punaway pats. 

( REPnaving all hausahald pats whan ana aat, dag, kittan, ap 
puppy's Hungap Naad falls apitiaally law. Thapa is, hawavap, 
na fina iaipasEd fap this paaiaval. 

r Raraaving all hausahald pats if tha last tsan bp aldap Sira 
an tha lat dias. 


Gypsy Matahmakap: Raw sails the Lyaanthpupia-B patiaa 
ta auPE WErawalvES. 

r Maid: Will alaan littap haxas, pat hads, and pat hausas as part 
nf hap dutias. 

.■ Mail Cappiap: Daly a dag's MastEP is mapa impaptant than tha Mail 
Cappiar. Sn impaptant is this fapaa in a dag's life that tha appival 
nf this aivil SEPvant tpiggaps savapal spaaial bahaviaps. Dags knaw 
tha Mail Carpiap is appiviag hafapa ha up sha appaaps, and thay'll 
wait by tha bax, thinking nf tha Mail Cappiar Whan tba Mail 
Cappiar dnas appaar, tha dag PEaats anaarding tn Parsnnality. 
Tbara is a abanaa tha Mail Carriar will attampt ta Graat tba dag: 
a pasitivE ralatiansbip batwaan pastal warkar and dag will causa 
tha dag ta step chasing, maan barking, and grnwiing. 

Wildlife 

Suburbia is a bit wilder with two kinds of wildlife 
that can wander onto your Sims' lots. One of these 
feral beasts can even be adopted as your own. 



New Functions for 
Old NPCs 

There are several small but important changes for 
your familiar slate of NPCs. 


The Mail Carrier 
proves critical to 
a dog's daily routine. 



' Cops: See abava. 

Gardanars: Will fill in hnlas dug by dogs. 


Skunk 

Skunks 
occasionally 
wander onto 
your Sims' 
lots, creating 
a nuisance 
and possibly 
spraying your 
pets and Sims. 

The skunk is particularly attracted to dirty 
items, and the chances of it showing up are 
heavily influenced by the presence of 

4 Ash Pilas ^ Dipty Diapaps 

^ Daad FIoweps , Puddlas 

Dabpis Pilas 4 Tpash Pilas 
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Skunks will, if provoked, spray pets and Sims. 
Skunk spray flattens a Sim or pet's Hygiene 
Need— bringing it down to absolute bottom— and 
lowers the Fun and Comfort Needs. The Sim or 
pet also gets a memory of the event that affects 
its future autonomous behavior toward the 
skunk. Pets— even Doofus pets— do learn from 
their mistakes. 

Pets may follow the skunk when it's on the 
lot. Initially, the skunk won't notice any pets 
following behind it. But it will, over time, become 
increasingly agitated. When the skunk has been 
followed too long, it threatens to spray, turning 
its rear to face the following pet, snuffling, and 
kicking its rear paws. For the pet, it's decision 
time. Once the skunk threatens, the pet may 
either leave or continue to follow. This decision 
is based on: 


This might be the 
time to find something 
else to do. 


Genijs Trait: Smarter pats usually realize the threat and take the 
appartunity ta move an. Daefus pets are more likely than Normal 
pets to keep follaw/ing. The Genius and Doofus traits affect only 
the pet’s chance of picking the interaction, not the chance of 
getting sprayed. Genius pets also have a 3D percent chance 
of avoiding a spray. 

4 Memories: Every time a pet is sprayed, it gets a memory of being 
sprayed. Each spray memory a pet has increases the chances 
(by 2D percent) that it'll disengage once threatened. 

Your Sim may stop the pet from following the 
skunk if the pet has been trained in the Come 
Here command. 




Cats and dogs, especially Aggressive ones, 
may chase the skunk. If the skunk doesn't 
immediately spray the pet, it'll eventually be 
chased off the lot, and the pet will get a boost to 
its Fun Need. 

Sims can Watch the Skunk, but this too 
eventually agitates the skunk. If the skunk 
threatens, the Sim's autonomous decision to keep 
watching or move on is affected by his or her level 
of Logic skill; the higher Logic is, the more likely 
the Sim will go about his or her business. 

Sims can be directed to or may autonomously 
(based on Logic skill and previous spray memories) 
try to pet the skunk. This almost always results 
in getting sprayed, but there's a very slim chance 
(5 percent) your Sim may get the rare treat of 
petting the skunk. 


UlereuiDlues, being one uiith the animal 
hingdnm, have a much higher chance 
[ED percent] dF being abie to succeee- 
Fuiig pet Bhunhs. 



To get rid of a skunk, use the Chase Off 
interaction. Though it usually works, there is a 
chance the skunk will remain. If it doesn't leave 
as commanded, the skunk will spray. 
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tz, 


bip 

Since Serun rnbets [The Sins" E Dpeh 
FDR SusiREss] hauB HQ Hygiene nr CnniFart 
needs, they can Chase DFF the shunh 
uiith no rish te their niDDd nr Reeds. iF you have 
a Serun in ynur Sim's home, you haue a dedicated 
shunh-shnner. 



Wolves 


Wolves may randomly wander onto your lots, but 
they're more likely to come sniffing around if the 
lot contains: 

4 TrEEs/BjshES: Each four [pees an a lot raisas tha chaacE of 
a waif visit by I parcEnt. 

I BabiEs/TaddlErs: Tbaugh having thasa kinds nf Sims nn ynur Int 
attracts waives, they dan't particularly seek nut the little nnes 
nr dn them any harm. 

Other Waives: If there's a wnlf already nn the Int as a visitnr 
nr as part nf the hnusebnld, nther wnlves are mare likely 
tn shew up. 

All wolves have a fixed Personality profile: 

I Genius , Aggressive 

^ Hyper ,■ Pigpen 

Independent 



Functionally, wolves are large dogs, but they 
do have some important differences: 

' Waives can develnp Master Relatianships, hut the required 
Lifetime Relatinnsbip is higher (Lifetime 85). 

I Wnlves can develnp Pack Relatianships, but tbe required Lifetime 
Relatinnsbip is higher (Lifetime 65). 

( Wnlves' Daily Relatinnsbip decay is slnwer (only 2 per day rather 
than the dng's 3 per day) unless a Master nr Pack Relatinnsbip 
exists. If either nf these relatinnships is in place, a wnif's 
relatianship decay is identical tn that nf a dng's with the same 
relatianship (3 far Pack, 5 fnr Master). 

( Wnlves can dig hnles, eat flnwers, knack aver trash cans, etc. 
in Sims' yards withnut being greeted. Nnrmal dags can't dig 
unless greeted. 


Vdu can mahe uielues come to your let 
iF your Sim is a uiereuieiF. Direct the 
transFermed uiereuieiF outside and do 
the Summon liieiues seiF-interaction. Dne or mere 
uiolues uiiii appear on the let shertiy. 


Wolves make 
challenging pets, 
but they're worth 
the effort. 


a wolf and loses, 
there's a high chance that the pet will run away 
(see the "Pet Life" chapter). 

To get rid of a visiting wolf (or to try to, at 
least), direct any child or older Sim to do the 
Chase Off interaction on the wolf If it works, the 
wolf leaves (with lowered Daily Relationship to 
the Sim). If it fails, however, the wolf chases the 
Sim who tried to banish it. 



If a pet gets into a fight with 
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It is possible to build a relationship so high that 
a wolf agrees to be domesticated (adopted). Its 
particular quirks, however, make it a difficult task. 

Once adopted, wolves brought into your Sim's 
household remain wolves in their behavior and 
their genetics. A wolf bred with a wolf produces 
another wolfj but a wolf bred with a dog always 
produces a dog (ending the genetic wolf line). 



0=0 0 IE (P 

liJalues living an the iet also increase 
the chances dF a visit From the Leader 
□F the Pach. 



Howling IS one of 
the pitfalls of life 
with wolves. A bit 
of training will take 
care of that. 


Domesticated wolves are likely to howl during 
the night and wake any sleeping Sims regardless 
of their location (usually waking only happens if 
a sound is in the same room). 



0 O 


Sleeping transFormed uiereuiniF Sims 
uinn’t be auiahened bg uiolF hnuiis. 


Sims can train wolves out of howling by 
scolding. This builds the Calm behavior that will 
eventually eliminate howling. 


Leader of the Pack 


Behaviorally, this 
black wolf with 
its shining yellow 
eyes is almost 
exactly like any 
other wolf 

The differences are: 

^ He can't be brought into your Sims' housEhold. 

4 OncE He cIeveIdps a substantial PElationship with a Sim, He can 
do the Nibble intEractian to turn him or her inta a WErEwolf. 

^ He's drawn ta your Sims' lots by the same factors that draw 
waives in general, but he will only come at night. 

Lycanthropv (Werewolves) 

It's been whispered for some time that the woods 
around these neighborhoods hide a strange kind 
of wolfj but it hasn't had reason to venture into 
town until now. With the sunny side streets now 
teeming with pets, however, this dark force has 
stepped into the light. They say its bite can turn 
a Sim into a howling werewolf We say they're 
right. And we can prove it. 

Becoming a Werewolf 

Any teen-or-older Sim can become a werewolf 
Only two things can infect a Sim with lycanthropy: 

^ Receiving the Nibble interactiDn from the LeadEr of the 
Pack NPC. 

Receiving the Savage interactian frnm a werewelf Sim. 
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Don't uiant your Sims to bs uiereuiolues? 
no problem. To uarying degrees, 
luhether your Sims become uiereuiolues 
is under your control. Secause nibble can only be 
done once Lifetime and Daily Relationships haue 
risen aboue 50. your Sims uiill only get it if they 
deuelop a pretty substantial relationship uiith 
the Leader of the Pach. Liheuiise, Sauage can 
neuer be done autonomously, so your Sims uion't 
be uneepectedly infected by touinies or other 
playable Sims. 



Being a Werewolf 



The 8 pm transfor- 
mation is a dramatic 
event for the Sim and 
all bystanders. 


The most obvious fallout from lycanthropic 
infection is what happens every night at 8 pm. 



Since the transformation can frighten 
or realize uiereuiolf-related fears of 
Sims in the same room, it's best to 
haue your soon-to-be uiereuiolf in an enclosed 
[and Inched] room Just before 8 pm. 


During the day (6 am-8 pm), a lycanthropic 
Sim is perfectly normal. When the appointed hour 
strikes, however, the Sim changes into a hairy 
beast. Though the most obvious changes are on 
the outside— the fur and all— becoming a werewolf 
causes many important transformations: 


Grr! Argh! 


/ Upon transfarmation, tha Sim's Hangar Naad drags to -50, 
driving him or har to find food immadiataly. 

, Also, transforming drivas tha Sim's Enargy Naad to tha tap, 
maaning slaap in unnaaassary far a whila. 

( Dvar tima, tha warawnlf Sim's Parsonality shifts toward tha 
"warawalf" Parsonality. Thasa changas ramain avan whan tha Sim 
is not furry. 

' Dvar tima, tha warawnlf Sim's Body skill shifts toward Bady ID. 

.• Worawnlvas aan infaat othar Sims with wham thay hava a high 
ralatianship by doing tha Savaga intaraatian. Nota that doing this 
substantially damagas tha ralationship and aausas tha bitten Sim 
ta be Furious at the biter. 

,' Werawnlves have a speaial walk — the warawalf lope. 

' Werawnlves gat a special Irritate social: Grr! This social frightens 
the recipients so much they lose Fun and might wet themselves. 

f Werewalves can do the self-interaction Howl. Non-werewolf Sims 
in the room will suffer a Bladder and Comfort hit, may wet 
themselves, and could take a loss of Aspiration points if they 
fear hearing the other Sim howl. If Sims are sleeping in the 
same raom, the howl will awaken them. Another werewolf 
present in the room might lope over and howl back. 




P' 


Protected by copyright. Unauthorized or uniawfui copying or downioading expressiy prohibited. 



WePEWdIvES EPE EXEEllEEt pEt tPEiEEPS: IHe pEt Will IeEPE EH EXtPE 
25 pEPEEEt fEStEP tflEE EEPmEl. This bEEUS iS EddEcJ tB Bny bEEUS 
Tbp thE tEBEhing Sim's ChBPismB. Sb, b ChBPismB ID wepewbIT is 
thE bESt tPBiEEP yBU EBE gEt. 

^ If yBU hBVE B bupgiBpy, bII itBms stclEE bEfuPE thE BttBEk (whiEh 
tfiE WEPEWBlf will Biways wIe) bpb tPBEsfEPPEd iutB thE wepewbITs 
iEVEEtUPy. 

4 WepeweIves EBEt ba mada bvep. Thus, thsy caut use auy mippup's 
ChaugE AppaapancE uf... intEPBEtiuE, Dp. Vu's Autamatad DosmEtiE 
Supgaun, dp tha Ug-Nu-MEPE MakaavEP StatiaE. 

^ WepeweIves ebe bpiag wdIves (thBugb EDt tbs lEadEP af tha PaEk) 
ta tfiE lat with tbE SummaE WdIves SElf-iEtEPactiDE. Ths wepewdIT 
must bs DutsidE tu pEpfupm this iEtEPBEtiaa. 

^ WepeweIves bpe aut immDPtal; thsy ebe bs killEd ia all tfiB 
CDEVEEtiBEal WByS. 

^ WepeweIves ebe bIsb bs vampiPES, zumbias, dp all thpEE at ancE. 

4 Sepvds ebe bE wepewbIves. 

^ WepeweIves ebe ppDduEE EbildpEE EBPmally, but lyEBEtbpapy is aut 
fiEPEditapy. ThE baby will ba EBPmal. 



Behold the smooth 
moves of the zombie 
vampire werewolf 


The Slow Transformation 

The longer a Sim is a werewolf, the more their 
Personality traits and Body skill grow to match the 
werewolf Personality: 

Dutgoing (DutgEiag/Shy ID) < Slappy (NEat/Slappy D) 

^ DpEUEby (NiEE/GpDuchy D) ^ Playful (Playful/SEPiaus ID) 

^ AativE (AEtivE/Lazy ID) 

Likewise, if the Sim remains a werewolf long 
enough. Body skill during the day will eventually 
max out without having to do any Body skill 
training. Even if the Sim is cured of lycanthropy, 
these changes remain intact unless changed by 
other forces. 


o o 

liJereuiDlues, ance their Body shill 
begins te shift teuierd ID. uiill eecel 
in any career that requires Body 
shill. Bet ynur uiereuinlF inunlued in the Hthletic, 
Criminal, Laui Enforcement, niilitary, natural 
Scientist, nr Shnui Business career trachs. 



This altered Personality may or may not be 
desirable. For some, this may provide ample 
incentive to live life as a werewolf, with all its 
drawbacks and oddities. For others, it might be 
a reason to be cured as soon as possible. 


Curing Lycanthropy 

Lycanthropy can be cured with the Lycanthropic-B 
potion. This potion can be purchased from the 
Obedience Trainer or, if you have The Sims' 2 
Nightlife, from the Gypsy Matchmaker for §60. 

Drinking it ends the nightly transformations, 
but your Sim will keep any Personality changes 
received during the infection. 
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Neighborhood Bin 

For the first time, a The Sims 2 expansion pack 
contains not only new Family Bin families and 
unoccupied lots and houses, but also two 
occupied houses. 


Family Bin Families 


.1 



Crittur 

' Danny: Large mala dag 
(Dnafus, Lazy, Friendly, Pigpen) 
that has learned Gaes Dn 
Furniture, Eats Sim Fnad, Filthy, 
Shake, and Speak 


Sarah: Large female dag (Hyper, Aggressive, Pigpen) that has 
learned Gaes an Furniture and Eats Sim Feed 



Plerge this pet-snly hausehsld into any 
existing hnusehnid. 




Roseland 

. Funds: §11,337 



Cyd: Adult, Knowledge Aspiration 

r Porthes: Male small dag 
(Genius, Hyper, Friendly, Finicky) 
who has learned Housebroken, 
Eats Pet Faad, Playful, Gome 
Here, and Play Dead 


Lot Bin Occupied Lots 

Katt(Cozy Kitten Condo) 

^ Bedrooms: I 
r Funds: §3I,D33 

' Tara Katt: Adult, 

Family Aspiration 

< Mickey: Adult male cat (Lazy, 
Friendly) that has learned 
Housebroken, Playful, Come 
Here, and Speak 

^ Samantha: Adult cat (Hyper, Independent, Finicky) that has 
learned Disruptive, Housebroken, Eats Sim Food, and Come Here 

r Faline: Male kitten (Hyper, Friendly) 

Kim (Nuclear Nest) 

f Bedrooms: 2 
, Funds: §IDB,75B 

' Cynthia Kim: Adult, 

Popularity Aspiration 

/ Robert Kim: Adult, 

Fortune Aspiration 

f Justin Kim: Child, Grew Up 
Aspiration 

^ Cheecb: Adult male cat (Genius, Independent, Finicky) that has 
learned Housebroken, Eats Pet Faad, Respectful, Come Here, 
and Stay 

Gabby: Adult female large dog (Genius, Friendly) that has learned 
Househroken, Eats Pet Eood, Playful, Came Here, Play Dead, 
and Stay 




IIHJ 


pr. 
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Unoccupied Lots 


Neighborhood Lot 



Catalog Changes 


Planetary 
Pet Store 


The Lots and Houses Bin has gotten a bit of 
an overhaul: 


Pepe's Pets 

r Purchase Price: 
§34,473 

'• Business Type: Shop 
(pets, pet supplies, 
caged pets, cellars) 


From now on, lots and houses added by expansion 
packs will be marked with their pack's icon. 


Frnm The Sims 2 Pets fnrward, new lets 
I intraduced in expansinn packs will have the 


lean af their pack and will be sarted ta 
the Trent af the list (after any custam lots), 

f Custam and downloaded lets will appear 
at the front of the list. 


Planetary 
Pet Park 


Purchase Price: 
§43,380 


L Lots and houses from 
^ preuious eupansion 
pachs uion't hear 
their pach's marh, but all Future 


Pettina's 
Pet Retreat 

.■ Purchase Price: 
§31,735 
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Chapter 9 



You'll find the 
Diagonal Room tool in 
the Wall tool panel. 


and fenees. 


Diagonal Rooms 

The Diagonal Room tool simplifies the process of 
making diagonally oriented rooms. 


The Diagonal Room 
hotkey ( [Ctrl | |^) 
lets you quickly 
build walls... 


Simply click and drag 
to construct a nifty 
diagonal room. 


trip 

liJhen usina the regular Reem teal, 
held [Ctrl f p] to toggle to the Diagonal 
Room tool. 


frOOS® 


w Preuiousig. the onig 
^ uiag to dram a a 
diagonal room ^ 
mas to manuallg dram out 
Four diagonal malls. V 


pn:. i;, :)i - 
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Diagonal Roofs 

Now you can build properly aligned roofs over 
diagonal rooms without corner overhangs (and 
their supporting columns). 








Previously, to cover 
a simple, square 
diagonal room, you'd 
have had to use the 
Auto Roofs tool or 
meticulously cobble 
together something 
like this. 



With the Diagonal 
Roofs tool, it's as 
simple as this. 



Combination 
spaces aren't much 
more difficult. 


This elaborate 
covering would have 
been the way to roof 
this house. 


F" 



i-v. 





The diagonal roof, 
however, makes it 
clean and neat, 
especially at the 
corners. 




You'll find diagonal roofs in 
the Roof Types panel, marked 
with an angle icon. 
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Diagonal roofs come in all the same varieties 
as normal, nonconical/octagonal roof varieties, 
except Mansard: 

r Lang Gablad ^ Shad Gabled 

< Short Gabled ^ Sbad Hipped 

< Hipped 

Individual Roof Pitch Cheat 

The roof slope cheat from The Sims 2 Nightlife 
enabled you to change the slope of every roof on the 
lot. Now you can change the slope of individual roofs. 

To use the individual roof slope cheat, open the 
Cheat console ([Ctrl ||Shift| |^) and enter individual- 
roofslopeangle and a number between 15 and 75. 

For example, entering individualroofslopeangle 
50 will change a roof to a 50-degree angle. 

Once the cheat is entered, activate the Roof 
Types panel and select the roof to be changed by 
holding [Ctrl |[M1 and clicking on the desired roof 


After entering 
individualrocfslopeangle 
60 in the console, 
the (eft roof can be 
changed by [Ctrl |[M1 
and clicking on it. 


The rightmost roof has 
now been changed to 
a 20-degree angle. 



Octagonal Room Tools 

Instead of dragging individual walls to make 
octagonal spaces, the new Octagonal Room tool 
lets you drop and adjust an octagonal room to suit 
your whims. 


The Octagonal Room 
tool is in the Wall 
tool panel. 


This tool works differently from other room 
tools in that you don't drag the room but rather 
drop it. Resizing and rotating are done with the 
keyboard before the room is placed. 


F 



L' -r- Qc.-i 


tip 

liJith the lilall teal you can plop damn 
a basic actagcnal rcDin uiithaut 
suiitching to the Dctayanal Roam taal 
by holding fcirfl fEl. 




Selecting the 
Octagonal Room tool 
and clicking on the lot 
yields a nice, tidy 
three-by-three 
octagonal room. 


136 


pi- 
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\f, however, you want 
to go a little bigger, 
keep holding the left 
mouse button and 
press 0 or 0 to 
enlarge and shrink 
the room. 

Note that with each 
alternating change, the 
diagonals are shorter 
than the straight walls 
(four on the straight 
and two on the 
diagonals here). Since 
the room's position 
in its footprint is 
offset, you can rotate 
nonsymmetrical rooms 
by pressing 0 and 0. 









/ 

rffl ‘ . .1. 


• -v. Oc-'i 

ilsrffc.- 

tiO 


To build on top of an 
oetagonalwall, press 
the Go Up a Floor 
button f lPage Up| ) 
and point the tool 
at the center of 
the room grid. 


P y 




\ 


■ 

r 

t 

/ 




KiO 


Click and the room 
will be placed to match 
the size of the floor 
below it. 



Though you ean'tstaek 
them, holding |ciri | |T| 
(and adjusting for size 
and orientation) lets 
you make octagonal 
rooms with half walls... 


...or fences. 


Flatten Lot 

The Flatten Lot tool changes the elevation of the 
entire lotto match the elevation of the mailbox/ 
trash can. 
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Note that terrain 
around the borders of 
the lot will remain the 
same, so you may get 
a lot surrounded by 
sheer walls. You may 
be able remedy this by 
going into adjacent 
lots and flattening 
them, too. 


If there's a structure 
on the lot, the Flatten 
Lot tool will leave 
alone any tiles 
supporting it, creating 
an effect like this. 


Sledgehammer Tool 

The Sledgehammer tool. You can also activate 
It by pressing 0. 


Yearn to destroy stuff in new ways? Then the 
Sledgehammer tool is for you. Nestled in the Build 
(and Buy) mode tool panels, next to the Design 
mode button, the Sledgehammer tool is the Swiss 
Army knife of Build mode deletion. 





Select the Sledgehammer tool to delete any 
kind of object and anything on or attached to that 
object. For example: 



Clicking on a wall 
with a window and 
drapes will delete 
all three at once. 



Clicking on the 
drapes deletes 
only the drapes. 
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Clicking on a table with 
a lamp deletes both the 
table and the lamp. 





Sledgehammer destructiens can 
be Undone. 




Clicking on the lamp 
deletes only the lamp. 



0=0 (□‘[^[^ 

Vou can't sledgehammer contained 
pets, so don't even thinh about 
it. sicho! 



The tool highlights 
the object it's going to 
delete, not the tile on 
which it sits, so be sure 
you've selected the 
right element before 
you click. If you want 
to delete a chair that’s 
sitting on a rug, for example, pointing at the tile will delete the rug 
and leave the chair undisturbed. 



One of the handiest 
uses for the 
Sledgehammer tool is 
deleting objects that 
contain other objects. 
This store display can't 
be deleted in the tradi- 
tionalway, but the 
Sledgehammer does it 
all in one click. 


When you delete an item with the 
Sledgehammer tool, you receive a refund of the 
object's current depreciated value. Selling a Buy 
mode object, therefore, now takes only one click 
instead of a click, a drag, and another click. 
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Mass Delete Cheats 


If you wish your destruction to be more 
widespread, several targeted but object- or 
element-specific cheats will save lots of labor. 

To use them, bring up the Cheat console and 
enter ddeteall followed by the kind of object you 
want to delete. 

deleteall will instantly and simultaneously 
destroy all: 

^ Awnings Half-Walls 

^ Fences Walls 



So, entering defeteullwalfs will— surprise- 
delete all the lot's walls. 


primagames.com 


% 


The cheat can also be used with certain kinds 
of objects. Type deleteallobjects followed by one of 
the following: 

^ Doors Stairs Windows 

a 

Deleteallobjects will no t be able to delete 
Is objects in use. For example. 

If g jjpg |g vya||(|ng tbrougb a door, 

tbe cheat will leave that door while deleting 
all others). 


Flppr Tool Enhancements 

Several changes to the Floor-Covering tool add 
some sweet new functionality, especially for 
patterned floor tiles. 


Rotating Floor Tiles 



Floors lay out naturally 
in a specific direction 
that was, until now, 
unchangeable. 



Select the floor 
covering you want 
and pressQorQto 
rotate the tile. When 
the orientation is to 
your liking, click 
on the tile. 




Even tiles that have already been placed can 
be rotated. Select the same floor tile from the 
catalog, point to the spot you want to change, and 
repeat the rotation process. 




tip 





Ulhile in Ouarter-Tile mode, hold |ctri | to 



delete a quarter oF a laid-out tile. 





Quarter Tiles 

with a new hotkey toggle, you can now place only 
quarter segments of any floor tile. This new tool 
streamlines flooring diagonal areas and provides 
a major creative opportunity. 


Press (^(T) to 
activate the Quarter- 
Tile tool to, for 
example, make new 
tiles from duplicated 
tiles of different colors. 


Edqer Fences 


The Fence tool 
(Miscellaneous > 
Fence Tool) now 
includes six edgers 
that can be used 
to delineate where 
two kinds of floor 
tiles meet. 


Use this tool to create wild floor patterns 
of your own imagining. Since quarter tiles 
can also be rotated, the possibilities are vast. 

The tool will remain 
on even if you switch to 
another floor tile or floor- 
tile category. 

To switch out of 
Quarter-Tile mode, 
press [Ctrl | |T| again, exit 
Build mode, switch to 
another Build mode 
panel, or click and drag. 

Doing any of these will 
automatically revert 
you to Full-Tile mode. 


D=D[o]i^[P 


Though theg are fences, these edgers 
don't divide rooms For Environment 
score purposes and can be uialhed 
over. In Fact, gour Sims and pets uion't even 
notice them. 
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Chapter 10 



To summon the Cheat window, press 



Td mahe pets cantrallable eno be able 
ta cancel their interactians. yau must 
' — ' enter bath the saaLPROP CRnTROLPETS and 
RRRLPRRP PETRCTIRnCRRCEL Cheats. 


< DELETEAllAwningS: DelEtES all awnings an a Int. 

I DELETEAllFenceS: DnlEtES all fanEES an a Int. 

I DELETEAllHaleWallS: DnlntES all half walls an a lat. 

t DELETEAllDbjects [Dnars/Windaws/Stairs]: DslEtES all dnnrs, 
windnws, nr stairs an a lat. 

I DELETEAllWallS: DnlntES all walls an a Int. 


Console Cheats 

, BDDLPRDP CDNTRDLPETS [an/nff]: MakES pnts fully cantrallabln. 
Ydu nan't, hawEvnr, nancnl antinns from thnir qunun. 



See the "Build Hlude Hdditinns" chapter 
Fur more infurmatiun on mass delete 
cheats and the rnoF slope cheat. 



BDDLPRDP DISABLEPuppyKittenAging [trun/falsn]: Turns nff aging far 
kittEns and puppins. 

BDDLPRDP PETACTIDNCANCEL [trun/falsn]: Ncrmally, you 
nan't nanEnl antinns in a pEt's IntErantinn 
guEUE; thny'rE graynd nut. This chsat makES 
thnsE antinns annEssiblE sd yau nan nannEl 
anything ynur pEt has nhnsEn ta dn. This dans 
not, hnwEVEr, maks ynur puts nantrallablE. 

BDDLPRDP PETSEREEWILL [truE/falsE]: Turns off pEt 
frnn will. Thny want da anything unlnss yau 
tall thnm tn, and ynu nan only tall thnm tn 
with thn athnr pnt nhnats. 

BDDLPRDP SHDWCATALDGEPELAGS [trun/falsn]: 

Antivatns labnls in thn dntail vinw af 
Each Buy madn and Build mndn nbjEct 
(nxcEpt finer nr wall envErings) ta 
shew frnm which prnduct they came. 


( INDIVIDUALRDDESLDPEANGLE [15-75]: ActivatES a tnal ta changE 
thn rDcf slnpns nf individual rnofs an a lat. 
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Wmat's New 


In a Sim's life, there have always been three things you could 
count on: death , bills, and the weather. One of those is 
about to change. 

Until now, every day in your Sims' neighborhoods was 
sunny and warm. . . every. . . single. . . wonderful. . . monotonous 
day. Sure, such predictability and unrelenting pleasantness 
appeals to some, but even the most diehard "everyday 
sunshine" lover gets tired of the same thing every day. 

Seasonal changes and daily variations in weather serve 
to break up the monotony and mark the passage of time in 
human and Sim lives. With this rich and powerful addition to 
their world, generation after generation of Sims will be able 
to talk about "The Big Blizzard" when they were in college 
or how the summers were hotter when they were kids. From 
now on, tomorrow isn't just another day. 


New Features 



winter storms mean chilly 
weather but lots of opportunity 
for new fun. 



Do your Sims have a green 
thumb? Let them prove it 
in their very own gardens 
and orchards. 



pri magainea.f»m 



r Seasons: The lovely but monotonous endless summer is no more in your 
Sim neighborhoods, thanks to the introduction of seasons. You decide which 
seasons you want and in what order. Watch as neighborhoods, homes, and 
community lots change in appearance with each passing season. Seasons also 
dictate the kind of weather your Sims will experience, the activities they can 
undertake, the success of their home gardens (see below), and much more. 
Sims even react to each season differently with seasonal changes in their skill 
development, the effects of their interactions, and the speed of their Need 
decay. (See the "Seasons" chapter.) 

■ Leaf Piles: Fall brings piles of leaves that call out to be raked and, of course, 
frolicked in. (See the "Seasons" chapter.) 

'f Weather: You never know what each day will look like, now that Sims have 
weather. Depending on the season and the temperature, it could be cloudy 
or clear, hot nr cold, or even snowy or rainy. It can even hail, so make sure 
you get your Sims inside just in case the hail gets a bit too heftyl The daily 
temperature influences what your Sims autonomously want to do and how 
long they can stand to do it: stay out in the cold or heat too long and the 
consequences can be serious. (See the "Weather" chapter.) 

• Weather Reports: Find out the latest forecast from the newspaper or the new 
all-weather TV channel. (See the "Weather" chapter.) 

> New Aspiration Dbject: Self-actualized Sims can leverage their Aspiration 
success into an unnatural control of the elements with the new Weather 
Control Device Aspiration reward object. (See the "Weather" chapter.) 

- New clothing category: Outfit your Sims with the new outerwear category so 
they can look cool even when it's cold. Sims even change into designated 
winter wear automatically when the temperature drops ton low for shirt- 
sleeves. (See the "Weather” chapter.) 

/ Death by weather: Weather ain't always pretty. In fact, sometimes it can be 
downright deadly. Sims foolish enough to stay outdoors in thunderstorms or 
heavy hail storms can And themselves shuffling off to the other side of the 
clouds. (See the "Weather” chapter.) 
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Gardening: Sims can grew fruits and vegatablas in their awn gardens and 
archards. The mare diligently they tend tc their plats, the mare fruitful their 
prnduce will he. Hamegrewn gaudies can he stashed in the "chill chest" 
ta make all yaur Sims' fend fresher and mare ncurishing, squeezed intn 
tasty and pawerful juices with the Main Squeezer 235X juicer, ar said 
far extra Simnleans. (See the "The Sim's Guide ta Gardening and 
Fishing" chapter.) 

Garden Club: If yaur Sims exhibit glariausly green thumbs in 
gardening and general nutdaar wanderfulness, they’ll be 
rewarded by the lacal gardening club. Praduce the 
tawn's mast mnuthwatering vegetables and the rewards 
are cald hard cash, discaunts an garden supplies, 
and even a wishing well that actually grants 
wishes. Just dan't "gn ta the well" taa aften 
ar that wish cnuld became a nightmare. 

(See the "The Sim's Guide ta Gardening 
and Fishing" chapter.) 

Fishing: Deep pnnds new feature 
several species nf delectable fish. Sims 
can new dip a line and pull up dinner, 
a valuable cemmedity far sale, nr a piece 
af hnmey art just waiting ta be maunted an 
the wall. Dr maybe they'll just reel in a nasty bant — rumnr 
has it they make great juice. Nat that we’ve tried it. (See 
the "The Sim's Guide ta Gardening and Fishing" chapter.) 

New Fnnds: They want be saying "Actinnpterygii againVI?" 
thanks ta several new fish-based culinary nptinns. (See 
the "The Sim's Guide ta Gardening and Fishing" chapter.) 

Dutdnnr activities: Depending an the weather, yaur Sims 
can naw play catch, pelt each ether with snawballs, 
build snnw angels, fashinn a jelly snnwman, ga rnller 
ar ice skating, and catch fireflies nr butterflies. (See 
the "New Objects," "New Sncials," and "New NPCs and 
PlantSims” chapters.) 

New Careers and Career Dbjects: Sims lacking far 
a new life challenge can take an six new careers, 
climbing the ladder as an Adventurer, Educatnr, 

Musician, Gamer, Jaurnalist, nr Lawyer. Each career 
cames with new nutfits, chance cards, and, af 
enurse, swanky new career nbjects. (See the 
"New Careers" chapter.) 

Stackable Inventnry: Why fill up yaur inventnry with 
30 individual but identical nbjects when ynu can 
stack them in a single slat? Keep things tidy and 
speed scrnlling thrnugh these bushels nf mnuth- 
watering fruit ar delicinus bass with stackable 
inventnry. (See the chapter "New Objects.”) 


New Object Sets: Decnrating matifs abnund with three new 
abject sets: Gauntry Style, Tiki, and the kid-centric Race Car. 
With cnmplementary walls and finnrs, these nbjects will 
give each heme its awn unique vibe. (See the chapters 
"New Dbjects" and "Build Made Additinns.") 

Enhanced hair and headgear: With new teals in 
Create-A-Sim and Change Appearance tnals, ynu 
can new specify a hairstyle/headwear far each class 
nf clathing. Let lease yaur Sim's flawing tresses far 
casual mameats, but put it up in a stylish 
pnnytail far swimming. (See the chapter 
"New Objects.”) 

' Pay all bills: Ever searched in vain far 
that misplaced and hnrribly nverdue 
stack nf bills? Well, warry nn mare 
thanks ta the new "Pay All Bills” 
interactinn. New ane-step bill 
paying is as cinse as yaur Sims' 
maiibnxes. (See the chapter 
"New Objects.") 

.' Leftnvers: Sims are great 
ennks, sn it's a shame 
they've had ta threw nut 
anything they dan't eat. 

Sn much wasted fend 
and mnney. Well, new 
unfinished ar uneaten 
vittles can preserved and 
devnured later in any 
Sim fridge. Na need ta 
call far pizza when last 
night’s Inbster thermidar 
is caaling its tail in the 
icebnx. (See the chapter 
"New Objects.") 

New Sncials: Revel in the autdaars with 
these new sneial interactinns. (See the 
chapter "New Sncials.") 

Gift Giving: Impress ether Sims by giving them 
just abnut anything as a delightfully wrapped gift. 
Dan't be surprised, hnwever, if they're nnt very 
impressed with that bnx nf pink fiamingnes. 
(See the "New Sncials" chapter.) 
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/ PlantSims: Don't lot your Sims got too pEsticidE happy in thnir now gardnns nr 
thny'll undnrgn a vary stranga transformatian. Tha PlantSim — part Sim, part 
plant — faaturas a spacial sat af Naads and an unusual lifa aycla that prasants 
myriad naw ahallangas. On tha plus sida, PlantSims ara top-natah gardanars 
(natch!) and can raproduca asaxually. (See tha "PlantSims and New NPCs.") 

Penguins: Na matter the time af year, your Sims may gat a visit fram a strange 
but pat-able penguin. Just don't leave any prize fish lying around, just in case. 
(See the “New NPCs and PlantSims" chapter.) 

/ Pools: Your Sims' pools are now more fun than aver thanks to new rounded 
pool cnrnars, a curvy slide, paintabla pool walls and floors, or a rousing game 
of Timla Tournaau (it's a lot like Marco Polo but mora...Sim-ish). (See the "Build 
Mode Additions" chapter.) 

/ Greenhouses: Naw glass walls, doors, and roofs can ha assembled into a dandy 
graanhousE that'll keep veggies growing in the winter and bug free all year 
long. Tricky builders can even use them to make skylights. (Sea the "Build 
Mode Additions" chapter.) 


Features Carried Forward 


not€ 

What UJ6 call “features carried formard” are systems 
or content introduced in previous expansion packs 
that are installed as part of a later pack. If, there- 
fore, you don’t have the previous pack, you’ll get carried forujard 
features ujhen you apply The Sims™ 2 Seasons. For example, the 
concept of “attraction” mas introduced in The Sims™ 2 Nightiife, 
but you’ll see the attraction system mith the installation of any 
later pack. 



I InfluancE {The Sims'" 2 University] 

! Vanity functionality [The Sims’" 2 University] 
Lifetime Wants {The Sims’" 2 University] 
f I nvanto ry p a n el ( /Ae Sims ’" 2 Uightlife ) 


.' Roof Dbjacts: Adorn your Sims' rnoflinas with lightning rods, WEatharvanas, 
matEornlngical stations, or any ona-tila object your little heart desires. 
Roof-gnome anyone? (See the "Build Mode Additions" chapter.) 

/ New Neighborhond: For the first time since the original release of 
The Sims’" 2 you'll have a totally new base neighborhood: Riverblossom Hills. 
With six moved-in families, three Family Bin families, more than a dozen 
pre-huilt houses, and several attractive cammunity lots, it's ane of the most 
vibrant (and intrigue-rich) neighborhood ever designed. (See the "A Tour of 
Riverblossom Hills” chapter.) 


Attractinn/Chemistry {The Sims’" 2 UightliTe] 
f Pleasure Aspiration {The Sims’" 2 NightiiTe] 

ReNuYu Porta-Chug potian {The Sims’" 2 Nightlife] 
i Turn Dns/Turn Dffs {The Sims’" 2 Nightlife] 

.■ Door Lockability {The Sims’" 2 Upen for Business] 

Change Lot Name button {The Sims’" 2 Upen far Business] 
f Game Tip Encyclopedia {The Sims’" 2 Pets] 



A green and leafy 
fate awaits those 
who spray their 
plants too much. 



Pools are even 
cooler with new 
shapes, a slide, 
and paintable 
walls and floors. 


n 
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Collections enhancEments {The Sims’" 2 Pets] 

■ Flatten Lot tool {The Sims’" 2 Pets] 

Sledgehammer tool {The Sims’" 2 Pets] 

/ Rotating floor tiles {The Sims’" 2 Pets] 
Revamped Callections {The Sims’" 2 Pets] 
! Inventory hotkey {The Sims’" 2 Pets] 

f Invite household interface 
{The Sims’" 2 Pets] 


Protected by copyright. Unauthorized or unlawful copying or downloading expressly prohibited. 




Seasons 

Well, there was lots of joy, there was a plethora of fun, and 
there were absolutely seasons in the sun. In fact, until now, 
Sims haven't known anything but seasons in the sun. Though 
lifetimes pass for your Sims, the seasons never change. No 
Sim child has ever known the thrill of a snow day or a dive 
into crunchy fall leaves. No Sim artist has ever captured the 
orange-ruddy glow of an autumn sunset; no loving couples 
have felt the intoxicating romantic tug of spring. Sure, life 
was vibrant and eventful, but only the most imperviously 
optimistic Sims basked in the absence of seasons. 

Imagine, then, the excitement at the first sight of snow 
in winter or the rebirth of flowers in spring. You won't have 
to imagine it for long once you've reviewed this chapter; it 
tells you all you need to know about how the seasons work, 
how to customize them to your tastes, and what changes 
each season brings. 

What Are Seasons? 

On your Sims' home lots, a "season" is a period of five Sim 
days in which several things can occur: 

7 Daily tEmparatura will ba within a fixad saasanal ranga. 

7 Tha prabability af diffarant kinds af pracipitatinn ahangas (that is, minusaula 
ahanaE af snaw in spring and vary high ahanaa in wintar). 

7 Yaur Sims may ExparianaE ahangas in Naad daaay, skill spaad, ralatinnshlp 
affaEts, ata. Far axampla, skill, talant, and hnmawark spaad is fastar in fall. 

7 Tha yiald af eaah kind af fruit ar vagatabla varies based an the saasan it's 
planted nr harvested. 

7 Ambient saunds ahanga tn raDeat the saasan's theme. 

7 Daylight takas an a distinat quality far the time af year. 

7 Drahard trees (see "The Sim's Guide ta Gardening and Fishing” ahaptar) may 
ga darmant and stnp prnduaing fruit. 

7 Nan-fruiting trees may ahanga anlnr and drnp their leaves (fall) nr ga 
darmant (winter). 

7 Flnwarbads may ga darmant (winter) nr graw buds far their fnrthaaming 
Dawers (spring). 

Just as in the real world. The Sims™2 Seasons features 
four seasons: Spring, Summer, Fall, and Winter. 


Setting the Seasons 

Just because there are four seasons that progress in a 
certain order, it doesn't mean they have to be that way. 

You can, in fact, change both the order and assignment of 
seasons for every lot in a neighborhood with the Season 
Chooser (found in the upper left of the Neighborhood view). 


The flower-emblazoned button 
m the upper left corner of 
Neighborhood view summons 
the Season Chooser. 



notfl 

All Existing nfilghbophoods — including PlEasantviEUj, 
StrangEtomn, and VEPonavillE — aPE automatically 
SEt to havE foup diffEPEnt SEasons, bEginning with 
summEP and thEn ppocEEding to fall, luIntEP, and spping. All lots 
bEgin with onE day lEft in summEP. 

RivEPblossom Hills, thE nEUj ppimapy nEighbophood installEd 
with The Sims™ 2 Seasons, has a diffEPEnt ppogpEssion bEgin- 
ning with wintEP, followEd by spping, fall, and anothEP wintEP. 
Thus, half of this nEighbophood’s SEasonal yEap (BO days) will 
bE wintEP and thEPE is no summEP. All lots but onE (thE GpEEnman 
Family bEgins in thE SECond quadpant on thE fipst day of spping) 
in RivEPblossom Hills bEgin on thE final day of wintEP. 




The Season Chooser contains 
four quadrants, each repre- 
senting a five-day season. 

The season in the upper left 
corner is the first to occur 
when you initially play a lot 
after installing this expansion 
pack. In this case, thefirsttime 
you play any lot, it'll always 
be summer. 
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The Season Chooser is a ring of four buttons, each 
representing one one-fourth of the seasonal year (five 
days). The upper-left quadrant is the "first" season for any 
lot you open for the first time after installing The Sims™2 
Seasons. The quadrants progress clockwise from this point, 
changing to each season in turn. 

Click on any button to select which of the four seasons 
will occur in that button's quadrant. There are no rules 
here; any quadrant can be set to any season. You could have 
four quadrants of winter or an endless summer, or winter 
could give spring and summer a miss and go straight on 
into autumn. 

The quadrants you set in a base neighborhood dictate 
the seasons on every home lot in the neighborhood. Open 
any lot and the seasons progress in exactly the order 
specified in the neighborhood Season Chooser. Any new lot 
placed from the Lots and Houses Bin will also initiate in the 
neighborhood's beginning season. If you change the season 
for that quadrant, all unplayed lots will switch to the newly 
chosen beginning season. 

Changes in these quadrants also affect played-and- 
saved lots. Once a change is made, saved lots switch to the 
new progression but remain in the same quadrant (and same 
days remaining) in which they were last saved. For example: 



In this lot, the seasons are 
set to winter, fall, winter, 
spring, and it was last saved 
in the middle of the third 
(winter) quadrant. 


not€ 
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ChangES to the Season Chooser change the season 
luhen a saved lot is reloaded but will not Instantly 
alter the temperature, falling precipitation, or 
meather accumulation. It will, however, change to its new season 
shortly (after nightfall). 




If we then exit to the 
Neighborhood view and switch 
the seasons in the Season 
Chooser so that the third quad- 
rant is now summer, the lot will 
reload at the same point in the 
third quadrant, but the season 
will have changed to summer. 
Beyond the change in the lot's 
season indicator, the change 
won't be immediately obvious, 
but the seasonal change 
(including melting that snow) 
will take hold sometime during 
the next night. 


This setting also dictates the initial seasonal state 
of the Neighborhood view. The first time you load a base 
neighborhood, it appears in the season specified by the 
upper left quadrant of the Season Chooser. However, once 
you play and save a lot, the season and weather at the time 
you saved that lot determine the seasonal/meteorological 
state of the neighborhood. For more detail, see "Neighbor- 
hood Seasons" below. 


Season Chooser and Sub-Neighborhoods 




be attache 
Village Is a 
The Sims™ 
can Exist u 
base neigh 
Village att 

notfl 

A “base neighborhood” Is one you select from the 
Neighborhood chooser. “Sub-neighborhoods” are 
the expansion pack-based neighborhoods that can 
d to any base neighborhood. For example, Bluewater 
1 business-oriented sub-neighborhood enabled by 
' E Open for Business. A given sub-neighborhood 
nder any or every base neighborhood, meaning each 
borhood can have Its own Initially Identical Bluewater 
ached to It. 


The Season Chooser in a base neighborhood determines 
the season neighborhood-wide, but it has no effect on any 
sub-neighborhoods (college towns, downtowns, or business 
districts) attached to it. These sub-neighborhoods have 
their own completely independent Season Choosers that 
control the seasonal progress on all of their lots. 
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What Season Is It? 

As with everything in The Sims™2, the concept of time is 
always a little fractured. Each home lot, as you probably 
know, has its own clock that runs while the lot is loaded and 
freezes when Sims go to Community Lots or when you play 
a different lot. The same is true for the seasons. 

As alluded to above, every lot keeps track of its own 
march through the seasons. Or, more precisely, through 
the seasonal quadrants. If you save a lot (Lot A) in the fall, 
switch to Lot B and play until winter, and save Lot B, it'll still 
be fall on Lot A the next time you reload it. The season on a 
lot only changes (as described above) unnaturally if you use 
the Season Chooser to alter the quadrant in which the lot 
was last saved. 

Though all home lots keep track of their own seasons, 
the most recently saved home lot will set the season in two 
other places: 

THe NEighbarhEod view 

/ Any Cnmmunity Lot visitEd by Sims frcm tbE last-savEd bcma lat 

Neighborhood Seasons 

Seasons change in the Neighborhood view, but not in the 
same way as home lots. As outlined above, the first time 
you see a neighborhood after installing The Sims'"! Seasons 
it'll be adorned in whatever season is set in the upper left 
corner of the Season Chooser. 


Each lot shows its current 
season in its Neighborhood 
view pop-up. 



nol« 

Fop all neighborhoods but Riverblossom Hills, the 
default initial season is winter. If, however, you 
change the Season Chooser and load a different 
base neighborhood without ever loading and saving a home lot, 
the changed neighborhood’s new season will show when you 
next load it. 



This is the one and only time that a neighborhood's 
seasonal appearance will be controlled by the chooser. From 
then on, the season on the last saved home lot determines 
both the season and the weather displayed in the Neighbor- 
hood view. An example to illustrate: 


It's winter in Riverblossom Hills 
when you first arrive. You can 
tell by the snow on the ground 
and the bare and dormant 
deciduous trees. 


Let's say you load a lot and 
play it through until fall, save, 
and exit to the neighborhood. 
The Neighborhood view now 
shows all the markings of fall, 
although every lot but the one 
we just played and saved is still 
marked as winter (the Season 
Chooser's starting season). 

Community Lot Seasons 

Community Lots also have seasons and, like neighborhoods, 
they're determined by the last saved home lot. If Sims leave 
home in spring, it'll be spring on whatever Community Lot 
they visit. 


Though the weather may 
change, if it's winter when 
your Sims leave home, it'll 
be eternally winter on any 
Community Lot they visit 
before returning home again. 


Seasons can't, however, change while your Sim is 
visiting. Let's say your Sims left home at 11:45 p.m. on the 
last day of spring and stayed on a Community Lot until 
noon the next day. Though it seems like it should be the 
next season, the home-lot's season remains frozen in time 
until your Sims return to it. Even if they instead move 
directly to another Community Lot, the saved home lot's 
season persists. 
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As you’ll see in the “Weather” chapter, lueather 
(unlike seasons) can change luhile your Sims are on 
a Community Lot; this change carries formard to any 
other Community Lot the Sims visit mithout returning home. Once 
you do bring them home, homever, the ujeather on the last-visited 
Community Lot ujill be forgotten and mhatever ujeather existed 
mhen they left home mill resume. 




When a Sim gets the benefit 
of one of the season effects, 
the season's icon accompanies 
the usual visualcues. Here, 
for example, the usual icon for 
gaining Talent Badge points is 
accompanied by a swirl of fall's 
leaf icons. 


The Season Indicator 

The Neighborhood view's Season Chooser can set the 
season, but it doesn't tell you what season it is on any 
individual lot. For that information, you must look to the 
lot's Season Indicator. Visible whenever you're controlling 
a Sim on a home or Community Lot, the Season Indicator 
shows which quadrant you're currently in, which season is 
currently assigned each quadrant, how far into a quadrant 
you are (the location of the green fill), and (when you point 
at it) how many days remain in the season. 



Likewise, when relationship 
results are affected by the 
season, the usual plus-signs 
that indicate increases in 
relationship are accompanied 
by a seasonal icon. Here the 
romantic call of spring makes 
a smooch all the more potent. 


Seasonal variations can take many forms. Here's what 
to look for: 




The Season Indicator is located next to your 
controllable Sim's portrait and above the Live, 
Build, and Buy mode buttons. 


The season shown for each quadrant follows the 
settings in the Neighborhood view's Season Chooser. 

If the assignments are altered, these icons and the 
seasons they represent will be different when you next 
load the lot. The lot will, however, persist in the same 
quadrant in which you last saved it. 


The Seasons 


Each season differs in various ways that affect the 
weather, what activities your Sims can do, the need for 
outerwear, the minimum and maximum temperature, 
and much more. It's critical, then, to be familiar with 
the changes going on around your Sims and the 
challenges and opportunities they offer. 


TempEratuPE RangE: Outdoor tEmporaturES aPE aiEasuPEd io widE raogES (VEPy 
Hat, Hat, CaaifortablE, Cold, Vary Cold). Each scasoo has a tEmpEPatuPE range 
ExppESSEd in terms of both the band and a position within the band. Thus, 
ll's range — "ComfortablE (med-high) to Cold (low)" — means 

tEmperatuPE can range fram the mid-ta-high 
levels af the ComfortablE band to the lower 
levels of the Cold band. Also, each season 
has a prabability that temperature will rise 
or fall from aae day to the next, guaran- 
teeing that the mercury will mostly but not 
OECESsarily rise each day in spring and summer and 
drop each day in winter and fall. Note that during 
the first and last day of a seasaa, temperatures 
can stray abave nr below the season’s range, due 
ta the overlapping effects of whichever season 
preceded or followed it, respectively. 

Relationship Effect: Social interactions may have 
an exaggerated effect (raising Daily nr 
Lifetime Relatiaaship ar satisfaction of 
the Social Need) and/nr be more likely 
(multiplied by a constant number) to 
be accepted. 


not« 


Full information on temperatuPE 
and ujEathEP can bE found in thE 
“WEathEr” chaptEr. 
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■ Need Effect: Being nutdanrs in a seasan impacts the decay rata nf twn Needs, 
meaning Sims can ge langer that usual befnre having ta satisfy it. Being 
autside during eve/y seasan slaws the decay nf the Bladder Need. Individual 
seasans each have one additianal slowed Need. 

Rain Probability: Chance nf rain during any given weather system. 

' Snow Probability: Chance of snow during any given weather system. 

.' Hail Probability: Chance of hail during any given weather system. 

Precipitation Fraquancy: The frequency of precipitation systems varies 
by season. 

.' Trees: Many trees change visual states in each seasan. Leafy trees are barren 
in winter, autumnal in fall, and lush in spring and summer. Conifers (pine trees 
and nther evergreens) do not change seasonally. 

Sky: In each season, the sky assumes a distinctive quality. 

.' Flowers: Flowers and the interactions available an them change with the 
seasons. Whenever flowers go dormant for the winter, they're preserved in 
whatever state they were in before winter (live flowers return tn life, dead 
finwers are still dead) with more limited available interactions. Alive but 
unhealthy flowers remain wilted and shift to a darker color. Healthy flowers 
alsn appear dark and wilted but return to full health in the next nen-dormant 
season. Dead flowers turn dark, but they retain their Dispose/Cempast inter- 
action even when dormant. Shrubs da not go darmant. 

/ Gardening Planting Bonus: Certain kinds of vegetables receive a quality bonus 
if planted in their preferred season. 

.' Gardening Harvesting Bonus: Certain kinds af vegetables receive an increase in 
yield if harvested during their preferred season. 

/ Orchard Harvesting Bonus: Certain kinds af fruits receive an increase in yield 
if harvested during their preferred season. 

.' Orchard Dormancy: Each kind of orchard tree goes dormant in winter. During 
this time, the tree's quality state is frozen until the end of the dormancy. When 
the tree returns to life, it returns at its exact state when it went dormant. 

I Chance of Bugs: The chance of a garden or orchard tree being infested with 
bugs varies by season. 

Some seasons have unique effects not listed above but 
explained in their profiles below. 


Summer is all about 
friends and being outside, 
and the weather is at its 
hottest. Summer is also 
the only season for a 
certain kind of precipita- 
tion: Hail. 



/ Tamparatura Ranga: Comfortable (high) to Very Hot (high), and daily tempera- 
ture are more likely to rise day-to-day. 

.' Relationship Effect: Friendly socials (any interaction that's neither romantic nor 
familial) have a larger impact on Relationship score and Social Need (+5D%) 
and are more likely to be accepted. 

/ Need Effect: Energy Need decays mare slowly (-12 to 14%) when Sims 
are outdoors. 

' Rain Probability: ID% 

/ Snow Probability: D% 

' Hail Probability: ID% 

/ Precipitatinn Frequency: Low 
' Trees: Lush 
/ Sky: Clear nr Cloudy 

■ Flowers: Alive and Dowering, all interactions available 
/ Gardening Planting Bonus: Tomatoes, pole beans, and cucumbers 
' Gardening Harvesting Bonus: Peppers, strawberries, and eggplants 
/ Orchard Harvesting Bonus: Lemons, oranges 
/ Orchard Dormancy: None 
/ Chance nf Bugs: High 


#Fall 



Fall is the season for learning. Whether it's at school or 
at home, whether self-improvement or job skills, everyone 
learns faster (+ 75 %) as the leaves begin to drop. Addition- 
ally, job performance/school grade/university performance 
is amplified, and the odds of getting chance cards improve. 
Because everyone's so focused on beefing up their skills and 
talents, they don't have as much time for socializing. Thus, 
Social Need decays more slowly during fall than other times 
of the year. 
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nota 

Fop moP€ on leaf piles, see the “Objects” chapter. 


TenipErature Range: Carnfartabla (med-high) to Cold (high), and daily 
tamparaturE ara aqually likaly ta risa nr fall day-ta-day. 

■ Relatinnship Effect: Nana 

Need Effect: Social Need decays mare slowly (-14 to 25%) whan Sims 
are outdoars. 

• Rain Probability: 15% 





Winter 



n®t« 


'Gjf Autumn’s faster skill 

learning speed boosts skill 
’*^^™**' and talent building, child 
and teen homeiuork, and university 
grade building, but does not affect the 
speed of pet training in either learned 
behaviors or tricks. 
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’ Snow Probability: D% 

' Hail Probability: D% 

' Precipitation Frequency: Low 

- Trees: Colored or leafless. Pinas and other conifers remain 
green. Trees with sufficient ground space below them will 
make messy leaf piles that Sims can rake into neat piles to 
either play in or throw away. 

Sky: Clear or cloudy with an orange-red hue 

- Flowers: Alive and flowering, all interactions available 
Gardening Planting Bonus: None 

Gardening Harvesting Bonus: 

Tomatoes, pole beans, 
and cucumbers 

/ Orchard Harvesting 
Bonus: Apples 

t Orchard Dormancy: Lemons, oranges 
/ Chance of Bugs: Medium 


Winter is the time for family and gift giving. It's also time 
for comfort food, so Hunger Need decays more slowly than 
other times of year. 

Temperature Range: Comfortable (low) to Very Cold 
(low), and daily temperature are more likely to fall 
day-to-day. 

Relatinnship Effect: Socials between 
family members and members of the 
same household members have a 
larger impact on Relationship scores 
and Social Need (+50%) and are mare 
likely to be accepted. Social Need 
iocreasES are amplified. 

■ Need Effect: Hunger Need 
decays more slowly (-18%) 
when Sims are outdoors. 


Rain Probability: 0% 
Snow Probability: 50% 
Hail Probability: 0% 
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' Precipitation Frequency: Very High 
Trees: Leafless. Pines and other conifers remain green. 
/ Sky: Clear or cloudy hluish-gray hue 


Sky: Clear or cloudy with highly saturated light. 

Flowers: Alive and flowering, all interactions available 
Gardening Planting Bonus: Peppers, strawberries, and eggplants 


Flowers: Dormant and dark colored. Only Go Here, Stomp, and (pets only) Eat 
and Rail In interactions are available. 

/ Gardening Planting Bonus: None 
' Gardening Harvesting Bonus: None 


/ Gardening Harvesting Banus: None 
/ Drchard Harvesting Bonus: None 
’ Drchard Dormancy: Apples 
’ Chance of Bugs: Medium 



Gifts: Gifts are more likely to be accepted, reactions are one level higher than 
normal (a gift usually met with a shrug will instead elicit a bit of joy), and 
relatianship boosts from accepted gifts are larger than usual. 

' Drchard Harvesting Bonus: None 
/ Drchard Dormancy: All 
' Chance of Bugs: Low 

^ Spring 


Change of Seasons 

Seasons don't cFiange instantaneously at midnigFit on tlie 
first day of the next season, so don't expect a sudden shift 
from, say, winter to summer. Several transitional elements 
control this seasonal progression. 

Seasonal changes such as the seasonal light color or 
the state of trees, bushes, and fiowers usually happen over- 
night, under "cover of darkness." It's just a little less jarring 
that way. 

Second, the duration of any weather system at midnight 
on the day of a seasonal change can delay the onset of the 
new season. A season won't change until the previous 
- season's "last storm" has run its course. For example, 
if snow starts falling at 11:55 p.m. on the last 
day of winter and continues for about 
four more hours, spring won't begin 
until 4 a.m. 

Third, and this isn't about the season 
so much as the weather (and, thus, is more 
fully explained in the "Weather" chapter), the 
outdoor temperature won't instantly change as 
a new season dawns. Let's say you have a neighborhood 
set up to go directly from summer to winter. For the 
last day of one season and the first day of the next, the 
seasonal temperature ranges, precipitation probabilities, 
and other weather effects are blended, so that changes 
will seem more gradual. For example (using our summer- 
into-winter set-up), the last day of summer may be cooler 
than its minimum temperature because winter is already 
starting to exert its effect. Likewise, the first day of 
summer could be noticeably above winter's normal 
high limit. 


Spring is a time of love, rebirth, and 
spring cleaning. 

/ TemperaturE Range: Hat (low) to Camfortabla 
(mad-law), and daily tamparatura ana equally likely 
ta rise an fall day-to-day. 

.' Relatianship Effect: Romantic intaractinns have a largar 
impact an Ralatiansbip sennas and Social Naad (+5D%) 
and ana mara likely to ba accaptad. Romantic socials also 
mora likely to occur autooamously. 

/ Need Effect: Hygiana Naad decays mora slowly (-17 to 2D%) 
whan Sims ana outdoors. 


' Rain Probability: SD% 

/ Snow Probability: 0% 

' Hail Probability: 0% 

' Precipitatian Frequency: High 

.' Trees: Leafy or budding. Pinas and other ennifars 
remain graan. 
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whether the weather be cold, whether the weather be hot, 
Sims now have weather, whatever the weather whether they 
like it or not. 

Sim weather is, believe us, mind-warpingly complex— 
there isn't much point in comprehending exactly how the 
game decides what to do next. It's impossible to predict. . . 
meaning it's a perfect simulation of the real world. 

What is comprehensible is how weather affects your 
Sims and what opportunities and hazards each type of 
weather engenders. This chapter explains how weather 
manifests itselfi how Sims are affected by it, and how they 
can control it. 


The Elements of Weather 



The weather your Sims 
experience is made of 
up three independent 
elements: 

/ TempEraturE 

/ PrEEipitation Typa, Intansity, and 
AaEumulatiaa Dnpth 

I ClaudinEss 


Weather is a combination of temperature, 
precipitation, accumulation, and cloudiness. 


Temperature 



Temperature is the air 
temperature in any 
outdoor space. This 
includes what we 
traditionally think of as 
"outside" in The S/ms“2, 
but it also includes any walled "indoor " spaces that lack 
a roof Such uncovered rooms fail to provide any of the 
sheltering effects of a properly roofed indoor space. 


Obviously, weather occurs in 
outdoor spaces, but also in one 
other particular location. 






Indoor spaces without a roof 
don't provide protection from 
the elements. 


not« 

As noted beloiu (“Sim Internal Temperature"), your 
Sims have their own internal temperature that’s 
independent of, but affected by, the outdoor tempera- 
ture. This is the temperature displayed on the thermometer 
indicator next to your active Sim’s portrait. 



Outdoor temperature is rated in five zones. These zones 
are all you'll ever see in the game but, under the hood, 
temperature is a bit more subtle. In fact, temperature— both 
outdoor and Sim temperature— is on a scale of -100 to 100. 
Don't, however, think of these as "degrees," as the resem- 
blance to the Celsius scale is only superficial. These 
numbers won't be of any use to you in the game, but 
knowing them provides an idea of the scale, the relative 
size of each of the temperature zones, and how the system 
works under the surface. Temperature is expressed in the 
following zones: 


■ VEpy Hot: 7D Id IDD ■ Cold: -30 tE -70 
. Hot: 30 to 70 ■ VEry Cold: -100 to -70 

t CamfortablE: -30 tE 30 


Though temperature is random, its randomness is 
controlled by two factors: 

! Seesee ! PrEviflus dEy’s tEmpEPEturE 


Season and Temperature 

The daily temperature must be within the temperature 
range specified by the current season. Only during the first 
and last day of a season, during the night, or during precipi- 
tation can the temperature possibly be above or below the 
season's defined limits. 
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I I SEasonal transitions bl€nd ths attributss of the 

I outgoing and incoming season. Thus, for the first 

and last day of any season, meather that doesn’t 
quite fit in the season’s character and limits can occur. 


Winter Spring Summer 


Very Hot 


Hot 


Comfortable 


Cold 


Very Cold 





Each seasonal range spans two or 
three temperature zones, over- 
lapping with one or two other 
seasons. For example, fall temper- 
atures can reach the medium-high 
reaches of the Comfortable zone 
(-1-20) and the lower range of the 
Cold zone (-40), overlapping with 
spring on the high side and winter 
on the bottom. 

The temperature for each 
range is shown below: 

WintBr: -IDD to -2D SummEr: 2D ta IDD 
/ Spring: -2D to 4D Fall: -4D to 2D 


Seasonal temperature bands. Note that, depending on any changes 
you've made, the seasons may not occur in this order. 


As a result of this system, shifts in temperature will only 
be large if it fits the season— a winter's day, for example, can 
drop up to 30 points from the day before, but only warm by 
a mere 10 points. 

Freezing Temperature 
("Rain/Snow Line") 

Several things happen once the temperature drops below 
the low range of the Comfortable zone (-20). 

nota 

Knoming the numbers behind the temperature ranges 
is illustrative here. If you incorrectly think about the 
rain/snouj line being the Cold zone, you’d be surprised 
and confused when snom began to fall while the temperature 
was still “Comfortable.” Looking at the numbers, however, you 
can see that the freezing point (-20) is actually 10 points higher 
than the start of the Cold zone (-30). This is why it can snow in 
either fall or winter or even spring (see “Seasonal Transitions,” 
below), but never summer. 

■ Snow; BeIqw -2D, the only kind nf prEcipitatinn you can havE is snnw. It cannot 
rain nr hail balaw this tEmparatura and csmof snaw abavE it. Of caursE, in 
thE game, you havE na way nf knawing whathar it's -22 ar +22 bacaasE bath 
ara shawn as “CamfartablE." 



Previous Day's Temperature 

Temperature can vary from day to day, but the change's 
direction and magnitude are dictated by the previous day's 
temperature (and, indirectly, the season). 

Each day's temperature is chosen at random from the 
season's overall temperature range. To keep the change 
from being too radical, however, the season also imposes 
a tighter limit on how much the next day's temperature can 
shift. If the randomly selected temperature is outside this 
range, the temperature is reduced or increased to fit within 
the range. 

These daily change ranges are weighted so that change 
in one direction can be more substantial than the other. This 
makes it more likely that a season will trend in the direction 
you'd expect (winters get colder and summers get warmer). 


SEEsan 

Maximum IncrnasE 

Maximum DacrEasE 

GanEral Trand 

WintEr 

ID 

-3D 

DuldEr 

Spring 

2D 

-15 

Slightly Warmer 

SummEr 

2D 

-ID 

WarmEr 

Fall 

15 

-2D 

Slightly DaldEr 


Pond FrEEzing: Pands Fpeeze at -2D, rEndEring thEm unavailablE far fishing. 
Thus, yaur Sims can't fish in tha wintEr. 


nota 


I I Hail, like rain, can't fall If outdoor tempEraturE is 

I bElow -40. UnlikE rain, howEVEr, hail has an uppEr 

tEmpEraturE limit too. It won’t occur if the tempEra- 
turE is abovE +40. 


Temperature Changes 


To varying degrees, (almost) 
any precipitation lowers 
outdoor temperature. 

Though outdoor tempera- 
ture is only changed 
once per day, two factors 
can temporarily lower 
it: precipitation and 
nightfall. If the actual numerical temperature is high or 
low enough in the current temperature zone, the change 
may be enough to change to a new zone or, if cold 
enough, below the freezing line. 
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Sim Temperature 

The cover of night also brings Each selected Sim displays a personal internal Temperature 

down the temperature. Meter. The thermometer-shaped indicator on the right side 

of portrait displays the 
Sim's current tempera- 
ture zone. 


PrEcipitation: Each kind nf pcEcipitatinn (except nne) 
reduces the autdaor temperature far as Icng as the 
precipitatinn falls. Once the precipitatinn steps, 
temperature returns tn the day's selected tempera- 
ture. The highly unusual Rain nf Fire (see "Rain nf 
Fire," belnw) slightly raises outdnnr temperature 
while it's falling. 

r Nightfall: Temperature always drops during the night 
(7 p.m.-7 a.m.). The amaunt af the change depends 
an the seasan. 


The disastrous Rain of Fire 
raises temperature when it's 
falling. But that'll probably be 
the least of your worries. 


The Sim Temperature Meter is located just to the 
right of your active Sim's portrait. 


Precipitation Induced Temperature Changes by Season 


Season 

Light 

Rain 

Heavy Tnrrential 
Rain Rain 

Light 

Nail 

Haavy 

Hail 

Light 

Snnw 

Haavy 

Snow 

Rain of 
Fire 

Night 

Winter 

-Z 

-4 

-G 

-8 

-IQ 

-15 

-ZQ 

5D 

-ID 

Spring 

-Z 

-4 

-G 

-8 

-IQ 

-15 

-ZQ 

5D 

-15 

Summer 

-z 

-4 

-G 

-8 

-IQ 

-15 

-ZD 

5D 

-ZD 

Fall 

-z 

-4 

-G 

-8 

-IQ 

-15 

-ZD 

5D 

-15 


Sim Internal Temperature 

Sims are affected by the temperature around them, gradu- 
ally and automatically trending toward the temperature 
zone wherever they happen to be. Your Sims' well being— 
and even their lives— depend on keeping this internal 
thermometer from rising too high or too low. 
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The Sim Temperature Meter is a very generai 
indicator; it indicates only the current zone, not 
the specific temperature within it. 

As your Sim's internal temperature rises or falls, the 
meter changes in both level and color. 

■ Very Hot: High, red ■ Cold: MEdium law, hluE 

■ Hot: MEdium high, red .- VEry Cold: Lew, bluE 

- CEmfErtablE: Middle, green 

Other Internal Temperature Indicators 

The Sim Temperature Meter's most important function is 
to warn that your Sims are nearing the critical points of 
freezing or heatstroke. If the overheated or overchilled Sim 
isn't the selected Sim, or if you just haven't been paying 
attention to the meter, several other things indicate a Sim's 
internal temperature. 
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when Sims are outside the 
Comfortable zone, they 
perform gestures to reflect 
the temperature extremes. 
The hotter or colder the 
Sim's temperature, the more 
"dramatic" the gesture. 


Idling activity: The warmEr ar coldEr Sims gEt, thE morE fpEqjEntly thEy 
ExppEss it with gEstuPES ar actians. A hat Sim may maka a braw-wipiag 
gastuPE and attap a "whaw!!” whila a aald Sim will shivEP. Caastant and intEPisE 
gEstuPES aPB a sign that a Sim is nsaping thE tap ap battam af tbs tEmpepa- 
taPE saalE and may riEEd ta gEt insida. 

Skin Tnne: High ap law intnpnal tEmpEPatuPE altEPS a Sim's skin aalap. This 
changE is Even PEflEEtEd in thn Sim's pnptpait an thE scpebpi's battam laft. Hat 
Sims appEap flashed and "sunbupnBd." Cnid Sims aPE pnsy chEEked at fipst but 
EVEntually assumE a bluish skin tanE. 



In extreme temperatures, Sims' 
skin changes. Hot Sims turn 
lobster red and cold Sims get 
all bluish. 



Even their portraits 
change skin color 
so you'll know 
there's trouble, 
even if they're out 
of your sight. 


Internal Temperature VS. 
Exterior^ 


A Sim's internal temperature is primarily controlled by the 
external temperature. Given enough time, internal tempera- 
ture rises or falls to equalize with the temperature of the 
Sim's surroundings. Thus, being outside on a warm day 
eventually raises the Sim's internal temperature into the 
Warm zone. If there isn't any temperature-raising activity 
(see "Temperature and Interactions," below), a Sim's temper- 
ature can't go higher than the temperature of the air. 

Thus, Sims are at the mercy of outdoor temperatures; 
the longer they stay out, the closer to the external tempera- 
ture their bodies will shift. When outdoor temperatures are 
moderate, this isn't a big deal. When, however, temperatures 
climb or fall into the extreme Very Hot or Very Cold zones, 
the effects can be powerful. 



Keep your Sims inside and 
temperature will never be 
an issue. 


The key to temperature 
management, therefore, 
is finding places that'll 
keep or restore your Sim's 
temperature to the Comfortable zone. In fact, three places 
can pull your Sim's internal temperature toward the perfect 
center of the Comfortable zone (0): 



Swimming pools pull 
Sims' temperature toward 
Comfortable. 


.■ Indoors: BEing indoors is thE primary way your Sims will rEstorE their 
intErnal tEmpEraturE to CamfartablE. Keep in mind, howEVEr, that to be truly 
indoors, a space now must have a roof. Absent a roof, the tempEraturE in 
a space is the same as any outdoor tempEraturE, rather than the perfaet 
indoor tempEraturE. 

! Swimming PnnIs: When Sims are in the pool, their tempEraturE trends toward 
Comfortable (0). This occurs in any season and any tempEraturES; advanced 
water cooling and heating mEchanisms keep all Sim pools at prEcisEly 
Comfortable tEmpEraturE. 

• Wnrk/Schnol: All Sim workplacES are ComfortablE tEmperature zooes, and 
being at work is just like being inside. As Sims spend time at work, their 
internal tEmpEraturES trend toward CamfartablE. 

If you see your Sims getting too hot or too cold, the 
simplest remedy is to direct them into the pool or indoors. 
Fortunately, Sims are generally smart enough to do this 
themselves; whenever a Sim's internal temperature gets too 
extreme, all interactions with indoor objects or other Sims 
become more appealing and draw an autonomous Sim more 
intensely. The hotter or colder a Sim is, the more powerfully 
indoor activities will advertise. If an object or interaction 
has an additional cooling or heating effect (see "Heating 
and Cooling Interactions," below), it advertises even louder. 



nota 

Conversely, when a Sim is Comfortable, the 
dram of the outdoors becomes stronger 
simply because Sims love to be outside. 
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However, location is not the only force driving your 
Sims' internal temperature. 


(jothlnci 


The rate at which Sims equalize with their surrounding 
temperature is dictated by their clothing category. In all 
zones except Comfortable (a special case we'll return to in 
a moment), each category either speeds or slows— but can't 
reverse— the trend toward the nearest extreme tempera- 
ture. For example, wearing Everyday gear outdoors in Very 
Hot temperatures increases a Sim's internal temperature 
+4 points every 15 Sim minutes. Changing the Sim into 
Swimwear reduces the rate a bit to +3. In other words, it'll 
take a Sim in Everyday clothes about six-and-a-half hours to 
reach heatstroke (+100) in Very Hot temperatures. A Sim in 
Swimwear will eventually suffer heatstroke too, but it'll take 
about eight-and-a-half hours. 



Dress your Sims appropriately 
for the temperature, or they 
won't be able to stay outside 
for very long. 

Clothes tend to have 
opposite effects in oppo- 
site temperature zones. 
Swimwear in Very Cold 
temperatures increases the trend toward -100 to a very 
fast rate of -10 per 15 minutes. Compare this to Everyday 
clothes' -6 per fifteen-minute rate and the best-case rate 
of -4 per 15 minute in Outerwear. It'll take the Outerwear- 
clothed Sim more than eight hours to freeze and the more 
scantily clad Sim a mere two-and-a-half hours. 


Internal Temperature Equalizatinn Rates by CInthing Categnry 
and Outdnnr Temperature Zune 


Clothing Category 

Very Hot 

Hot 

Cold 

Very Cold 

Everyday 

4 

2 

-4 

-B 

Formal 

5 

3 

-2 

-4 

Gym Glathes 

4 

2 

-4 

-B 

Maternity 

5 

3 

-4 

-5 

Outerwear 

8 

4 

-2 

-4 

PJs 

4 

4 

-5 

-7 

Streaking 

3 

1 

-8 

-12 

Swimwear 

3 

1 

-B 

-ID 

Undies 

3 

1 

-B 

-ID 
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Outerwear (or even Formal 
clothing) is a must ifthe 
temperature is low. 



not« 

IntEPEstingly, Formal clothES providE thE samE cold 
ppotEction as OutEriuEar. In hot lUEathEr zooes, 
houjEVEP, OutEPiuEap is much more stifling. 


When the temperatures are Comfortable, clothing 
works a little differently. When your Sim is indoors or 
outdoors in Comfortable temperatures, each clothing 
category affects the Sim's rate of temperature change, 
but only to a certain, defined point. For some, the rate of 
change will be either positive or negative depending on each 
category's currentand target temperature. For example, if 
a Sim is on the high end of Comfortable (say, +24) and is 
wearing Everyday clothing, the Sim's temperature will drop 
by -6 every 15 minutes, stopping when it reaches zero (or 
one hour). If, instead, the Sim's internal temperature is on 
the low end of Comfortable (-24, for example), it'll rise by 
+6 every 15 minutes until it stops at zero. 

Internal Temperature Changes in Cnmfnrtable Temperatures 
by CInthing Categnry 

Clothing Category Rate per 15 miootes Target Temperatore 


Everyday 

V-G 

D 

Formal 

V-B 

D 

Gym Glathes 

V-B 

D 

Maternity 

V-B 

D 

Outerwear 

+3 

3D 

PJs 

-1 

-3D 

Streaking 

-2 

-30 

Swimwear 

-2 

-30 

Undies 

-2 

-30 


not« 

Normally, Sims tPEnd tomard the Exact tEmpEPatuPE 
of thEip suppoundings. WhEn in ComfortablE tEmpEPa- 
tuPES, hoiuEVEP, thEy tPEnd toward a spEcifiEd 
tEmpEPatuPE (zEPO, -30, Etc.) PEgardlEss of the actual numEPical 
tEmpEPatuPE within thE ComfortablE zonE. NonE of this is dirEctly 
visiblE to you in thE gamE — you’ll oevep see numEPical tEmpEPa- 
tuPES — but it doES makE a diffEPEncE, and bEing awaPE of it may 
Explain SEVEPal situations. 
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Outerwear 


Sims change into 
Outerwear automatically 
whenever directed out 
into the cold. 


STinota 


I I Visitors and luaikbys appear in Outermear if the 

I tempErature is either Coid or Very Coid. When 

'*^^™**^ your Sim goes to a Community Lot in coid meather, 
aii other Sims ujiii be in Outermear as ujeii, uniess they're 
aiready indoors. 


nota 


I I If Sims are passing through an indoor room betmeen 

I outdoor iocations or vice versa, they mon't auto 

’*^^™**' change in and out of Outermear during the maik. If 
the destination is the same kind of area (indoors or out) as the 
origin, there mon’t be an automatic change of ciothes. 


Protected by copyright. Unautl 


Or you can change them 
manually at any dresser or the 
Outerwear-only coat rack. 


Outerwear is a new 
clothing category for all 
Sims that enables your 
Sims to dress fashionably 
for the colder months, but also provides protection from 
chilly outdoor temperatures. Sims can be directed to change 
into Outerwear via any dresser or the Coat Rack de Lovely 
object. They'll also change into Outerwear automatically if 
the outdoor temperature is either Cold or Very Cold. 


nota 


You can customize Outermear just iike any 
other ciothing category in Create-A-Sim, in 
Body Shop, or in the Change Appearance menu. 


Lounging in 
the hot tub 
raises a Sim's 
body tempera- 
ture quite high. 


Warm and Cold 


primagairu.oom 


Several activities and interactions raise and 
lower a Sim's internal temperature. Thus, a Sim 
on a hot day could suffer heatstroke (internal 
temperature +100) even though the outdoor 
temperature is only in the Hot Zone (30 to 70). 
These objects and interactions have three roles: 

ThEy act as challEnging cbstaclES to your Sim's actions. Far 
Example, Sims can't rollEr skate forever without averhaating. 

If their heat rises hefare their Fun Need maxes out, you must 
disangaga them and coal them down hefare they overheat. 


id or unlawful copying or downloading expressly prohibited. 


I I If the temperature drops from 

Comfortable to Cold mhile Sims are 
outside (without Outermear), Sims 
will not automaticaiiy change into it. To force 
them to change, direct them inside and have 
them change into their Outermear via a 
dresser, the nem Coat Rack de Loveiy 
object, or direct them inside and ^ 
then back outside. When ieaving 
the house, they’ii automaticaiiy 
switch to Outermear. 

Likewise, if Sims are outside in 
Outermear and the temperature rises, 
you must manuaiiy change them 
into more appropriate ciothes 
to prevent a rise in internai 
temperature. 












They can be used to countaract axcessivaly high or law intarnal tamparatura. 

If your Sims ara vary cnid from a langthy snnwball fight, bringing them inside 
will sinwiy raise their temperature. To speed the process, direct them to do 
something warm, such as drinking coffee or hot chocolate. 

They help guide the actien of autonomous Sims by advertising more forcefully 
when a Sim's temperature is too high or two low. For example, when Sims 
become Very Hot, they're more likely to partake of a lemonade stand on the 
lot than if they were Comfertable. 

Having a snowbadfight has 
the opposite effect, quickly 
dropping a Sim's internal 
temperature. 

These interactions 
raise a Sims tempera- 
ture a bit over time. The 
longer they do the action, 
the more it raises their temperature. Each, however, has a 
maximum to which it can raise temperature. Once that cap 
is reached, continuing to do the action has no further effect 
on the Sim's temperature. For example. Playing Catch will 
not affect Sims' temperature if they are already above 
+50. The table below shows each interaction's effect and 
its temperature cap (both numerically and in terms of 
temperature zone). 

Objects and Interactions that Alter Sim Internal Temperature 



Dbject/lnteractiun 

Effect on 
Temperature 

Temperature Max. Temperature 1 
(Numerical) (Zone) 

Bath/Bubble Bath/Shuwer 

Hatter 

5D 

Hot 

Drink CaffcE/EsprEssa 

Hatter 

4D 

Hot 

Drink Hot CocDa 

Hatter 

5D 

Hot 

Drink Lamanada 

Colder 

-35 

Cold 

Drink Water 

Colder 

-35 

Cold 

Eclectic and Enigmatic Energizer Hatter 
Reward Object 

85 

Very Hot 

Electracutian 

Hotter 

85 

Very Hot 

Exercise Machines 

Hotter 

85 

Very Hot 

Fireplace, Warm Self 

Hotter 

85 

Very Hot 

FirEplace/Bcnfire/Campfire 

Hotter 

85 

Very Hot 

Hat Tub 

Hotter 

85 

Very Hot 

Hug 

Hotter 

35 

Hot 

In-Line Skating 

Hotter 

85 

Very Hot 

Joy Buzzer Prank 

Hotter 

35 

Hot 


01 
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Effect on Temperature Max. Temperature Max. 


Dbject/lnteractiun 

Temperature 

(Numerical) 

(Zone) 

Juice Keg 

Colder 

-35 

Cold 

Jump on Furniture 

Hotter 

B5 

Very Hot 

Kiss 

Hotter 

35 

Hot 

Make Snowman 

Colder 

-85 

Very Cold 

Pillow Fight 

Hotter 

85 

Very Hot 

Play Catch 

Hotter 

5D 

Hot 

Play Kicky Bag 

Hotter 

35 

Hot 

Sleep 

Hotter 

25 

Comfortable 

Snow Angel 

Colder 

-85 

Very Cold 

Snowball Fight 

Colder 

-85 

Very Cold 

Streak 

Colder 

-85 

Very Cold 

Tickle 

Hotter 

35 

Hot 

Water Balloon Fight 

Colder 

-85 

Very Cold 

Water Balloon Prank 

Colder 

-85 

Very Cold 

Water Wiggler 

Colder 

-85 

Very Cold 

WooHoo 

Hotter 

85 

Very Hot 

Sims' Reaction to Temperature 




Shivering and scream balloons 
are a sure indication that this 
Sim has been in the snow 
without a jacket too long. 


Sims behave 
differently at 
different internal 
temperatures. 
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Sims Reaction to Temperature Zones 


Internal Temp 
Zone 

Indicatnr 

Celer 

Idles 

Advertising Boost 
(Temp/Volume) 

Outdoor 

Advertisiog 

Mood Cap 

Thaught/Scream 

Balloons 

Skin Change 

Special Effects 

Failure State 

Very Hot 

Red, glowing 

Vnry frEquEot and sevehe Tm Hof 
gEstores 

Cool IntEractinns/High 

Very low 

5D 

Yes 

Vary red 

Slight chance Sim will spontaneously catch fire 

HeatstrokE 

Hot 

Red 

DcEEsinnal and casual Tm Hof 
gEstores 

Cool Intaractions/Low 

Normal 

BD 

No 

Slightly red 

None 

None 

ComfortablE 

GrEEH 

lofrEquEot and casual gEstucES 
whan near top or bottom of 
Comfortabla raoga 

None 

Normal 

None 

No 

None 

None 

None 

Cnld 

BIue 

Dccasinnal and casual Tm Cnld 
gEstoras 

Warm IntEractions/Low 

Normal 

BD 

No 

Rosy cheaks 

Slight chancE of catching a cnld 

None 

Very Cold 

BIue, glowing 

Vary frequEot and sevece Tm Cnld 

Warm IntEractinns/High 

Very low 

50 

Yes 

Blue skin 

MndaratE chance of catching a cold 

Freezing 


gEstures 


Note that anytime a Sim's internal temperature is either 
very low or very high, their overall Mood will be capped 
below the usual +100. Cold or Hot cap Mood at 80; Very 
Cold and Very Hot cap it at 50. Since Mood controls job 
performance, make sure your Sims are in the Comfortable 
range before sending them to work. 


not« 

If you have The Sims™ 2 Nightlife, you know all 
about Outing and Date scores and the effect certain 
events can have. Well, add being too cold or too hot 
to that list. Gvery time any Sim on the date or outing does a Very 
Cold- or Very Hot-level idle (shivering, fanning self, etc.), freezes, 
or suffers heatstroke, it reduces Date/Outing score. 



Heatstro^ 

As with critical Needs such as Hunger and Energy, if you 
let a child-or-older Sim get too cold or too hot, bad things 
happen. An excessively cold Sim will freeze and an exces- 
sively hot Sim will suffer heatstroke. 



not« 

If a child freezes or suffers heatstroke, the Social 
Worker ujIII be coming soon. 


Both conditions are essentially identical and very 
similar in function to Hunger failure. As Sims' internal 
temperature nears either extreme, they begin to show the 
warning signs— idles, scream balloons, skin changes, etc.— 
described above. When they're nearly at 100 or -100, their 
temperature gain/loss slows to give you every opportunity 
to get them out of danger before failure. 

If a Sim's temperature reaches 100 or -100, the Sim falls 
over unconscious in the appropriate state. 



not€ 


they’l 


Freezing and heatstroke are not fatal unless the 
Sim was also near rock bottom in Hunger. If the 
Sim doesn’t recover before Hunger reaches - lOO, 
starve to death. 


Though frozen or overheated Sims can't awaken, other 
things can snap them out of it: 



You can direct another 
controllable Sim to help 
out an overheated 
(or frozen) Sim. 


• Rain: OvErhaatad Sims awakan if a rainstarm bagins whila thay’ra passad aut. 

■ PlayEr-Contmllad Sims: Yau can diract any child-nr-aldar Sim ta da tha Dausa 
or Warm Up intaractian to coal aff ar unfraaza tha aacaasciaus Sim. 

■ Autanamaus Sims: Aataaamaus Sims may parfarm tha Dausa ar Warm 
up intaractian. 

When frozen or overheated Sims revive, they have two 
issues to remedy: normalizing their still-excessive internal 
temperature and recovering from a serious Need penalty 
caused by their little episode. 

Frozen or overheated Sims awaken on their own 
eventually: 

Frazen Heatstroke 

If during day When Internal temp > -8D at nightfall 

If during night at sunrise Whan Internal temp < 8D 


primagann sB.com 
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Internal Temperature and Occult S jms 

The odder members of your Sims' communities have 
different maximum and minimum internal temperatures. 
Servos and zombies, for instance, simply won't react to 
external temperatures because their internal temperature 
never changes. Aliens, on the other hand can get Very Hot 
but cannot ever suffer heatstroke while vampires are the 
reverse (can't freeze). 


Occult 

Max Temperature 

Min Temperature 

Alien 

80 

-IDO 

PlantSim 

50 

-IDO 

Serve 

0 

0 

Vampire 

100 

-80 

Walfman 

100 

-50 

Zambia 

0 

0 


InUrnal Tempera Pets 

Pets don't have internal temperature, so they can say 
outside indefinitely with no ill effects. Still, very high and 
very low temperatures and precipitation adjust the appeal 
of outside and inside interactions and objects, driving pets 
to autonomously choose, just like Sims, to be in the more 
appropriate place. 

Cloudiness 

The sky above your Sims' heads won't always be clear and 
bright. Changes in the sky are attributable to either: 


How Precipitation is "Chosen" 

Periodically, the game decides whether to create precipita- 
tion. Every storm is actually a series of decisions: 

/ Kind: Hail. rain, snow 

/ Intensity: Intensity affects haw quickly a kind af preaipitatian accumulates and 
haw maah it will drive Sims ta retreat indnnrs. 

Accumulation: Acaumalatinn level can have several effects depending an the 
type af precipitatinn. Accumulatian af certain types can affect the quality 
nf vegetable gardens and/ar enahle special interactions (such as making 
snowmen or splashing in puddles). 

' Duration: Storms can be various length and may or may not escalate or drop 


You see snow only in winter or, 
in rare cases, during the last 
or first day of a season that 
precedes or follows winter. 

Precipitation is a random 
event, but the likelihood 
of each kind of storm and 
how long it'll last is influ- 
enced by the season. As outlined in the "Seasons" chapter, 
each season dictates the odds of each precipitation type 
and the maximum number of back-to-back weather systems. 
Thus, you can have rain in either spring or summer, but it's 
more likely in spring and can last almost twice as long. 


in intensity. 


Seasonal Influence 



Randnm clnudiness: Periads af alaudiness can aaaur at randam and 
are equally likely in any seasnn. Duratinn and degree af clnudiness are 
alsa randam. 

Seasnn 

Percentage 
nf Rain 

Percentage 
of Hail 

Percentage 
nf Snnw 

Max Length 
nf Sturms 

Spring 

3D 

0 

0 

Med 

Sturms: Just befare a rain-, snnw-, nr hailstnrm nccurs, the sky becemes 
claudy and remains sn far the duratinn af the stnrm. These clauds linger, and 

Summer 

10 

10 

0 

Law 

Fall 

15 

0 

0 

Law 

dissipate nnce the stnrm has ended. 

Winter 

0 

0 

50 

High 


Precipitation 

All manner of things can fall from your Sims' skies and, just 
as in life, they are impossible to predict. However, a few 
things can help you understand why things happen when 
they do. 


This table also shows that some seasons bring more 
overall precipitation than others: 

' Spring: 30% daily ahanaa 
Summer: ZD% daily chance 
■ Fall: 15% daily chance 
i Winter: 50% daily chance 
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Temperature Ranges 

Each kind of precipitation can occur only in certain temper- 
ature ranges. 


Precip. Type 

Max Temp 

Min Temp 

Hail 

Mid-law Hot (+40) 

Mid-high Cold (-40) 

Rain 

High Very Hot (+IDD) 

Low Comfortable (-30) 

Snaw 

Low Comfertable (-30) 

Very Cold (-ID0) 


Precipitation Types 

Your Sims witness three kinds of precipitation: 

I Hail Rain / Snaw 



note 


A fourth kind of prEcipitation — Rain of Firs — doEsn’t 
occur naturaiiy, but rather as a faiiure of the 
nEUj Aspiration Reward object, the Weathernaught 
57X weather station. See “Weathernaught 57X,” beiow for 
fuii detaiis. 


tDp 

£ven if your neighborhood has no winter season, 
you shouid protect your Sims’ gardens with a green- 
house. if you have at ieast one summer season, it’s 
iikeiy you’ii eventuaiiy see haii accumuiation, and it can harm 
your crops Just iike snow accumuiation. 




Hail accumulation won't 
entirely coat the ground, 
but it'll wreak havoc with 
Sims' gardens. 


If hail accumulates, 
it lowers the quality of 
any vegetable gardens 
on the lot. 



notfl 

Chiidren can be biudgeoned by haii, but it won’t 
kiii them. Toddiers, on the other hand, ignore the 
haii compieteiy. 


M 

/ Seasan(s): Summer (ID%) 

TemperaturE Range: Mid-lew Het (+40) to Mid-high Cold (-40) 

/ Intensities: Light and heavy 
.' Accumulatinn Levels: Light 

Hail can occur in only one season (summer) and in a limited 
temperature range. Therefore, you'll see hail only on a 
relatively cool summer day. 


Hail looks a bit like snow but 
it hurts more, hence all the 
head covering. 


When hail does fall, it 
can fall lightly or heavily. 
Light hail accumulates 
very slowly, taking quite a long time before it builds up 
enough to be visible. Sims caught in light hail won't react 
to it any more than they would a rainstorm. Heavy hail, on 
the other hand, accumulates very quickly and drives Sims 
indoors (shielding their heads from the falling ice chunks). 



Hail can sometimes be fatal to teen or older Sims. 
There's a random chance (rising with hail intensity) that 
a "hail barrage" will suddenly appear. Any Sim caught 
outside in such a sudden upsurge in hail could suffer a hail 
bludgeoning from a particularly large stone. If this occurs, 
all of the bludgeoned Sim's Needs suddenly drop. If— similar 
to being frightened by a ghost— the Sim's Needs are already 
low, the impact can be fatal. 



A fatal hail bludgeoning 
IS not a pretty sight. 



notfl 

Ghosts of Sims killed by hail bludgeoning 
occasionally break Into the hail barrage “dance.” 


pnmagamsfi.com 
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Rain 

■ Seasanls): Spring (3D%), Summer (ID%), Fall (15%) 

Tamparature Range: High Very Hot (+IDD) te Lew Cemfertable (-30) 


Weeds: Rain puddles don't spawn weeds. 

Evaporation: Puddles automatically disappear after a rainstorm ends, 
though the amount of time will be longer based on the length and Intensity 
ef the storm. 


Intensities: Light, heavy, and torrential 
' Accumulatinn Levels: Puddles 

Rain can fall in every season except winter and in any 
temperature above Cold. It is most likely in the spring. 


Interactions: All Sims (not just deviant children and toddlers) can Splash in 
rain puddles. In fact, Splash is a very pewerful interaction far autonomous 
Sims. Splashing in rain puddles, in contrast to the other kind, won't create 
more puddles. 

Splashing in puddles satisfies Fun. 




/ Color: Rain puddles are paler blue than regular puddles. 

■■ Environment Score: Rain puddles have no effect on Environment. 


pri masamea.fsom 


Even Sims who don't 
fly kites can now 
meet their maker on 
the business end of 
a lightning bolt. 


After a while, puddles begin to form 
on the lot. They first appear on hard 
surfaces such as floors, decks, and side- 
walks. In longer, more intense storms, they 
eventually form on ground (grass, dirt, etc.). 
These puddles differ from puddles caused 
by plumbing floods and Bladder accidents: 


Ram puddles look 
different from 


other less-nice 


puddles. The 
paler blue 
puddle is rain 
and fine for 


splashing 
and frolicking. 
The darker blue 


puddle IS. ..not. 


Raindrops frequently drench 
your Sims' lots in three of the 
four seasons. 


Rain Puddles 


Ughtnm^ 

Any rainstorm can produce lightning, but the higher the 
intensity, the greater the chance of lightning. You typically 
see two kinds of lightning: 


Lightning strikes are attracted to trees. 
Fortunately, the rain usually extinguishes 
these fires immediately. 


Rainfall can come 
in three intensities: 
light, heavy, and 
torrential. The 


greater the intensity, the more quickly puddles 
will form on the lot and the more Sims will 


autonomously want to stay inside. Intensity also 
controls the probability of local lightning strikes; 
the heavier the rain, the more likely lighting will 
strike the lot. 


Distant: Strikes beyand the current let. Distant lightning lights up the 
sky, but cannot affect anything an your lot. 

Local: Local strikes actually connect with the current lot, striking 
objects or even Sims. In addition to a big Dash in the sky, yau see the 
actual lightning halt strike. 






A - ~ 
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Local strikes can be very dangerous, causing fire, 
mayhem, and even death. Though the precise location of 
strikes is random, some targets are more likely to be hit 
than others: 

/ TrEEs: Mcst oftEn, lightning strikES nnn-nrchard trEES. StrikES SEt thE trEE 
ablazE, inspiring panic. Much af tha time, fires frnm lightning strikes went 
spread because an angaing rainstarm snuffs the flames. 

/ Lightning Rad: The EZI2Dv Lightning Finial is a magnet far lightning, all but 
guaranteeing that any lightning strike an yaur lat will be diverted fram ynur 
Sims' trees nr the Sims themselvES. 

/ Large Objects: The larger an abject, the mere likely it'll be the target of 
a lacal strike. 

/ Pnols and Hat Tubs: Sims in bath paals and hat tubs are frequent targets nf 
lacal strikes, but there is a difference in the result. When lighting strikes 
a Sim in a hat tub, nnly that Sim is affected. When, hnwever, the unfnrtunate 
Sim is in a swimming paal, the lightning will "chain," striking every Sim in the 
panl. The lessen: dnn’t let ynur Sims swim in the rain, unless ycu wan/ them ta 
Electracuted. (It's DK; we want judge.) 


nota 

A lightning rod does its job luherEVEr you put it 
outdoors, but it surE looks bEttsr on thE roof. For 
morE on houj to placE objEcts on roofs, see “Roof 
I ObjEct PlacEmEnt” in thE “Build ModE Additions” chaptEr. 

When a Sim is struck by lightning, the effect is similar 
to being electrocuted while fixing an appliance. In addition 
to the crazy hair and charred skin, a Sim struck by lightning 
receives a huge Needs hit. If the drop in Hunger is enough 
to push it to rock bottom, the Sim will die. 

OtherEffe^ 

They say water is life and, considering what rain can do in 
The S/ms™2 Seasons, they may have a point: 

Fires: Rainfall extinguishes autdnnr fires. 

■ Watering Plants: Any nutdanr plants, including flnwers, vegetable gardens, and 
archard trees, receive water frnm rainstnrms. As with sprinklers, watering 
frnm rain can never averwater plants. 

Reviving: Sims suffering frem heatstrake (internal temperature at +IDD) are 
immediately revived by falling rain. 

-■ PlantSims: PlantSims can satisfy their Water Need by gning nutside in the rain. 
(See the "New NPCs and PlantSims" chapter) 




PlantSims can satisfy their 
Water Need by standing in 
a rainstorm. 


Snow 

' Seasnn(s): Winter (50%) 

■ TemperaturE Range: Law Camfnrtable (-30), Very Cnid (-IDD) 
’ Intensities: Light, heavy 
’ Accumulation Levels: Light, heavy 



Let It snow, let it snow, 
let it snow. 

Snow falls only in winter. 
With a 50 percent chance 
of snow, however, a single 
winter provides most Sims 
with more than enough of 
the white stuff 


not« 

During thE first or last days of ujintEr, thE transi- 
tioning EffEcts of thE prior or following SEason 
may ujarm outdoor tEmpEraturES abovE thE snouj/ 
rain linE (-20). Thus for tujo days in mintEr, it may not bE cold 
Enough to snouj. 



Snow can fall either lightly or heavily. The more intense 
the snowfall, the faster accumulation levels will rise to light 
and heavy accumulation. And, with snow, accumulation is 
what it's all about. 


SaOflftQODi] 

REmEmbEr, falling snom SEriously loujErs outdoor 
tEmpEraturE, so bsing outsidE in any snoujfall makES 
your Sims coldsr fastsr. LikEUjisE, all of thE classic 
snouj-basEd IntEractions (such as snomball fights) dEcrcasE 
your Sims' intErnal tEmpEraturE. LEt your Sims havE fun in thE 
snouj, but bE mindful of thEir TEmpEraturE MEtEr; ujhEn it gEts 
too louj, gEt your Sims insidE and point thEm tomard ujarming 
IntEractions. Every moment a Sim spends mith a Cold or Very 
Cold internal temperature increases the chance of illness. 
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High intensity and/or long 
storms create deep snow 
accumulation. This is where 
the fun begins. 

With light accumu- 
lation, snow dusts the 
ground and other outdoor 
surfaces (including any indoor spaces that lack roofs), trees, 
shrubs, flowerbeds, and most outdoor objects. It also dusts 
the street, sidewalk, and curb-box outside your Sims' homes. 
Heavy accumulation creates a deep layer of snow on all 
outdoor surfaces and piles higher on plants and objects. It 
also enables a wide array of snow-based interactions. 

Snowlnte^ 

Heavy accumulation opens a whole new world of outdoor 
interactions and events that'll give Sims a lifetime of 
memories. 



Snowball Fights 



with heavy snow accumu- 
lation comes the chance 
to pummel friends and 
family with frozen balls of 
snow. What could possibly 
be bad about that? 

For full details, see "Snowball/Water Balloon Fight" in 
the "New Socials" chapter. 


Snowball fights can be fun for 
the whole family. 



notfl 

Functionally, the Snowball Fight interaction Is 
Identical to the Water Balloon Fight interaction... 
but with snow. 


Building Snowmen 

Once heavy accumulation forms on a lot, all covered 
outdoor areas of sufficient size include the Make Snowman 
interaction. Once the snowman has been started, all inter- 
actions arise from it, not the accumulated snow. 


Snowmen, partial and finished, persist for as long as 
heavy accumulation remains. Once it begins to melt away 
(reverting to light accumulation), built snowmen drop to 
an amorphous melted state before disappearing with any 
remaining light accumulation. 



Building snowmen can be 
a solo or group activity. 


For full details, see 
"Snowman," in the "New 
Objects" chapter. 


Snow Angels 

Any area of heavy snow accumulation is a snow angel 
waiting to be made. If the area isn't large enough for a snow 
angel, the Sim will find the nearest spot that is. 


Plopping down to build a snow 
angel is fun but cold. 


Child or older Sims 
can use the ground- 
based Make Snow Angel 
interaction to make their 
own imprint that'll last until accumulation reverts to light. 
Making snow angels satisfies Fun but quickly lowers a Sim's 
internal temperature. 

Snow Days 

when there's heavy accumulation on the ground, there's a 
chance that schools (but not universities) will be cancelled 
for the day. Children and teens react according to Playful/ 
Serious personality. 

The bus won't come to pick up children and teens, and 
there's no grade penalty for the missed day. Make sure they 
drink lots of hot chocolate between snowball fights! 




nota 

No mattEr hoiu heavy the accumulation on your 
Sims’ lots, only light accumulation forms on the 
streets, sidewalks, and curb boxes. 
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Play In Snow 

Toddlei's can use the ground-based Play in Snow interac- 
tion to satisfy their Fun Need. However, this decreases a 
toddler's internal temperature. 


Everybody loves snow! 
Even the little ones. 


Eat Snow 



Snow and Garde^ 


Trust us, there is a garden 
under there, but the snow 
means the plants won't be as 
high quality when they're done. 


Heavy snow accumula- 
; tion isn't, however, all fun 
^ /J and games. Gardeners 

need to beware of heavy 
snow accumulation because it can damage vegetable crops, 
lowering the quality of their vegetables. It isn't snowfall or 
even the bitter cold temperatures that ruin your Sims' vege- 
tables; it's the weight and cold of heavy snow accumulation. 
To combat this menace, consider building a greenhouse 



Disabled Interactions 

Several ground-based interactions are 
disabled in heavy snow accumulation: 

! Hang Out .• Work Out 

/ Stargaze • Yaga 

Once snow accumulation reverts to the 
light level, all heavy accumulation inter- 
actions disappear and standard ground 
interactions return to normal. 


nota 


I I As mentionEd prEviously, 

I pEts don't havE intErnal 

tEmpEraturE, so Eating snoiu 
has no tEmpEraturE rElatEd EffEcts for thEm. 
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Of course, some smaller 
and furrier members of the 
household may like it more 
than others. 


Toddlers and all types 
of dogs can use the 
ground-based Eat 
Snow interaction. This amusing— to the toddler, the 
dog, and probably to you— interaction satisfies Hunger 
and depletes Bladder, and it lowers toddlers' internal 
temperature. 


(with roof) around your Sims' gardens; it keeps out the snow 
(and hail and bugs) and keeps all their vegetables at the best 
possible quality. 


A greenhouse protects vegetable 
gardens from the effects of snow 
accumulation. 


If snoujstopms 
tax your 
computEP too 
much, lightEn thE load 
ujith thE REUJ Graphics/ 
PEPformancE Option. 

Though you’ll Iose thE 
bEauty of hEavy snouj covep, 
your Sims can still make 
snouj angels, build snommen, 
OP anything eIse you can do 
in the snouj. You just mon’t 
be able to see the snom on 
the ground. 
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Snow X-Ray 


The Snow X-Ray Cursor 
reveals what may lie 
beneath the deep snow. 


Some objects can get lost 
under heavy snow cover. 
There are two ways to 
find small or hard-to-see 
objects: Buy/Build mode 
or the Snow X-Ray Cursor. 
As with hail, switching into Buy/Build mode completely 
removes snow accumulation from your lot; go back to Live 
mode and the snow returns. If, on the other hand, you don't 
want to exit Live mode, you can search through snow cover 
by using your pointer as a snow x-ray beam. This option can 
be turned on or off in the Options > Game Options panel. 



Precipitation Reactions 

Sims react to all kinds of precipitation. When outside, 
they react based on their Personality and the intensity 
of the precipitation. Playful Sims get more excited by 
precipitation than Serious Sims and heavier precipitation 
levels invoke more obvious reactions (covering head, etc.). 
When indoors, Sims standing near windows may watch the 
precipitation fall. 



Sims inside peer excitedly out 
the window when the snow 
begins to fall. 


The first time Sims 
experience each kind of 
precipitation, they gain 
a Memory of it. 


When precipitation falls outside, Sims autonomously 
tend to stay indoors because all outdoor objects advertise 
themselves less. 
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not« 

WhiEREVEr you switch to Build/Buy modE, 
accumulation disappears. 



nota 

Snow and hail won’t accumulate nor will puddles 
form under awnings or roofs over outdoor areas. 


Roofs and Precipitation 

In the past, it never really mattered if Sims' houses had 
roofs. Roofs didn't define a room as "indoors" and there 
wasn't anything that could fall from the sky that would 
require a roof to keep it out. Well, call the roofer, folks, 

because there's gonna be 
a lot of stuff cornin' down, 
and your Sims won't want 
it in their homes. 


No roof? Big problem! 


Any space without a roof is exposed to the elements. 

This means: 

■■ Panic: WhEnavGr prEcipitatinn falls insidE Sims' hamES, tliEy go into a panicky 
fit. Who could blamE tham CEally? 

• Dutdanr Tamperatura: Un-raafEd raams CEflEct autdaGC tEmpEratucES, not tha 
pEcfEct indoor CamfartablE tampEratucE. 

' Puddlas and Accumulation: Light bail and snow accumulation pile up in any 
Exposed indoor spaces. Hail and snow disappear when you apply a roof to the 
space. Puddles have to be mopped up. 

' Lighting Strikes/Hail Bludgeoning: Without a roof, Sims in an exposed room 
get no protection from deadly lightning strikes or bludgeoning hail. 



Weather Reports 



There are two sources 
for news on upcoming 
weather. As in life, 
however, they're not 
entirely reliable. 

Reading the newspaper 
weather forecast gives you an 
idea of weather on the horizon. 
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/ Newspaper: The daily newspaper naw includes a Check Weather Fnrecast inter- 
actinn that gives hath the temperature and precipitatinn autinnk for the day. 

! TV: A new Weather Station on the TV gives perindically updated forecasts, plus 
occasional (and uncnmfortable) persanal musings from the weatherman if 
you leave the TV tuned to the channel. Apparently filling 24 hours of television 
a day requires a hit of out-loud self-analysis. 


New Aspiration Object: 
Weathernauqht 57X 



Used by: Tean/young adult/adult/alder 

' Reward Point Cost: 7, ODD 
t Uses/Time Limit: 5 uses 

Success: Weather or seasons altered to chosen selection 
! Failure: Rain of Fire 


The Weathernaught gives 
highly successful Sims 
dramatic control over 
the elements. 


Interactions: 

/ Change Season To...: Immediately changes current season to any of the 
naighborhood's possible seasons. Note that you can't select a season that 
isn't among the four you set in the Season Chooser. If, for example, you 
set up a neighborhood to have two winters and two falls, you can’t use the 
Weathernaught to select either summer or spring. To make these available, 
you’d have to save your lot, exit to the nBighborhood, and change one of the 
quadrants to one of the inactive seasons. Once the machine does its thing, it 
may take a while for the old season to melt away, just as in a normal seasonal 
transition. If, for example, there was snow on the ground before using the 
machine, it will remain on the trees and ground for a while afterward. After 
the first day, the chosen season will have taken firm hold. Note that this 
interaction doesn’t change the seasonal assignment of the current quadrant. 
Instead, it moves the indicator to the quadrant of the chosen season, making 
this function more of a time warp than a weather machine. 



Prolong Season: fxtends the current season by one day, three days, or forever. 
In each case, the Season Indicator’s pop-up info changes immediately to 
reflect the new total. If, for instance, there’s one day remaining, using the 
machine to add three days changes the pop-up to show four days remaining. 
If you elect to extend the season forever, the machine remains open and 
active indefinitely and the Season Indicator reads "Infinite days left in" the 
current season. To restore the season to its normal duration, use the Turn 
Off.. .Prolonged Season interaction. You can use the Change Season To and 
Create Weather interactions while the machine is infinitely prolonging the 
season, but any other uses of Prolong Season will override Prolong Forever. 

Create Weather: Immediately begins a storm of the chosen precipitation, 
building to maximum intensity before eventually ending on its own. The 
machine remains on (with its dish opened) for the duration of the storm, but 
you can manually shut it off with the Turn Off... interaction for the appropriate 
weather. Creating weather while the machine is actively creating a different 
kind of precipitation automatically turns off the old weather and replaces it 
with the new. 

Turn Off...: Manually restores an infinitely prolonged season to its default 
duration or stops a machine-induced precipitation storm. Not available during 
Rain of Fire. 


When the Weathernaught is 
producing an ongoing effect, 
It stays open and on. To stop 
the effect, your Sims must 
turn it off. 


notfl 

All machlriE effects, even ongoing ones such as 
prolonging the season indefinitely, consume only one 
of the machine’s five charges. 

If the Weathernaught is on— prolonging a season 
indefinitely or creating weather— it can't be deleted in Buy 
mode. The machine must be turned off before it can be 
deleted. Because one- or three-day season extensions and 
changes of season aren't ongoing (the machine shuts down 
immediately after use), they don't require a manual shut off 

Rain of Fire 

If a Sim uses the Weathernaught with a green or red Aspi- 
ration level, there's a chance the machine will fail. Green 
Aspiration creates 50 percent chance of failure while red 
Aspiration level engenders an 80 percent failure chance. 

primagaineB.com 
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oh, dear! How very 
apocalyptic! 


The penalty for 
daring to use such a 
powerful device without 
sufficient success in life 


(the Greeks called this 
"hubris") is a special, fittingly Greek-deity-esque kind of 
precipitation: Rain of Fire. IftheWeathernaught sputters 
and smokes and casts a disturbing black beam skyward, take 
cover because something bad's cornin' downi 



Black beam into sky? 

Sims may fry. 

Rain of Fire pummels 
your Sims' lots with nasty 
balls of fire that can 
ignite nearby objects. 
Quickly knock Sims out of 
their fire panic and call the fire department or use the Extin- 
guish interaction on the fires. 



not« 

Rain of Fire briEfly but significantly incrcasES 
outdoor tEmpEratuTE mhilE it’s falling. 


tip 

Rain of FIte usually crEatE a prEtty suddEn and 
dirE EmEpgEncy on your Sims’ lots. FnsuPE that 
hElp is on thE way by putting a smokE alarm on 
an ExtEPiop mall of your Sims’ homES. This mill dEtEct any fiPES 
anymhEPE in thE lot’s outdoor aPEa and automatically summon 
thE fiPE dEpartmEnt. 




A smoke detector outside the 
house might seem pointless, 
but it's good insurance if you 
plan to use the Weathernaught 
at anything below Gold 
Aspiration level. The life you 
save could be your Sim's. 
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Weather Beyond the Lot 

when you play a lot, the weather you see exists only on that 
lot. Try exiting and loading a different lot and you'll see that 
the weather is almost certainly different. Still, when you 
play a lot, it appears that the weather you see is the weather 
everywhere. This illusion is created in several ways. 

Though nearby lots may be 
saved in different seasons, 
they appear to reflect the 
weather on whatever lot 
you're playing. 

First, the lots 
surrounding your current 
lot (presuming you have 
Game Options > Fade 
Distance set high enough to see the neighbors) reflect the 
same weather (and season) as your current lot. 

if it's snowing on the last saved 
lot. It's sure to be snowing in 
the Neighborhood view. 

Second, when you 
save a lot and exit to 
the neighborhood, the 
Neighborhood view 
reflects the same weather 
(precipitation and accumulation) as the lot at the moment 
it was saved. 

Third, Community Lots change to reflect the last place 
your visiting Sim was. When Sims come directly from their 
home lot, the weather on the first Community Lot they visit 
is identical to the weather on the home lot when they left it 
(when that lot saved automatically). Flere, however, is where 
it gets complicated. As detailed in the "Seasons" chapter, the 
season on Sims' saved home lot is carried over to every 
Community Lot they visit, and doesn't ever change no matter 
how many days they spend away from home. The seasonal 
clock effectively freezes at the moment they left home. 

Weather is, however, a different matter. Once Sims 
arrive on a Community Lot, the weather simulator continues 
to choose new weather as normal. Thus, weather may be 
very different when your Sims eventually leave. What 
happens next depends on where the Sims go. If you send 
them to another Community Lot, the weather at the previous 
Community Lot at the moment of departure carries over as 
the new lot's starting weather. On the other hand, if they 
instead head home from a Community Lot, the weather is 
exactly as it was when they left home. In this case, the weather 
on the last Community Lot they visited is thrown out. 
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The Sim's Guide to Gardening and Fishing 


with so much going on beyond the walls of your Sims' 
homes, it's only natural there are plenty of new things for 
them to do outdoors. The two biggest of these activities also 
serve as new ways of making both food and money. 

This chapter introduces you to the ins-and-outs of 
gardening and fishing. With this info at your fingertips, 
your Sims can corner the market in mouthwatering pole 
beans and stock their homes with enough fresh fish to feed 
a herd of cats. 

Gardening 

Sims can grow both vegetables and fruit on their lots to 
enrich their diet, save on their food bill, or even earn a 
living selling the "fruit" of their labors. 

Gardening is possible thanks to some new Build 
mode objects: 
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Everything your Sims need for their new gardens can be found 
in Build mode. 


Garden plants grow from garden plots. These plots are, 
however, just vessels for the plants your Sim will grow; on 
their own, they don't do anything. To foster garden produce, 
your Sims must plant seeds in the plots. The resulting plant 
grows to maturity and spawns vegetables and berries. Once 
harvested, the plant is thrown away so that a new seed can 
be planted. Garden plants can be grown year round, but the 
accumulation of either hail or snow can damage them. 


Orchard trees require fewer 
interactions than gardens but 
produce less food than the 
higher level plants. 

Orchard trees are 
purchased fully grown 
and they live forever. 

They produce their fruit 
not by repeated replanting, but by periodically flowering. 
When fruit is harvested from them, the trees revert to their 
base, unflowered state and begin to develop new flowers. 
This process goes on infinitely, except in the winter when all 
orchard tree varieties go dormant and can't produce fruit. 

Each of these gardening objects has different 
growth stages: 



/ Garden Plats: Garden plats are mndular squares af fartila dirt that ynu lay aut 
like a fnundatinn ar deck. Each plat casts §ID. 

Orchard Traes: Thraa kinds nf trees (nranges, lemnns, and apples) prnvide an 
instant grave at §I,20D per tree. 

Gardening requires a fair amount of time from your 
Sims and hands-on management from you, but the payoff 
gets richer and the process simpler the more your Sims do it. 


Garden plants and 
orchard trees are similar, 
but they have different 
life cycles, partly 
accounting for their 
differences in require- 
ments and cost. 

Garden plots are the founda- 
tion of a produce garden. 


Plant/Tree Stages 





Garden Plots 


Bare earth: Flat dirt, nothing 
planted. Fertilize and Plant 
interactions available. 


Fertilized: Darker than bare 
earth. Adds quality bonus to 
plants grown in it. Only Plant 
interaction available. 
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Planted: Once seeds have been 
planted, a small mound and, for 
some seeds, a growing stake 
appear. Water and Compost 
(or Throw Away) interactions 
available. 
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Grown: Plant has fully grown 
but not yet borne fruit. May 
become infested with bugs. 
If so, the Spray interaction 
appears. All the same inter- 
actions and issues as with 
sprouted. 


Sprouted: Plant has just begun 
to grow. Requires watering 
(about once per day) and 
tending (when weeds appear). 
Can be talked to (if Sim 
has Gold Talent Badge) to 
improve quality. 


Harvestable: Plant has borne 
fruit and is ready to be 
harvested. Harvest and Sell 
interactions become available. 


Orchard Trees 


Leafy: Tree well tended and in 
early stages of fruit production 
Tend, Spray, and Talk to interac- 
tions available. 


Teen: Plant has grown larger. 
All the same interactions and 
issues as with sprouted. 


Decayed: Plants visually reflect if they are overwatered, wilted, 
untended, or infested with bugs. Interactions depend on the stage and 
the cause of the problem. 


Flowers: Eventually, the tree 
will sprout flowers. Tend, 
Spray, and Talk to (with Gold 
Gardening Talent Badge) 
interactions available. 


Dead: If a plant's quality has 
dropped to rock bottom, it's 
dead and the only available 
interactions are to either throw 
it away or compost it. 





Harvestable: Tree has 
borne fruit and is ready 
to be harvested. 


produce, it pays to understand both why high-quality 
produce is important and how quality is measured. 

Benefits of 

The effort required to produce fruits and veggies of the 
highest quality can pay off monetarily, nutritionally, and 
functionally. 

Produce can benefit your Sims' household funds 
because they can be sold for Simoleons. The higher quality 
the produce, the greater a price it'll command. 


n^tc 


S€6 “SElling Produce” later in this chapter. 


Decayed: Trees visually reflect if they are untended or infested 
with bugs. 


Cooked foods made with fresh 
food points satisfy more Hunger 
than normal food. 


Dormant: During winter seasons, all orchard trees go 
dormant until the first day of the next spring, summer, or 
fall. No interactions available. 

The length of many of these phases 
varies by variety, as detailed later in this 
chapter in the "Harvesting" section. 


Nutritionally, fruits and 
vegetables can make all your Sims' 
cooked food more satisfying. If 
you direct a Sim to stock the fridge with 
produce, the fridge gains "fresh food 
points" that increase the Hunger satis- 
faction of any dish cooked using those 
points. The higher quality the produce 
you stock in the fridge, the more fresh 
food points it's worth. Plus, because 
fresh food points are spent before tradi- 
tional refrigerator stock, fresh food means 
free food. Thus, the more fresh food points 
fridge has, the more money your 
Sims save on groceries. 
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Plant and Produce Quality 

The highest-quality produce emerges from 
the highest-quality plants. Nurturing 
plants to optimal quality and keeping 
them that way is what skillful gardening 
is all about. To know how to 
produce the best possible 
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Every plant/tree begins life at OK quality 
(0 points). For garden plants, this is at the 
moment of planting. Because every crop must be 
planted anew, you'll begin each growing cycle with 
a clean quality slate. Orchard trees also begin at 
OK (or "Healthy") quality. From then on, a tree's 
quality carries over after a harvest to the next 
growing cycle. For example, if a tree is at Good 
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Pointing to a garden plant or 
an orchard tree shows its 


current quality (the face 
icon) and moniker. 


Juices made from home 
produce have magical 
properties. 


Your Sims can 
receive all manner of 
functional bonuses and 
power-ups by making their own juice out of homemade 
produce. With the Main Squeezer 235X, Sims can convert 
their produce directly into edible juice that satisfies Hunger. 
The higher quality the produce in the juicer, the greater 
the juice's Hunger satisfaction. More importantly, however, 
using top-quality produce in the juicer creates juices with 
special effects, such as faster skill building, curing colds, 
increasing/decreasing temperature, etc. 


Plant/Produce Quality 


Each garden plant and orchard tree is scored for quality 
on a scale of -100 to 100. The plant/tree's score at the 
moment it becomes harvestable initially determines the 
quality of the resulting produce (quality declines the 
longer the produce is left unharvested). Until that moment, 
however, the score can be changed by a wide variety of 
actions and events. 

If a garden plant's quality ever drops to -100, the plant 
dies and must be thrown away. If an orchard tree, on the 
other hand, drops to -100, the tree won't die. Its flowers 
die, however, and the tree resets to the beginning of its 
development cycle. 


quality at harvest, it'll begin growing its next crop at the 
Good level. Thus, a well-cared-for orchard tree becomes 
easier to maintain over time. 


nota 


Orchard trees go dormant in the winter. When 
the tree awakens in the next hospitabie season, it 
restores at its starting growth rate. 


duality Monikers, Icons, and Score Ranges for Plants and Produce 

Quality Moniker (Plant nr Tree/Produce) Min Max 

Harrible ® Sickly/Bland -IDQ -BB 

Really Bad ® Sickly/Bland -B5 -33 

Bad © Sickly/Bland -32 -I 

DK © HaalthyAasty Q 22 

Bead © Haalthy/Tasty 23 44 

Better © Healthy/Tasty 45 BB 

Great ® Thriving/Mauthwatering B7 IDD 

When it comes to quality, what matters is the label 
that's put on the final product: Bland, Tasty, or Mouth- 
watering. Note that a "horrible" cucumber and a "bad" 
cucumber both show in your Sim's inventory as "Bland." 
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Hunger Satisfaction and Market Value of Produce by duality Level 

Variety Mouthwatering (Hunger Pnints/Market §) Tasty (Hunger Pnints/Market §) 



Leman 



Orange 



Pepper 







If there's an arrow next to the quality icon, 
It means the plant is changing quality in 
the indicated direction. 



Bland (Hunger Pnints/Market §) 
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As a plant grows or a tree flowers and fruits, several 
forces can add to or detract from its quality rating and, 
thus, the quality of the eventual produce. Factors that affect 
plant/tree quality are: 

/ Fertilizing Plants: Preparing garden plats with bagged or hame-campnsted 
fertilizer befare planting adds a baast tn initial quality in prnpartian ta the 
Sim's Gardening Talent Badge. 


Summary of duality Mndiiiers by Variety 


Variety 

Fertilizer/ 
Compost 
(No Badge) 

Fertilizer/ 

Compost 

(Bronze) 

Fertilizer/ 

Compost 

(Silver) 

Fertilizer/ 

Compost 

(Gold) 

Apple 

— 

— 

— 

— 

Cucumber 

IZ/ZD 

IB/Z4 

ZD/ZB 

Z4/3Z 

Eggplant 

IZ/ZD 

IB/Z4 

ZD/ZB 

Z4/3Z 

Lemon 

— 

— 

— 

— 

Grange 

— 

— 

— 

— 

Pepper 

IZ/ZD 

IB/Z4 

ZD/ZB 

Z4/3Z 

Pole Bean 

IZ/ZD 

IB/Z4 

ZD/ZB 

Z4/3Z 

Strawberry 

IZ/ZD 

IB/Z4 

ZD/ZB 

Z4/3Z 

Tomato 

IZ/ZD 

IB/Z4 

ZD/ZB 

Z4/3Z 


Tending: Doing the Tend interaetian as necessary keeps plants and trees nut 
of their untended state. Quality draps far every hnur a plant/tree is untended. 
Each time Sims tend a plant or tree, they add a bit tn its quality. The higher 
the Sim's Gardening Talent Badge, the greater the benefit. 

Underwatering: Every hour a plant is underwatered, it loses quality. The longer 
the plant has been unwatered, the more dramatic the quality penalty. 


Planting 

Untended 

Sliglitly 

Badly 

Grossly 

Season 

State 

Underwatered 

Underwatered 

Underwatered 

Bonus 

(per hour) 

State (per hour) 

State (per (leur) 

State (per hour) 

— 

-5 

— 

— 

— 

15 

-Z 

-Z 

-ZD 

-ZDD 

15 

-Z 

-Z 

-ZD 

-ZDD 

— 

-5 

— 

— 

— 

15 

-3 

-Z 

-z 

-ZD 

-ZDD 

15 

-Z 

-z 

-ZD 

-ZDD 

15 

-Z 

-z 

-ZD 

-ZDD 

15 

-Z 

-z 

-ZD 

-ZDD 


Gardening Talent Badge 
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Experienced gardeners have latent Badges to show for their efforts. 


Every moment Sims spend gardening, they're building points 
toward their Gardening Talent Badge. Talent-building 
activities include: 

/ Eertilizing t Watering t Spraying 

/ Tending ■ Harvesting ■ Talking to Plants 

Planting 



primagatnas.oarn 


tip 

Try to havE Sims do a lot of gardEning in ttiE fall, 
EVER if tfiE SEasonal progpEssion mEans ttiE product 
won’t bE particularly good. The accElEratcd talent 
dEVElopment during the fall season means far fewer hours to 
reach that Gold Gardening Talent Badge. 


tip 

Though it’d be tempting to turn over as many 
gardening tasks as possible to automated systems 
such as sprinklers (watering) and ladybug houses 
(bug control), 51ms with no or low level badges should spend as 
much time as possible getting their hands dirty. The more hands- 
on they are, the faster they’ll build to the Gold badge level. 


The number of planting 
options is a function 
of a Sim's Gardening 
Talent Badge. 
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DvErwatering: Watering a plant tan much alsn causes a less of quality. The 
mara nvarwatBrad it is, the graatar tha haurly drep. 

Bug Infestation: Evany haur a plant an tree is exposed to bug infestation, 
quality drops. 

Hail or Heavy Snow Accumulation: Every hour plants spend covered by heavy 
snow or hail accumulation, quality degrades. 


Spraying: Spraying plants and trees eliminates bugs but also reduces quality 
with every application. 

Watering: Every time a plant is watered by band (ratber than by sprinklers nr 
rain), it gains quality. 

Unharvested: The longer a plant nr tree’s produce is left unharvested, the more 
its quality declines. 


Dverwatered 
(per hour) 

Grossly 
Dverwatered 
(per hour) 

Bug 

Infestation 
(per hour) 

Nail/Heavy 
Snow Accumulation 
(per hour) 

Spraying 

Watering 

— 

— 

-5 

-3 

-15 

— 

-1 

-2D 

-2 

-2 

-4 

3 

-1 

-2D 

-3 

-4 

-G 

7 

— 

— 

-3 

-3 

-3 

— 

— 

— 

-3 

-5 

-3 

— 

-1 

-2D 

-3 

-2 

-G 

5 

-1 

-2D 

-2 

-3 

-4 

3 

-1 

-2D 

-3 

-3 

-G 

7 

-1 

-2D 

-2 

-2 

-4 

5 


Tending 
(No Badge) 

Tending 

(Bronze) 

Tending 

(Silver) 

Tending 

(Gold) 

Talking to 

(per loop, up to SO) 

23 

43 

5D 

57 

3 

G 

II 

IB 

22 

3 

2 

4 

7 

ID 

2 

24 

37 

5D 

57 

3 

23 

43 

5D 

57 

3 

4 

7 

ID 

14 

3 

5 

3 

13 

13 

3 

4 

8 

12 

17 

3 

G 

3 

14 

13 

4 


Each fevef of the Gardening Talent Badge enables a Sim 
to plant an additional (and more nutritionally powerful and 
commercially valuable) kind of vegetable seed: 

■ No Badge: Tomatoes ^ Silver: Pale beans, peppers 

'■ Bronze: Strawberries, cucumbers ,■ Gold: Eggplant 

Higher-badge vegetables pack more fresh food points 
than low-badge veggies and are ingredients in the more 
powerful juices your Sim can prepare in the Main Squeezer 
235X (see "Juices" later in this chapter). 

nota 

If you have The Sims™ 2 Open for Business, Sims 
mith Gardening Talent Badges command a higher 
salary as employees of Sim-oujned businesses. 


Only Sims with the coveted 
Gold Gardening Talent Badge 
can talk to their plants. 




Attaining the Gold Gardening Talent Badge unlocks a 
very potent gardening weapon: the ability to improve fruit 
and vegetable quality by talking to your plants and orchard 
trees as they grow. 

In addition to these more tangible benefits, each badge 
level bestows an increasingly large quality bonus to any 
plants the Sim tends or plots the Sim fertilizes with either 
bagged fertilizer or compost. Thus, through a combination 
of talking to plants and a greater contribution to each 
plant's quality, a Gold-badged Sim can produce Mouth- 
watering fruits and vegetables with very little effort. 



notfl 

PlantSims, either created by too much spraying or 
spawned from other PlantSims, are born with Gold 
Gardening Talent Badges. 


Gardening Talent Badge speed is based on Charisma 
skill. The higher a Sim's Charisma skill, the less time it takes 
to develop Gardening talent. 


pnmaoames.oom 
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Gardening Activities 

/ 

The Gardener Service NPC 

For a price you can leave nearly all of your Sims' produce 
growing to some hired help. The trusty old Gardener can 
still be summoned by phone and, in addition to main- 
taining your Sims' flowerbeds and bushes, will water, 
tend, and spray all garden plants and orchard trees. The 
Gardener only visits every three days and won't, however, 
plant new garden plants; your Sims have to get their 
hands a bit dirty. 

The Gardener has a Bronze Talent Badge, so this Sim's 
tending has some additional effect on quality. 

Gardening is a process, with each step affecting either the 
quality or yield of the resulting produce. Not all steps are 
required for both vegetable gardens and orchard trees. 


The table below shows which steps apply to each kind of 
gardening, and what effect they have. 


Actian 

Vegetable Drchard 
Gardens Trees 

Impact 


Fertilizing from bag 

Yes 

No 

Increases quality, increases yield, 
costs money 


Fertilizing with compost Yes 

No 

Increases quality (more than fertilizing 
from bag), increases yield 


Planting 

Yes 

No 

Planting in variety's ideal season 
increases quality 


Watering 

Yes 

No 

Increases quality, prevents decrease 
due to dryness 

- 

Tending 

Yes 

Yes 

Increases quality (proportional to 
badge level), prevents decrease due 
to untended state 


Spraying 

Yes 

Yes 

Kills bugs, decreases quality 


Talking ta 

Yes 

Yes 

Increases quality (Gold badge only) 


Harvesting 

Yes 

Yes 

Ideal season increases yield 



Many gardening interactions satisfy your Sim's Needs. 
Planting, watering, tending, and harvesting all satisfy Fun, 
and talking to plants/trees satisfies Social. 


Fertll iz jnq/Cqm 


Garden plats aniy 

Cost: §ID par plat far bagged er free far campast 


pninag«in«a.oom 



Fertilizing before planting 
is a critical step if you want 
Mouthwatering produce from 
your Sims' gardens. 


Before planting in a 
garden plot, the quality 
and yield of any vege- 
table plant grown in it can be increased by the application 
of fertilizer. Actually, there are two kinds of fertilizer your 
Sims can use. 

i Bagged fertilizer: Bagged fertilizer easts §ID per bag (§7 if the Gim doing 
the fertilizing is a member of the Garden Glub). This type of fertilizer adds 
12-24 points to the quality of any seeds planted in it, depending on Gardening 
Talent Badge level. 

Cempest: If there's a Gomposting Apparatus by Apparati Aplenty no the lot and 
it’s been stooked with a compost charge, you can instead direct your Sim to 
fertilize unplanted garden plats with compast. Gompost is more potent than 
hogged fertilizer (by about BQ-75 percent depending on badge level), it adds 
points to plant quality, and it costs nothing. 


Keep a good supply of compost 
around, and fertilizing is both 
free and more beneficial to 
I garden plants. 


K At §150 for 

the Composting 
Apparatus bg 
Apparati Apienty, it pays 
for itseif after i 5 garden 
piots, thanks to savings on 
bagged fertiiizer. 



nota 


I jHIiL. I yield bonus for 

I fertiiizing depends on 

'*^****’ the variety of garden 
piant. See “Harvesting” iater in 
this chapter for detaiis. 


Bonus for Fertilizing from Bag vs. from Compost by Badge 


Variety 

No Badge 

Bronze 

Silver 

Gold 

Apple 

— 

— 

— 

— 

Gucumber 

I2/2D 

IG/24 

2Q/2B 

24/32 

Eggplant 

I2/2D 

IG/24 

2D/2B 

24/32 

Lemon 

— 

— 

— 

— 

Orange 

— 

— 

— 

— 

Pepper 

I2/2D 

IG/24 

2Q/2B 

24/32 

Pole Bean 

I2/2D 

IG/24 

20/2B 

24/32 

Strawberry 

I2/2D 

IG/24 

2Q/2B 

24/32 

Tomato 

I2/2D 

IG/24 

2D/2B 

24/32 
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Once a plot has been planted, it's too late to fertilize the 
plot; be sure to fertilize before planting. 



not€ 

You don’t need to buy bagged fertilizer at the store. 
Your Sims are charged for a bag each time they 
fertilize a garden plot. 


Planti ng (Garden Plots Only) 

/ GardEn plats only 
Cost: §ID par plat 

To produce vegetables, garden plots must be seeded. 

The selection of seeds is connected to the selected Sim's 
Gardening Talent Badge level, and each variety costs a 
certain price per plot: 


Seed 

Unlucked by Badge 

Price per Plot 

Tametees 

Nane 

§B 

Gucumber 

Branza 

§12 

Strawberries 

Branza 

§12 

Pole Beans 

Silver 

§IB 

Peppers 

Silver 

§IB 

Eggplant 

Gald 

§20 



nota 

You can choose to plant a single garden plot or, with 
the Plant Many... interaction, plant all nearby plots 
' with the same kind of seed. 


motm 

If your Sim is a member of the Garden Club, all seeds 
are discounted by 25 percent. 


Each seed variety has a preferred season, and planting 
in this season gives a bonus (+15) to quality: 

Preferred Planting Seasnns by Seed Variety 


Variety 

Preferred Season 

Gucumber 

Summer 

Eggplant 

Spring 

Peppers 

Spring 

Pale Beans 

Summer 

Strawberries 

Spring 

Tamataes 

Summer 


Each variety also has a preferred harvesting season that 
provides a bonus to yield. Keeping in mind that most garden 
plant life cycles are between four to seven days, getting 
both means proper organization of the neighborhood's 
seasons and timing of when in a season to plant. To get both 
bonuses, seasons must be set up so that: 

/ SummEr fallaws spring 
Fall follows summor 

Next, to ensure that a plant will be harvestable before 
the preferred harvesting season is over, the seed for each 
variety should be planted no later than: 

■ Cucumber: Summor day 5, II p.m. .■ Pole Bean: Summer day 5, II p.m. 

■ Eggplant: Spring day 4, 8 p.m. / Strawberry: Spring day 5, 5 p.m. 

• Pepper: Spring day 4, 8 p.m. / Tnmatn: Summer day 5, 5 p.m. 



nota 

Sec “Harvesting,” belom for more details on the 
harvesting bonus. 


Garden plots only 



The wilted state means 
your plants need water 
and are losing quality points 
every hour. 


To survive and thrive, 
vegetable plants must be 
watered regularly. Once 
a plant sprouts, it can go 
24 hours before needing water again each time it's watered. 
If it's not watered during this period, the plant changes to 
a wilted state. If it's still not watered, it eventually dies and 
must be thrown away. 



tDp 

Watering a plant right when it sprouts won’t cause it 
to be overujatered, so give it a drink for some extra 
quality points. 


pnmagamas.oom 
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If plants are watered more 
than once per day, they look 
like this. Overwatering can be 
remedied only by time. 


If a plant is watered 
too often, it becomes over- 
watered. Overwatered 
plants appear droopy with 
dripping beads of water on their leaves. It takes time for the 
plant to revert to its properly watered state; there is no way 
to accelerate this process. 

Every hour a plant is either wilted or overwatered, it 
loses quality points. 

Watering can be done in several ways, but each has its 
own advantages and disadvantages. 


ByHand 

Pros: Increases plant quality, builds Gardening talent, 
controllable 

Cons: Requires micromanagement, inattentiveness can lead 
to overwatering or wilting (and decrease in quality) 

Cost: Free 


Watering by hand requires the most attention and micro- 
management, but it's free, completely controllable, and it 
both increases a plant's quality and builds Gardening talent. 


Watering by hand builds 
Gardening talent, but is 
fraught with danger to 
your plants. 


The Water inter- 
action is available on each 
planted plot no matter 
how recently the plant was watered, so be careful to avoid 
overwatering. You can water each plant individually or 
direct a Sim to water several nearby plants with the Water 
Many... interaction. Each watering increases the Sims 
Gardening talent. 

Sprinklers 

Pros: Automated, can't overwater 
Cons: No addition to plant quality, missed opportunity to 
increase Gardening talent, sprinklers can break, expensive 
Cost: §23 per tile 




pri maflainea.f» m 


Sprinklers automatically water 
for you, but your Sims won't 
gain as much Gardening talent. 

You can entirely automate 
the watering process with 
the Garden Schprit 2 er 
objects available from 
the Build mode > Garden Center > Gardening catalog (see 
"Gardening Objects" in the "Build Mode Additions" chapter). 
Sprinklers come in three coverage sizes and prices: 

Garden Gchpritzer GD (§GD): 90-degraa angle, fear tiles 
’ Garden Gchpritzer IGO (§IG0): ISO-degree angle, eight tiles 
' Garden Gchpritzer 3GD (§3GD): GGO-degree angle, IG tiles 

Though the prices for each differ, they all cost the same 
per tile (about §23 per watered tile). 




tip 

DEsign gardEns with sprinklEr covEragE in mind. At 
§23 PEP tiiE, makE supe youp GapdEn SchppitzEP isn’t 
luatEPing thE gpass instEad of a vaiuabiE VEggiE. 


Sprinklers take the job of watering completely out of 
your (and your Sims') hands, watering every plant exactly 
when it needs it and never overwatering. The downside, 
however, is worth considering. Though your Sims are freed 
of the task of watering, neither the plant nor the Sim's 
Gardening talent get the points earned from watering by 
hand. The more plants there are, the more substantial the 
loss to talent development. Also, sprinklers can break 
like any other object, so check in on them periodically or 
your beloved plants may wilt and die before you can do 
anything about it. 


Rain 

Pros: Can't overwater, takes no effort 
Cons: Unpredictable, won'twork with greenhouse, no 
addition to plant quality, missed opportunity to increase 
Gardening talent 
Cost: Free 



Rain can water your Sims' 
plants, but you'll never 
know when the next watering 
will come. 
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You could, of course, just let the elements take care of your 
watering tasks, but this solution is a mixed bag. The most 
obvious pitfall: rain is unpredictable in both frequency and 
duration. Rain is also seasonally limited. It rains quite often 
in the spring, but less so in the fall and summer and not at 
all in the winter. Like sprinklers, watering with rain denies 
the plants the hand watering quality boost and your Sim 
daily increases to Gardening talent. 

The biggest problem with rain watering, however, is the 
compromise it requires: you can't put the plants in a green- 
house and have them watered by rain. Thus, the benefit of 
automatic and free watering requires you to leave your 
plants vulnerable to hail and snow damage and the threat of 
bugs. If you want a greenhouse, you have to rely either on 
sprinklers or hand watering. 

On the upside, however, rain won't overwater plants no 
matter how long or heavy the storm. 

Tending 

/ Gardsn plats and orchard trees 


Weeds suck quality 
from your garden 
plants every hour. 


Tending Effect by Variety 



Tend Quality 

Tend Quality 

Tend Quality 

Tend Quality 

Untended No Badge. 

Bronze Badge. 

Silver Badge. 

Gold Badge. 

Variety (-Quality/hnur) per Tending 

per Tending 

per Tending 

per Tending 

Apple -5 

2B 

43 

53 

57 

Cucumber -2 

B 

II 

IB 

22 

Eggplant -2 

2 

4 

7 

ID 

Leman -5 

24 

37 

50 

57 

Orange -3 

23 

43 

50 

57 

Pepper -2 

4 

7 

10 

14 

Pale Bean -2 

5 

3 

13 

13 

Strawberry -2 

4 

8 

12 

17 

Tamata -2 

B 

3 

14 

13 


To combat weeds and stray branches, direct your Sims 
to tend their plants as soon as required. Tending resets the 
time until the next tending, increases the plant's quality 
(in proportion to the tending Sim's Gardening talent), 
and builds Gardening talent. The higher your Sims 

.Gardening Talent Badges, the less frequently they 
have to tend. Tending by a Gold badge Sim, 

. for example, keeps a plant tended 
for twice as long as tending from 
a no badge Sim. 


Overgrown 
branches 
have the same 
effect on 
orchard trees, 
wasting energy 
that should be put 
into making fruit. 


Plants need regular tending to keep them 
healthy. Periodically, vegetable plants sprout 
visible weeds and orchard trees begin to look 
shaggy and untidy (see the images above). 

Each hour these states are allowed to continue, 
the plant or tree's quality drops. 


Nc Badge 
Branza Badge 
Silver Badge 
Gold Badge 


no'1^9 


The initial timE until a plant 
or tPEE nEEds tEnding is 
basEd on ttiE badgE of thE 
Sim who did thE planting. 


Hours Until Untended 

Gardening Badge Garden Plants Orchard Trees 
12 24 

IB 32 

2D 40 

24 48 

There's no way to tend automatically, so you 
have no choice but to manage this task. Fortu- 
nately, you can't tend plants before they need it 
(the interaction won't even appear until the plant's 
unkempt state is visible). You can, however, 

simplify the process by always using 
the Tend Many interaction. 
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■ Garden plats and nrchard traas 


These wispy little insects 
could be why all your lemons 
are so Bland. 



Bugs love to feast on 
vegetable plants and 
orchard trees. When a 
crop-in-progress becomes infested with bugs, every hour 
of insect munching lowers the plant's quality. To eradicate 
these pests, your Sims can employ the wonders of modern 
chemical science in the form of bug spray. 



Sure it works, but is this really 
the answer? 


Spraying plants both eradicates bugs and builds 
Gardening talent, but it also harbors several nasty 
side effects: 

.' Lowered Plant Quality: Unlike other gerdening activities, spraying plants and 
orchard trees lowers their quality. The reductian's less than for an unchecked 
bug infestation, but quality does suffer. 

f Risk of Traosformatioo: Excessive use of pesticides eventually transforms a Sim 
iota a vivid-green PlantSim. See the "New NPCs and PlaotSims" chapter for 
full details. 



Natural predators of the nasty 
bugs, the residents of these 
ladybug homes are vicious 
exterminators. Their services 
are expensive, but may be 
worth it. 


If Spraying sounds 
like a less than ideal 
option, there is an 
alternative: ladybugs. Ladybugs are the cavalry of the bug 
world, riding to the aid of gardeners with their insatiable 
appetite for plant-crippling bad bugs. By placing a Lovely 



primaflaiTiaa.oonr) 



Summer 

High 

Fall 

Medium 

Winter 

Lnw 

Spring 

Medium 


Ladybug Loft near your Sims' gardens 
and orchards, you can eliminate all bad 
bugs the natural way. Note, however, 
that the number of plants/trees 
and the season may require several 
Ladybug Lofts to completely over- 
power the bad bugs. The table below 
shows the probability of infestation 
in each season. 


Season Bug Level 


Note that you can also solve bug prob- 
lems (along with several others discussed 
above) by enclosing a garden or trees in 
a greenhouse. If the plants you enclose 
already have an infestation, you must still 
eradicate those bugs, but do so knowing 
that the greenhouse will prevent any 
future bug problems. 

Talking to Plants/Trees 


Garden plats and orchard trees 



Sims who've spent enough 
time in the garden develop 
a rapport with their leafy 
charges. Talking to plants even 
satisfies their Social Need. 


Sims with a Gold 


Gardening Talent Badge 
can improve the quality 
of their garden plants and trees by talking to them. The Sim 
gets Social Need satisfaction. 



not« 


There is no Talk to Many interaction, so you must 
select each plant/tree individually. 


Having your Sims spend a bit of time talking to their 
plants can have a substantial effect on quality. The longer 
the Sims talk to plants or trees, the more quality they impart. 
Talking can improve a plant only so much, however, and 
once a plant or tree has gained all it can from being talked 
to (well into the Thriving range), your Sim stops talking. 
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nota 

Sims also stop talking to plants when thEip own 
Mood drops below O. 



Variety Quality Points per Chat Cycle 

Maximum Quality Bonus 

Apple 

3 

80 

Cucumbar 

3 

80 

Eggplant 

2 

80 

Leman 

3 

80 

Orange 

3 

80 

Pepper 

3 

80 

Pale Bean 

3 

80 

Strawberry 

3 

80 

Tcmata 

4 

80 


Haryesti^ 

: GardEH plats and orchard traas 

When a plant shows its vegetables or fruit, it's ready to 
be harvested. The amount of time each plant takes from 
planting to harvesting depends on the kind of plant/tree: 



when you see fruit 
on the branches, it's 
time to harvest. 


Variety 

Planted to Adult/ 
Leaves (hours) 

Adult/FInwers 

(hours) 

lime from Planting/ 
Start to Harvestahle 

Apple 

30 

88 

4 days 

Cucumber 

57 

48 

4 days, 0 hours 

Eggplant 

80 

87 

8 days, 3 haurs 

Leman 

38 

80 

4 days 

Orange 

24 

48 

3 days 

Pepper 

80 

87 

8 days, 3 hours 

Pale Bean 

57 

48 

4 days, 0 hours 

Strawberry 

88 

58 

5 days, 8 hours 

Tcmata 

88 

58 

5 days, 8 hours 


Fruit and vegetables remain harvestable for 72 hours, 
after which garden plants die (taking their product with 
them) and trees return to their base, unflowered state (and 
the fruit disappears). 

To harvest fruits and vegetables, use the Harvester 
Harvest Many. . . interactions to transfer produce from its 
source to the harvesting Sim's inventory. The number of 
each kind of fruit or vegetable yielded by a harvest depends 
on the kind of produce it is and the season in which it's 
harvested. Each variety has a preferred season; if you 
harvest the fruit during that season, you'll get one or two 
extras in your inventory. 



not« 

ThEPE’s also a ylEld bonus for fErtilizing a gardEn 
plot with EithEP baggEd op compostEd fEPtilizEP. 


Produce 

Regular Yield 

Fertilizer/ 
Compost Bonus 

Harvest 

Bonus 

Harvest 
Bonus Season 

Apple 

8 

— 

2 

Fall 

Cucumber 

5 

1 

1 

Fall 

Eggplant 

8 

1 

2 

Summer 

Lemon 

12 

— 

4 

Summer 

Orange 

0 

— 

3 

Summer 

Pepper 

17 

3 

3 

Summer 

Pale Bean 

8 

1 

2 

Fall 

Strawberry 

8 

1 

2 

Summer 

Tomato 

10 

2 

2 

Fall 


There are two ways to harvest produce: 

Harvast/Harvast Many: RamavES the produca and places it diractly intn tha 
harvEsting Sim's invantary. Qnca in invantary, all praduca af tha same variety 
aacupias a single invantary space. Within each invantary space, ycu can view 
the individual items af each variety and datarminE, by bath cclar and pnp-ap 
label, the final prnduat's quality rating. 

Sell: The Sell intaractien immediately axebangas the praduca far its market 
value witheut putting it in ynur Sim’s invantary. Far mare an selling praduca, 
SEE "Selling Praduca," balaw. 



notd 

Fop moPE about stackablE invEntopy, see thE 
“New ObjEcts” chaptEP. 


Don't, however, wait too long to harvest the produce. 
The longer you wait to pick it, the more its quality drops. 


pnnnagair es.com 
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(Indoor^ 

Indoor greenhouses: 
at least half of their wall 
sections need to be green- 
house walls; the rest can 
be anything. 


Garden plots can 
successfully grow 
plants indoors, but there are some special rules for indoor 
gardening. To grow plants, indoor plots must be enclosed 
at ground level (no foundations) and within a greenhouse. 

If greenhouse isn't present when the plots are planted 
indoors, the plants will never sprout. If after the plants 
sprout, the greenhouse is removed or a formerly outdoor 
garden becomes enclosed indoors, the plants stop growing. 

There needn't be a full greenhouse, however. As long as 
more than 50 percent of the walls around the garden are 
greenhouse walls, everything will work fine. A greenhouse 
roof is not required. See "Greenhouses" in the "Build Mode 
Additions" chapter for the full details. 

V ! / 

Selling Produce 

Produce is a valuable commodity and, as such, there are 
several ways to turn your Mouthwatering eggplants into 
scrumptious Simoleons. 

Direct^^ 


Selling right from the tree 
is very efficient. 


One of the interac- 
tions on a harvestable 
plant is "Sell." This is the 
simplest way for your Sims to earn from their green thumbs. 
The Sim harvests the crop as usual and gets the market 
price of the produce times the harvest yield. The higher the 
quality and the bigger the yield, the more the interaction 
will provide. 




Buy Mode 


To sell plants directly from 
inventory, use the Delete from 
Inventory button in the panel's 
lower right. 


Another way to get the same price for your Sims' fruits and 
veggies is through the Inventory panel itself Select the item 
you want to sell, highlight the specific item from the stack, 
and press the Delete from Inventory button. The price for 
the fruit or veggie is automatically added to household 
funds and the object is removed from inventory. 

You could also drag fruits and vegetables into the 
world from inventory and drag them back into Buy mode to 
delete/sell them as you would any other object. 

Open forBusinessSeWifi^ 

Produce can be a salable item in a home-based or Commu- 
nity Lot business. Simply drag a piece of produce to a display 
case or valid location and set the price as you would any 
other object for sale. 


A produce stand is a very 
satisfying way for a Sim 
to earn a living. 





Selling produce can be a full-fledged business complete 
with employees assigned to sell the fruits and veggies. 



not« 

If Sims have homegroiun lemons in their inventory 
and a lemonade stand on the lot, they can restock 
the lemonade stand for free. 


I 44 1 
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One of the most interesting things your Sims can do with 
home-grown produce is making juices. And not just any 
juices, but supercharged, uber-fresh, magic powered juices. 

Juices that cure colds, 

HBr skills, or boost 

Energy. To make these 
mysterious concoctions, 
your Sims need two things: 



M Making juice verges on 

potion making if our produce 
i J' IS righteous. 

■ The Main SqjEEZEr 235X juicEr 

/ An amplE supply of "MDuthwatEring" fruits and VEgEtablES. 

The juicer can make its recipes with any quality of 
produce. The better the quality of the ingredients, the more 
Hunger satisfaction the juice provides. The average quality 
of all ingredients dictates the juice's quality level (low, 
medium, or high). 

That's pretty powerful for free food! But this juicer is 
capable of so very much more. 


Improve your badges with 
a glass of orangeade. 



If 


Stock it with enough 
produce of Tasty and 
Mouthwatering 
quality and the ^ 

resulting medium- 
and high-quality Bj 

juices enhance your Sim with special benefits. The mfl 

recipes. Hunger satisfaction (based on ingredient 
quality), and their special effects are listed below. 


Power Juice Recipes 


Juice 

Ingredients 

Hunger Satisfaction Special Effect 

Apple Juice 

4 Apples 

8-24 

Faster Homewark 

Beauty Cacktail 

2 Oranges, 1 Cucumber 

4-12 

Love Pation 

Eggplant Juice 

1 Eggplant 

3-3 

Randam Skill Points 

Lemanade 

4 Lemnns 

4-12 

Cools Sims Down 

Orange Juice 

4 Oranges 

4-12 

Cures Colds 

Orangeade 

3 Oranges, 1 Lemon 

4-12 

Random Badge Paints 

Pepper Punch 

1 Pepper, 4 Pole Beans, 2 AppI 

Bs 17-33 

Energy Boast 

Pureed Boot 

1 Boat 

0 

Freak out (Sim does 
random animations) 

Strawberry Juice 

B Strawberries 

I2-3B 

Clears Furious Bit 

Strawberry Lemnnade 

3 Lemons, 2 Strawberries 

3-21 

Platinum Mnod 

Tamata Juice 

3 Tomatoes 

3-3 

Warms Sims Up 

Vegetable Cncktail 

2 Tomatoes, 1 Cucumber, 
1 Pepper, 3 Pole Beans 

11-33 

Build Skills Faster 


notfl 


I I For orangEadE to work, thE Sim must havE at 

I lEast a BronzE badgE in ore taiEnt. Just having 

'*^****^ taiEnt points on thE may to that first badgE is 
EffEctivEiy thE samE as having nonE at aii. 


notfl 


For information on hom thE Main SquEEZEr morks, 
SEE its iisting in thE “ObjEcts” chaptEr. 


The Garden Club 


The Garden Club is an elite organization of Sims 
who've dedicated their lives to producing bountiful 
, gardens and lush, verdant yards. Your Sims can join 
their ranks if they can demonstrate gardening and 
landscaping prowess of the highest order. 



primage IT aa.cxxn 
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when you feel your Sim has a garden/yard that'll make 
the cut— and we'll go over the standards shortly— you can 
reach the Garden Club via your Sim's home phone. Under 
the Services menu, you'll find a selection for Garden Club. 
The representative agrees to review your Sim's work shortly 
and should arrive as a visitor almost immediately. To qualify 
for review, your Sim's lot must have at least five "scorable 
plants." A scorable plant can be: 

■ a garden plat t a shrub 

/ a gardent plant .• a tree 

• an archard tree .■ eight potted plants (in a single room) 

/ a flower bed 


notfl 

The Garden Club representative can be any of the 
club’s members (a special pool of Toujnies). Thus, 
you can't predict ujhich member ujIII be doing the 
revieuj. Make a mental note of the face of the Sim mho ansmers 
the phone; that’ll be mho to look for. 

Begin the reviewing process by greeting the Garden 
Club representative. This greeting allows the representative 
to wander the lot with full visitor privileges, but does not 
begin the Garden Club review of the lot. 


The review doesn't start until 
your Sim requests member- 
ship of the already welcomed 
representative. 


To start the review, 
use the Request Garden 
Club Membership inter- 
action from the representative. He or she rings up some 
other members— who'll arrive almost immediately— and the 
review begins. The representative wanders the lot, randomly 
reviewing objects that factor into the club membership 
score (see below). 

tip 

You’re free to touch up anything on the lot mhile 
the revlem is going on. In fact, because each item 
Is evaluated only mhen the Garden Club is physi- 
cally looking at it, you knom exactly horn much time you have, 
if not mhat they mill actually choose to revlem next. Consult the 
scoring factors belom and remedy anything that’ll decrease your 
Sim’s grade. 
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When the review is done, the representative declares 
your Sim's final score. If it's high enough, your Sim (the 
whole household actually) is admitted to the club. Hence- 
forth, the lot gains a 25 percent discount on: 

/ Bags of fartilizar 
/ Saads 

The other rewards for pleasing the Garden Club are 
a monetary reward and— for truly stratospheric scores— 
a wishing well that actually grants wishes. Before we get to 
the payoff) however, it's critical to know how your lots will 
be scored by this finicky and judgmental organization. 

Garden Club Scoring 

A lot's Garden Club score 
is based on three factors: 

' Gardening (including garden 
plants and orchard traas) 

.■ Landscaping 

Masses and other negatives for 
Environment score. 

Garden Club evaluations are very informative. 

If something's wrong, they'll tell you how to fix it. 

Each of these areas accounts for a fixed proportion of 
the overall score. Once the top score in one area is reached, 
it can't further affect the overall score. Thus, being very 
strong in one area can't compensate for being irredeemable 
in another. Each scoring area can contribute (or deduct) no 
more than: 

,* Gardening: -L0DD-7DD 
' Landscaping: -LD0Q-5DD 
Mbssbs: -LDDO-D 

The final score is expressed in one of five thresholds: 

■ VBpy Ldw: -3D0D-2D0 ■ High: 4DD-G33 

• Lnw: -IDO-93 • VBry High: 7DD-LDD0 

■ Nnrmal: IDO-399 

Gardening 

The Garden Club looks at your Sims' produce gardens and 
orchard trees very closely, so make sure there's a lot of them 
and each plant and tree is as high quality as possible with no 
overwatered or underwatered plants, bug infestations, or 
other negatives. 
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Appropriately watered, 
bug-free plants are the mark 
of a well-tended garden. 


Scoring factors include: 


Garden Plant Scoring 


Compost Bin 


State 1 

Scare 

Contents 

Score 

Thriving 

25 

Empty 

5 

Really Healthy 

ZD 

Contains Campnsted Materials ID 

Healthy 

15 



Barely Healthy 

ID 



Barely Sickly 

-5 

Garden Plot 


Sickly 

-15 

State 

Score 

Dead 

-4D 

Dirt 

4 

Infested with Bugs 

-5 

Fertilized 

7 

Untended 

-5 

Campnsted 

ID 

Crassly Dverwatered 

-ID 

Empty 

-5 

Dverwatered 

-5 



IlnHRrwntprprl 

-5 



Grossly Underwatered 

-ID 

uther Scoring Factors 



Factor 

Score 



Ladybug House 

5 


Orchard Tree 
Quality 

Score 

Thriving 

25 

Really Healthy 

ZD 

Healthy 

15 

Barely Healthy 

ID 

Barely Sickly 

-5 

Sickly 

-ID 

Really Sickly 

-15 

Dormant 

ID 

Infested with Bugs 

-5 

Untended 

-5 


Landscapin^^ 

Landscaping considers the number of outdoor decorative 
plants the lot contains and how well they've been cared for. 
Factors include: 



The more flower beds, trees, 
and shrubs there are, the 
happier the Garden Club is. 


Flower Scoring 
State 

Score 

Watered 

ID 

Dverwatered 

-1 

Underwatered 

-3 

Dead 

-5 

Shrob Scoring 

Cost 

Score 

§D-§7B 

G 

§8D-§I1B 

7 

§I2D-§I5B 

8 

§IG0-§I33 

3 

§2DQ and up 

13 

Foontain Scoring 

Cost 

Score 

§D-§333 

5 

§4DD-§B43 

13 

§B50-§833 

15 

§3D0-§II43 

23 

§1150 and up 

25 

Scolptore Scoring 

Cost 

Score 

§D-§333 

5 

§40D-§843 

13 

§G50-§833 

15 

§3D0-§II43 

23 

§1150 and up 

25 


Potted Plant Scoring 


Cost 

Score 

§D-§I33 1 

§I34-§I33 

2 

§2DD-§2BB 

3 

§2B7-§333 

4 

§334 and up 

5 

Tree Scoring 
Cost 

Score 

§D-§II4 

3 

§II5-§I42 

4 

§I43-§I7I 

5 

§I7Z-§I33 

B 

§2DD-§228 

7 

§223-§257 

8 

§258-§Z85 

3 

§28G-§3I4 

ID 

§3l5-§342 

II 

§343-§37l 

12 

§372-§333 

13 

§4D3-§428 

14 

§423 and up 

15 

Cow Plant Scoring 
State 

Score 

Cake Dut 

ID 

Cake In 

15 
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-SiMs 


^SEASONS; 


Garden Lamp Scaring 

Cast Scare 


Other Senring Factnrs 
Factar Scare 

Flawerbax Window I 

Stepping Stone 2 


Any item tFiat lias a negative effect on the Environment 
score outdoors is a negative for Garden Club score. For 
example, deductions would be made for: 

/ Ashes / Dirt Piles / Leaf Piles / Trash Piles 


§D-I5B 

1 

§IDD and up 

2 

Messes 



Dehris Piles 
Diapers 


Flamingos 
/ Food Dishes 


f Did Newspapers 
■ Puddles 


Clean up any messes before 
the Garden Club spots it. 


I-?'. 


Reward Object: Toss 'n Wish Drinking Well 
by Gaelic 

inspection. Wise use 
HBEM of the well enables a Sim 
to obtain money, friends. 




Sims can use this well to wish 
for what they desire most. 


or romance. 






5 or more 


expressly prohibited. 





notfl 

Bad mishiES are caused by using the same 
well too frequEntly. If a household has 
several mells, using another one soon after 
the first ujon’t cause a bad ujish. 


relationship toward the wisher and only a brief interaction 
with each is needed to put them over the line into a Friend 
relationship. If the wish turns sour, three hostile Sims arrive, 
squabble with each other, and pick fights with your Sim 
(they'll all have around 5 Body, which will influence who 
wins). Your Sim now has three new enemies. 



Teen or older Sims can wish for: 

/ ManEy / FriEnds / REmanEE 



Money 

what'll it be? Bag of Simoleons? 


Or a blow to the head!? 


If a Sim wishes for money, 
a large bag of riches 
drops from the sky. If the 
wish is a good one, the 
bag contains §1,000. If 
the well was used too often, however, the bag contains only 
§50 and hits the Sim square on the noggin. The blow causes 
a big drop in Needs and can, if Hunger was low enough, 
kill the Sim. 



Friends 

Three new friends? 


Or three enemies!? 


If a Sim wishes for 
friends, three Sims (from 
the wishing Sim's age 
group) materialize near 
the well. They arrive with 
high Daily and Lifetime 



The wishing weii is a job promotion machine! Got 
the skiiis for a promotion but no time for the messy 
business of friend making? No probiem. Just wish 
for some and that promotion’s aii but in the bag. 




A Sim who wishes for 
romance gets a Sim 
of the right age and 
preferred gender, and 
an immediate first kiss. 
Instant love— the best kind! If the wish goes badly, the 
ornery Mrs. Crumplebottom crawls from the well's murky 
depths and hits your Sim with a bit of purse music! The old 
lady's very tough; she always wins the fight. 


Or, a beat down from Mrs. Cl? 




eaduGaom 



Beware of wishing for romance if the Sim aiready 



has a romantic reiationship with a Sim currentiy on 


the iot. The green-eyed monster of Jeaiousy wiii likeiy 

take some of the Joy out of the wish. 



If a Sim's gender preference 
hasn't yet been established 
through romantic inter- 
actions, you're asked to 
choose it before the wish 
can be granted. 

primagairaB.coin 
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tip 

Having more than one luishing ujeII is surprisingly 
useful. Because the ujells fail only if you use one of 
them too often, having more than one means your 
Sims can go from luell to luell, making as many luishes as they 
have mells to mish upon. It’s your job, houiever, to keep track of 
mhich has been tapped recently because the consequences can 
be pretty dire. 



Further 

You can have your Sim's lot reviewed as many times as you 
wish. The discount never gets any larger, but the monetary 
rewards are good money and you can never have too many 
wishing wells. The only limit is in how long you must wait 
between reviews. 

The Garden Club won't perform a repeat inspection 
until seventy hours after a previous inspection. 

Be warned, however: a bad review can jeopardize a lot's 
Garden Club membership. on a subsequent review, a 
member lot scores in the bottom rung, its membership will 
be revoked and must be won again to reclaim its discounts. 


Fishing 

Fruits and vegetables are grand, but Sims need some protein 
in their diet too. Well, now it's as close as the backyard pond; 
your Sims can fish on any large-enough pond at home or on 
Community Lots and catch themselves food, a marketable 
commodity, or a household decoration. 



n©t« 


Fish can also be used as penguin bait, but uje’II get to 
that in the “Neiu NPCs and PlantSims” chapter. 



If you see fish, your Sims can 
certainly go fishing there. 

To fish, your Sim 
needs access to a fishable 
pond. A fishable pond 
must be wide enough and 
deep enough (about 4x4 
and two tiles deep). It's fishable if it shows the Fish interac- 
tion when you click on it. If the pond is big enough that you 
can see fish swimming in it, you know it's fishable. 
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Multiple Sims can fish together 
with the loin Using. ../Ask to 
Join interaction. 


What you'll catch 
depends on chance, but 
also on your Sim's Fishing 
Talent Badge. 


Fishing Talent Badge 



Fishing may become Sims' 
new favorite pastime. 


The more your Sims spend with 
a hook in the water, the bigger and 
better fish they'll reel in. Every 
moment Sims spend fishing 
counts toward their Fishing 
Talent Badge. 

Overall, each badge level: 

/ IncreasES the chance af catching 
a fish an any cast 

IncraasES chances af catching rarer 
varieties (independent af the lure used) 

■ Increases chances af catching jumba sizes 

/ Deereases the chance af eatching a baat 

/ Deereases ehanee of the Sims catching 
themselves with the hook while casting 

When using the most basic lure 
(a worm), the chances of catching 
valuable and large fish increase 
with badge level, and the chances 
of less desirable fish or catching 
nothing declines. 
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Chances of Fishing Results hy Badge Level (Nn Lures) 


Badge 

Nothing 

Boot 

Largemouth Bass 

Blue Catfish 

Jumha Largemouth Bass 

Rainbow Trout 

Jumbu Blue Catfish 

Jumbo Rainbow Trout 

Golden Trout 

Ndoe 

5Q% 

20% 

15% 

10% 

5% 

0% 

0% 

0% 

0% 

BrunzE 

40% 

10% 

10% 

15% 

10% 

10% 

5% 

0% 

0% 

SilvEP 

3Q% 

5% 

10% 

10% 

15% 

10% 

10% 

0% 

1% 

Gold 

20% 

2% 

LTD 

10% 

20% 

LfJ 

15% 

15% 

3% 


Lots of practice is all it takes 
to bring in the big ones. 

Different badge levels 
indirectly influence what 
your Sims can catch by 
unlocking different lures: 


Badge 

Lure 

Increased Percentage of Catching 

None 

Worm 

None 

Bronze 

Riverblossom Minnow 

LargemDuth Bass 

Silver 

Stink Ball Bait 

Blue Gatfish 

Gold 

Sparkle Spinner 

Rainbow Trout 


tDp 

Try to fish often in the fall. The season’s faster 
skill and talent gain gets your Sim the Gold badge 
much faster. 


Each lure specifically affects one of the fish species 
and increases the probability of catching that type by 
5 percent and then reduces the chance of catching nothing 
(-10 percent). For example, a Sim with a Gold Fishing Talent 
Badge and a worm has a 20 percent chance of catching 
nothing and a 15 percent chance of netting a rainbow trout 
(either size). With the rainbow trout's favorite lure, the 
sparkle spinner, the odds change to only 10 percent chance 
of nothing and rise to a 20 percent chance for the regular 
or jumbo rainbow trout. 


Sims with low fishing 
talent often look foolish 
while casting. 





Fish Varieties 

Sims can catch several kinds offish, and something that 
isn't a fish, but can be (sort of) eaten. 

Ponds are stocked with: 



All but the boot and the 
golden trout come in both regular 
and jumbo varieties. Both sizes 
make the same recipes with the 
same amount of Hunger satisfaction, but jumbos are worth 
more Simoleons if you choose to sell them. 

Each kind offish unlocks its own recipe (see "Cooking 
Fish," below) and all can be mounted on the wall as artwork. 

The golden trout is particularly rare and has no special 
lure to increase the odds. The chances are higher for a Sim 
with a Gold Fishing Talent Badge, but golden trout is still the 
least frequently caught fish. 


GaldEn Trout 



How to Fish 

Sims (child and older) fish by clicking on a fishable pond 
and selecting a lure. Each lure, except the worm, affects the 
odds of catching a particular variety offish over the others 
(see "Fishing Talent Badge," above). Fishing satisfies Fun 
and, if another Sim is fishing nearby. Social. 

pnmagamas.oom 
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while a Sim is fishing, 
the pond offers two 
interactions: Recast and 
Change Lure. Recast 
directs the Sim to reel in 
the line and start over. 
This resets and increases the odds of catching something. 
Change Lure allows you to pick a new lure and change the 
fish the Sim is most likely to catch. 

When Sims reel in a fish, they put it into their inventory 
and automatically recast. 


Fishing is a simple as casting 
and waiting. 



not« 


When the outdoor temperatupe drops below -EO 
(low Comfortable), all ponds freeze. This makes 
fishing unavailable until the water gets warm 
enough to melt again. 


What to Do with Fish 



After a bit of 
time fishing, 
a Sim's inven- 
tory begins 
to grow. 


Caught fish are put in inventory and stacked according to 
species and size. They have three different uses: 

/ Fnad > Selling / Decnratinn 


(ookingFish 



Fish are a special kind of food that can be cooked without 
putting them in the refrigerator (though there must be at 
least one on the lot); fish never need to be put in the fridge 
to be available as a cooking option. Sims can cook any 

fish recipe— provided 
they have the requisite 
Cooking skill— by clicking 
directly on any stove, 
grill, or refrigerator. 


To cook a fish in your Sim's 
inventory, click on any stove 
or grill. 
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tip 

Thfi boot can’t be eaten, but it’s the only non-fruit or 
veggie that can be put in the Main Squeezer E35X 
juicer. The resulting Juice has some very weird but 
entirely harmless side effects. 



As long as Sims have fish in their inventories, they can 
either cook them or stock them in the refrigerator. When 
fish are stocked in the fridge, they do not add to the refrig- 
erator's food count, but are tracked on a lot-wide count for 
each variety. This behind-the-scenes system considers a fish 
available for cooking if it's either: 

■ StDckEd in tfiE fridgE : In tfiE cnnking Sim's invEntory 

The only functional difference between putting fish in 
the refrigerator and keeping them in inventory is flexibility. 
Once you put them in the fridge, they can't be extracted to 
sell or mount on the wall. 


tip 

Because your Sim can hold infinite fish in inventory, 
there is really no good reason to stock them in the 
fridge. That way, you can always sell fish from 
inventory if money’s tight. 




Fish recipes are avail- 
able for either lunch or 
dinner and do not deduct 
from the refrigerator's 
food count. They are, in 
essence, free food. More- 
over, fish— like fruits and veggies— are "fresh food," so they 
carry a pretty visual effect and some extra nutritional oomph! 


Gotfish? Then you’ve got 
new things to cook. 


Species 

Largemauth Bass 
Blue Catfish 
Rainbow Trout 
Golden Trout 


Recipe Conking Skill Req. 

Bass with Squash D 

Blackened Catfish 2 

Stuffed Rainbow Trout 4 

Stuffed Golden Trout B 


Hunger Satisfaction 

B7 

7B 

37 

132 


Selling Fish 

Each species and size offish has a market value, allowing 
you to convert your Sims' catches into cash. There are three 
ways to sell fish: 

; From inventory: Select an individual fish in inventory and click on the OelatE 
from Inventory button in the panel’s lower right. The value of the fish is added 
to housahold funds. 


Protected by copyright. Unauthorized or uniawfui copying or downioading expressiy prohibited. 





From the world: A fish placed an the fiaar ar mauntad an the wall can be said 
via Buy made like any athar abject. 

Open for Business: If yau have The Sims" 2 Open for Business, fish can be said 
fram a hnme-based ar Cammunity Lnt business just like any nther abject. 



Create your own fish market 
with display stands from 
The Sims'" 2 Open for Business. 


Species 

Market Value 

Blue Catfish 

§4B 

Blue Catfish, Jumbo 

§124 

Bant 

§15 

Balden Trout 

§5IS 

Largemouth Bass 

§33 

Largemouth Bass, Jumbo 

§BI 

Rainbow Trout 

§87 

Rainbow Traut, Jumbo 

§221 

Mounting Fish 




Drag a fish to a wall, making 
sure it's rotated parallel, 
and it automatically mounts 
Itself for decoration. 


Fish can be turned into 
lovely household decora- 
tions by dragging a fish 
from the floor or from 
inventory to the proper facing near a wall. The creature 
is automatically shellacked and affixed to a wooden plank 
ready for display. Once a fish is mounted, it cannot be 
stocked in the fridge or used for cooking. It can, however, 
be sold in Buy mode or returned to inventory. 




not« 

If you put a mounted fish into inventory, it stacks 
with unmounted fish of the same species and size. 


Species 

Environment Score 

Mounted Resale Value 

Blue Catfish 

1 

§B5 

Blue Catfish, Jumbo 

1 

§IG5 

Boot 

1 

§2B 

Golden Trout 

4 

§B3I 

Largemouth Bass 

1 

§44 

Largemouth Bass, Jumbo 

1 

§BI 

Rainbow Trout 

1 

§IIB 

Rainbow Trout, Jumbo 

2 

§235 



notfl 

Mounted fish attract the attention of any visiting 
penguins. See the “New NPCs and PlantSims” 
chapter to find out what that means. 


Mounting contributes to the Environmentscore of what- 
ever room it adorns and makes a fish worth more in resale 
than the unmounted fish itself If you're going to sell fish, 
mounted fish bring a better price for no additional expense. 


Other Fishiness 



when fish (whole, not mounted) are placed on the ground, 
all manner of things can happen to them: 

They can be marked far sale in a business 

Cats and kittens may eat them [The Sims'" 2 Pets nnly) 

Penguins may visit tbe lat and eat them 

.■ They lie araund until nne nf tbe abave-mentianed things happens (uncaaked 
fish don't evficspail) 
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New Careers 


For many people, it's hard to go to work on a beautiful 
spring day or a fresh winter morning covered with a thick 
blanket of snow. Sims, however, love their work so much, 
that no weather can keep them home from their chosen 
vocation. 

It's a good thing, then, that they now have even more 
choices about what to do with lives— thanks to a half-dozen 
new career tracks. 


This chapter takes you through all the critical details of 
each career track, including the Personalities to which each 
is best suited, the majors that'll best prepare your University 
Sims for the real world, new career reward objects, and the 
new career costumes unlocked on each level. 


New Career Tracks, Featured Skills, Majors, 
and Helper Personalities 


Career 

Skill 1 (Pers.) 

Skill 2 (Pers.) 

Skill 3 (Pers.) 

Major(s) 

GaiTiEr 

Lcgic (Saricus) 

Mechanical (Nanc) 

Creativity (Playful) 

Math, Physics 

AdvEnturer 

Bcdy (Active) 

Mechanical (Nanc) 

Charisma (Dutgning) 

Drama, Literature 

Music 

Mechanical (Nane) 

Charisma (Dutgning) 

Creativity (Playful) 

Ecnnnmics, Literature 

Law 

Charisma (Dutgning) 

Cleaning (Neat) 

Lngic (Serinus) 

Histnry, Pnlitical Science, Psychningy 

Jcurnalism 

Charisma (Dutgning) 

Creativity (Playful) 

Caaking (Nana) 

Art, Philnsnphy 

Educatian 

Cleaning (Neat) 

Lngic (SErinus) 

Charisma (Dutgning) 

Biningy, Psychningy 


Adult Careers 


Level 1 Careers 
Career Jab Name 

Logic 

Body 

Creativity 

Mechanical 

Charisma 

Cooking 

Cleaning 

Friends 

Hours 

Adventurer 

Amhassadnr's Intern 

D 

D 

D 

D 

D 

D 

D 

D 

Ba-4p 

Educatian 

Playgrnund Mnnitnr 

D 

D 

D 

D 

D 

D 

D 

D 

8a-3p 

Gamer 

Naah 

D 

D 

D 

D 

D 

D 

D 

D 

IDa-4p 

Jcurnalism 

Yearhank Cluh Supervisnr 

D 

D 

D 

D 

D 

D 

D 

D 

Ba-3p 

Law 

Eile Clerk 

D 

D 

D 

D 

D 

D 

D 

D 

8a-4p 

Music 

Recard Stare Clerk 

D 

D 

D 

D 

D 

D 

D 

D 

IDa-5p 
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Jobs by Career Level 

The Sims"" 2 Seasons brings your Sims six new career tracks: 



Adventure, Intern Law, File Clerk 


Days Off 

# Work Days 

Daily Salary 

Weekly Average 

Energy 

Sun & Thurs 

5 

§172 

§8BD 

-8 

Sun & Sat 

5 

§215 

§I,D75 

-ID 

Mnn & Fri 

5 

§123 

§BI5 

-5 

Sun & Sat 

5 

§115 

§575 

-4 

Sun & Sat 

5 

§148 

§740 

-7 

Sun & Wad 

5 

§135 

§B75 

-5 


Bladder 

Hygiene 

Sncial 

Hunger 

Fun 

Cnmfnrt 

-5 

-3 

-3 

-4 

-2 

-7 

-2 

-8 

4 

-5 

-2 

-4 

-3 

-8 

-3 

-5 

2 

-5 

-7 

-3 

3 

-8 

-2 

-3 

-5 

-2 

-2 

-5 

-ID 

-4 

-4 

-2 

4 

-7 

2 

-7 


pnmagaires.com 
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Adult Careers continued 

Level 2 Careers 


Career 

Job Name 

Logic 

Body 

Creativity 

Mechanical 

Charisma 

Conking 

Cleaning 

Friends 

Hours 

Adventurer 

Spelunker 

D 

1 

D 

D 

D 

D 

D 

D 

Bp-Bp 

Educatien 

Teacher's Aide 

D 

D 

D 

D 

D 

D 

D 

1 

8a-3p 

Gamer 

Button Masher 

D 

D 

D 

D 

D 

D 

D 

D 

3a-4p 

Journalism 

Blag Writer 

D 

D 

D 

D 

D 

D 

D 

1 

Ip-Bp 

Law 

Law Lirm Receptionist 

D 

D 

D 

D 

D 

D 

D 

1 

8a-4p 

Music 

Piano Tuner 

D 

D 

D 

D 

D 

D 

D 

D 

IDa-5p 



Adventure, Spelunker 


Level 3 Careers 

Career Job Name 

Logic 

Body 

Creativity 

Mechanical 

Charisma 

Cooking 

Cleaning 

Friends 

Hours 

Adventurer 

Multiregianal Sim of Same Question 

D 

2 

D 

D 

2 

D 

D 

1 

2p-8p 

Lducatinn 

Substitute Teacher 

D 

D 

D 

D 

1 

D 

1 

2 

8a-3p 

Gamer 

Trash Talker 

D 

D 

1 

D 

D 

D 

D 

D 

3p-3p 

Journalism 

Internet Movie Critic 

D 

D 

1 

D 

1 

D 

D 

2 

2p-8p 

Law 

Legal Secretary 

1 

D 

D 

D 

D 

D 

1 

2 

3a-4p 

Music 

Coffee Shop Sound Engineer 

D 

D 

D 

1 

D 

D 

D 

1 

Ip-Bp 
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Days Off 

# Work Days 

Daily Salary 

Weekly Average 

Energy 

Bladder 

Hygiene 

Sncial 

Hunger 

Fun 

Cnmfnrt 

Mon & Wed 

5 

§225 

§1,125 

-8 

-8 

-ID 

-3 

-7 

8 

-8 

Sun & Sat 

5 

§3IG 

§I,58D 

-8 

-2 

-7 

4 

-5 

-3 

-8 

Wad & Sat 

5 

§147 

§735 

-8 

-5 

-8 

-3 

-2 

3 

-1 

Man & Wad 

5 

§228 

§I,I4D 

-4 

-7 

-8 

2 

-5 

2 

-2 

Sun & Sat 

5 

§215 

§I,D75 

-G 

-4 

-8 

-3 

-7 

-8 

-5 

Tuas & Thurs 

5 

§I8G 

§330 

-5 

-2 

-4 

2 

-7 

-2 

-7 


Days Off 

# Wnrk Days 

Daily Salary 

Weekly Average 

Energy 

Bladder 

Hygiene 

Sncial 

Hunger 

Fun 

Cnmfnrt 

Sun G Wed 

5 

§375 

§1,875 

-8 

-3 

-3 

-3 

-G 

3 

-1 

Sun & Sat 

5 

§452 

§2,2GD 

-ID 

-2 

-8 

2 

-3 

-5 

-2 

Man G Tuas 

5 

§225 

§1,125 

-8 

-3 

-8 

-3 

-G 

4 

-1 

Tuas G Thurs 

5 

§287 

§1,435 

-4 

-8 

-4 

4 

2 

3 

3 

Sun G Sat 

5 

§3G5 

§1,825 

-8 

-G 

-2 

2 

-G 

-8 

-2 

Tubs G Fri 

5 

§223 

§1,115 

-5 

-5 

-7 

3 

-8 

-2 

-7 


primagames-oom 
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Adult Careers continued 


Level 4 Careers 


Career 

Job Name 

Logic 

Body 

Creativity 

Mechanical 

Charisma 

Conking 

Cleaning 

Friends 

Hours 

Adventurer 

Deep Sea Excavator 

D 

4 

D 

1 

2 

D 

D 

2 

Ga-3p 

Educatien 

Elementary Schaal Teacher 

D 

D 

D 

D 

2 

D 

2 

3 

8a-3p 

Gamer 

Gold Earmer 

1 

D 

1 

1 

D 

D 

D 

1 

Ga-4p 

Journalism 

Eact Checker 

D 

D 

1 

D 

2 

2 

D 

3 

9a-4p 

Law 

Legal Biller 

2 

D 

D 

D 

1 

D 

2 

3 

9a-4p 

Music 

Summer Camp Music Teacher 

D 

D 

1 

2 

1 

D 

D 

2 

8a-3p 



Adventurer, Diver Law, Legal Secretary 


Level 5 Careers 

Career Job Name 

Logic 

Body 

Creativity 

Mechanical 

Charisma 

Cooking 

Cleaning 

Friends 

Hours 

Adventurer 

Relic Liberator 

D 

5 

D 

2 

2 

D 

D 

3 

2p-7p 

Educatinn 

High Schaal Teacher 

2 

D 

D 

D 

3 

D 

3 

5 

9a-3p 

Gamer 

Elag Capturer 

2 

D 

2 

2 

D 

D 

D 

2 

lp-7p 

Journalism 

Obituary Writer 

D 

D 

2 

D 

3 

3 

D 

4 

lla-5p 

Law 

Paralegal 

3 

D 

D 

D 

2 

D 

3 

4 

9a-4p 

Music 

Battle of the Bands Judge 

D 

D 

2 

3 

2 

D 

D 

4 

2p-8p 
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Days Off 

# Work Days 

Daily Salary 

Weekly Average 

Energy 

Bladder 

Hygiene 

Sncial 

Hunger 

Fun 

Cnmfnrt 

Tubs & Wed 

5 

§415 

§2,075 

-8 

-1 

-8 

-3 

-5 

5 

-8 

Sun & Sat 

5 

§G42 

§3,210 

-10 

-2 

-7 

4 

-2 

-2 

-3 

Tubs & Sat 

5 

§20G 

§1,480 

-8 

-8 

-8 

-3 

-7 

-2 

-1 

Sun & Sat 

5 

§385 

§1,025 

-G 

-5 

-2 

2 

-8 

-G 

-5 

Sun & Sat 

5 

§422 

§2,110 

-5 

-5 

-1 

2 

-8 

-8 

-2 

Sun & Sat 

5 

§335 

§I,G75 

-10 

-8 

-5 

3 

-8 

2 

-4 



Music, Summer Camp Music Teacher Journalism, journalist 


Days Off 

# Wnrk Days 

Daily Salary 

Weekly Average 

Energy 

Bladder 

Hygiene 

Sncial 

Hunger 

Fun 

Cnmfnrt 

Tubs G WbO 

5 

§580 

§2,300 

-8 

-5 

-5 

-2 

-5 

4 

-8 

Sun & Sat 

5 

§754 

§3,770 

-7 

-2 

-8 

3 

-7 

-G 

-3 

Tubs G Sat 

5 

§325 

§I,G25 

-8 

-G 

-8 

-2 

-4 

5 

-2 

Man G Tubs 

5 

§457 

§2,285 

-5 

-7 

-8 

5 

-5 

-1 

3 

WbO G Sat 

5 

§488 

§2,440 

-8 

-7 

-2 

2 

-5 

-7 

-4 

Man, Wad, Thurs 

4 

§452 

§1,808 

-8 

-5 

-2 

1 

-8 

3 

-8 
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Adult Careers continued 


Level G Careers 


Career 

Job Name 

Logic 

Body 

Creativity 

Mechanical 

Charisma 

Conking 

Cleaning 

Friends 

Hours 

Adventurer 

Dread Pirate 

D 

G 

D 

3 

3 

D 

D 

4 

9a-4p 

Educatien 

University Guest Lecturer 

4 

D 

D 

D 

4 

D 

4 

7 

lla-5p 

Gamer 

Platform Jumper 

3 

D 

2 

4 

D 

D 

D 

3 

2p-8p 

Journalism 

Harascape Writer 

D 

D 

4 

D 

4 

4 

D 

5 

IDa-3p 

Law 

Personal Injury Attorney 

3 

D 

D 

D 

4 

D 

4 

G 

IDa-5p 

Music 

Rnadie 

D 

D 

2 

5 

3 

D 

D 

5 

8a-3p 



Adventurer, Dread Pirate Law, Injury Attorney 


Level 7 Careers 

Career Job Name 

Logic 

Body 

Creativity 

Mechanical 

Charisma 

Cooking 

Cleaning 

Friends 

Hours 

Adventurer 

Warhead Disarmer 

D 

7 

D 

G 

3 

D 

D 

5 

IDa-4p 

Lducatinn 

High Gchaal Principal 

5 

D 

D 

D 

5 

D 

5 

8 

9a-4p 

Gamer 

Power Leveler 

4 

D 

3 

5 

D 

D 

D 

4 

IDa-Gp 

Journalism 

Gparts Galumnist 

D 

D 

5 

D 

G 

4 

D 

7 

lp-7p 

Law 

Lamily Law Attorney 

4 

D 

D 

D 

5 

D 

5 

8 

9a-4p 

Music 

Gtudin Musician 

D 

D 

4 

G 

4 

D 

D 

7 

9p-3a 
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Days Off 

# Work Days 

Daily Salary 

Weekly Average 

Energy 

Bladder 

Hygiene 

Sncial 

Hunger 

Fun 

Cnmfnrt 

Mon & Tubs 

5 

§870 

§4,350 

-G 

-5 

-0 

-5 

-3 

5 

-3 

Sun, Tubs, Sat 

4 

§I,5GD 

§G,240 

-8 

-8 

-4 

2 

-7 

-1 

-8 

Tubs & Thurs 

5 

§453 

§2,2G5 

-8 

-G 

-8 

-2 

-5 

5 

-1 

Sun & Sat 

5 

§GG8 

§3,340 

-2 

-5 

-2 

5 

-2 

5 

-3 

Sun & Sat 

5 

§725 

§3,G25 

-8 

-5 

-3 

2 

-8 

-G 

-5 

Tubs & Wb(1 

5 

§535 

§2,G75 

-10 

-8 

-8 

-1 

-1 

2 

-7 



Days Off 

# Wnrk Days 

Daily Salary 

Weekly Average 

Energy 

Bladder 

Hygiene 

Sncial 

Hunger 

Fun 

Cnmfnrt 

Sun G Fri 

5 

§1,050 

§5,250 

-G 

-3 

-3 

-2 

0 

-4 

-3 

Sun & Sat 

5 

§I,G40 

§8,200 

-10 

-5 

-8 

4 

-G 

-4 

-4 

Sun, Man, Wed 

4 

§7G3 

§3,052 

-10 

-8 

-8 

-4 

-4 

1 

-2 

Wed & Fri 

5 

§874 

§4,370 

-8 

-3 

-8 

4 

-G 

5 

-7 

Sun & Sat 

5 

§8G5 

§4,325 

-7 

-3 

-2 

8 

-2 

-3 

-2 

Man & Thurs 

5 

§1,030 

§5,150 

-8 

-7 

-3 

-2 

-5 

4 

-8 



Protected by copyright. Unauthorized or uniawfui copying or downioading expressiy prohibited. 



Adult Careers continued 

Level 8 Careers 


Career 

Job Name 

Logic 

Body 

Creativity 

Mechanical 

Charisma 

Conking 

Cleaning 

Friends 

Hours 

Adventurer 

Hostage Negatiatar 

D 

7 

D 

7 

5 

D 

D 

7 

8a-3p 

Educatien 

College Senior Professor 

7 

D 

D 

D 

5 

D 

G 

8 

IDa-5p 

Gamer 

Real Time Strategizer 

G 

D 

4 

G 

D 

D 

D 

5 

IDa-5p 

Journalism 

Investigatory Journalist 

D 

D 

G 

D 

8 

5 

D 

8 

IZp-7p 

Law 

International Carparate Lawyer 

G 

D 

D 

D 

G 

D 

G 

8 

8a-4p 

Music 

Concert Pianist 

D 

D 

5 

7 

5 

D 

D 

8 

lla-Gp 



Level 9 Careers 
Career Job Name 

Logic 

Body 

Creativity 

Mechanical 

Charisma 

Cooking 

Cleaning 

Friends 

Hours 

Adventurer 

International Sim of Mystery 

D 

8 

D 

8 

7 

D 

D 

8 

Zp-IDp 

Lducatinn 

Callege Dean of Students 

8 

D 

D 

D 

7 

D 

8 

II 

IDa-5p 

Gamer 

Guild Leader 

7 

D 

G 

7 

D 

D 

D 

7 

Zp-8p 

Journalism 

Magazine Editor 

D 

D 

7 

D 

8 

5 

D 

II 

8a-4p 

Law 

Entertainment Attorney 

G 

D 

D 

D 

8 

D 

7 

II 

IDa-5p 

Music 

Symphony Conductar 

D 

D 

7 

7 

G 

D 

D 

8 

3p-8p 
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Days Off 

# Work Days 

Daily Salary 

Weekly Average 

Energy 

Bladder 

Hygiene 

Sncial 

Hunger 

Fun 

Cnmfnrt 

Tubs, Wed, Thurs 

4 

§I,5GD 

§3,240 

-5 

-3 

-4 

-2 

0 

7 

-2 

Sun & Sat 

5 

§1,382 

§3,310 

-G 

-8 

-4 

4 

-10 

-3 

-7 

Sun & Sat 

5 

§350 

§4,750 

-8 

-5 

-8 

-1 

-7 

G 

-1 

Tubs & Fri 

5 

§I,IG8 

§5,840 

-10 

-8 

-2 

-5 

-4 

8 

-5 

Sun & Sat 

5 

§835 

§4,325 

-7 

-3 

-2 

8 

-2 

-3 

-2 

Sun, Tubs, WBd, Thurs 3 

§1,350 

§5,850 

-8 

-G 

2 

5 

-7 

5 

-4 



Days Off 

# Wnrk Days 

Daily Salary 

Weekly Average 

Energy 

Bladder 

Hygiene 

Sncial 

Hunger 

Fun 

Cnmfnrt 

Man, Tubs, WbO 

4 

§1,310 

§7,340 

-G 

-G 

-2 

-2 

0 

5 

-1 

WBd G Sat 

5 

§2,430 

§12,150 

-8 

-7 

-8 

3 

-4 

-8 

-3 

Man, Thurs, Fri 

4 

§1,250 

§5,000 

-8 

-8 

-8 

2 

-7 

-3 

-1 

Sun & Thurs 

5 

§1,430 

§7,300 

-7 

-G 

-1 

2 

-8 

2 

-4 

Sun & Sat 

5 

§1,572 

§7,830 

-7 

-4 

-5 

2 

-3 

3 

3 

Man, Wad, Thurs 

4 

§2,100 

§8,400 

-10 

-7 

2 

8 

-5 

-5 

-7 
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Adult Careers continued 


Level ID Careers 

Career Job Name 

Logic 

Body 

Creativity 

Mechanical 

Charisma 

Cooking 

Cleaning 

Friends 

Hours 

Adventurer 

Space Pirate 

D 

ID 

D 

a 

a 

D 

D 

II 

3p-8p 

Educatien 

Educatinn Minister 

ID 

D 

D 

D 

8 

D 

a 

13 

IDa-4p 

Gamer 

Game Designer 

ID 

D 

7 

8 

D 

D 

D 

a 

IDa-Gp 

Jnurnalism 

Media Magnate 

D 

D 

e 

D 

ID 

G 

D 

13 

IDa-Gp 

Law 

The Law 

7 

D 

D 

D 

ID 

D 

8 

13 

IDa-5p 

Music 

Rack Gad 

D 

D 

B 

7 

8 

D 

D 

II 

5p-llp 



Adventurer, Space Pirate Music, Rock Star 


Teen/Elder Careers 

Level I Teen/Elder Careers 


Career 

Job Name 

Logic 

Body 

Creativity 

Mechanical 

Charisma 

Cooking 

Cleaning 

Friends 

Hours 

Adventurer 

Ambassador's Intern 

D 

D 

D 

D 

D 

D 

D 

D 

3p-Gp 

Education 

Playground Monitor 

D 

D 

D 

D 

D 

D 

D 

D 

3p-Gp 

Gamer 

Noah 

D 

D 

D 

D 

D 

D 

D 

D 

3p-Gp 

Journalism 

Yearbook Club Supervisor 

D 

D 

D 

D 

D 

D 

D 

D 

3p-Gp 

Law 

Eile Clerk 

D 

D 

D 

D 

D 

D 

D 

D 

3p-Gp 

Music 

Record Store Clerk 

D 

D 

D 

D 

D 

D 

D 

D 

3p-Gp 
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Days Off 

# Work Days 

Daily Salary 

Weekly Average 

Energy 

Bladder 

Hygiene 

Sncial 

Hunger 

Fun 

Cnmfnrt 

Mon & Fri 

5 

§2,730 

§13,050 

-7 

-4 

-2 

-4 

0 

3 

3 

Sun & Thurs 

5 

§3,450 

§17,250 

-3 

-7 

-8 

-2 

-8 

-4 

-2 

Sun & Sat 

5 

§1,000 

§3,800 

-10 

-8 

-2 

-8 

-8 

8 

3 

Sun & Sat 

5 

§2,350 

§11,750 

-10 

-4 

-2 

5 

-10 

-3 

-7 

Wad & Sat 

5 

§1,312 

§3,500 

-8 

-4 

-8 

5 

-5 

3 

-8 

Man, Wad, Thurs 

4 

§2,830 

§11,320 

-10 

-8 

-7 

-3 

-8 

8 

-8 



Law, The Law Journalism, Media Magnate Education, Secretary of Education 


Days Off 

# Wnrk Days 

Daily Salary 

Weekly Average 

Energy 

Bladder 

Hygiene 

Sncial 

Hunger 

Fun 

Cnmfnrt 

Sun 0 Thurs 

5 

§72 

§300 

-8 

-5 

-3 

-4 

-4 

-2 

-7 

Sun 0 Sat 

5 

§04 

§320 

-10 

-2 

-8 

2 

-5 

-2 

-4 

Man 0 Fri 

5 

§45 

§225 

-5 

-3 

-8 

-4 

-5 

2 

-5 

Sun 0 Sat 

5 

§57 

§285 

-4 

-7 

-3 

4 

-8 

-2 

-3 

Sun 0 Sat 

5 

§74 

§370 

-7 

-5 

-2 

-2 

-5 

-10 

-4 

Sun 0 Wed 

5 

§52 

§200 

-5 

-4 

-2 

5 

-7 

2 

-7 
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Teen/Elder Careers continued 


Level 2 Teen/Elder Careers 


Career 

Job Name 

Logic 

Body 

Creativity 

Mechanical 

Charisma 

Cooking 

Cleaning 

Friends 

Hours 

Adventurer 

Spelunker 

D 

1 

D 

D 

D 

D 

D 

D 

Bp-Bp 

Educatien 

Teacher's Aide 

D 

D 

D 

1 

D 

D 

1 

1 

3p-7p 

Gamer 

Buttnn Masher 

D 

D 

1 

D 

D 

D 

D 

D 

Bp-Bp 

Jnurnalism 

Blag Writer 

D 

D 

1 

D 

D 

D 

D 

1 

Bp-Bp 

Law 

Law Lirm Receptinnist 

1 

D 

D 

D 

D 

D 

D 

1 

3p-7p 

Music 

Piann Tuner 

D 

D 

1 

D 

D 

D 

D 

D 

3p-Bp 


Level 3 Teen/Elder Careers 

Career Job Name 

Logic 

Body 

Creativity 

Mechanical 

Charisma 

Cooking 

Cleaning 

Friends 

Hours 

Adventurer 

Multiregional Gim of Gome Question 

D 

2 

D 

D 

2 

D 

D 

1 

5p-Bp 

Education 

Guhstitute Teacher 

D 

D 

D 

1 

1 

D 

2 

2 

3p-Gp 

Gamer 

Trash Talker 

D 

D 

2 

D 

D 

D 

D 

1 

5p-Bp 

Journalism 

Internet Movie Critic 

D 

D 

1 

D 

1 

D 

D 

2 

3p-Bp 

Law 

Legal Gecretary 

2 

D 

D 

D 

D 

D 

1 

2 

3p-7p 

Music 

Coffee Chop Gound Engineer 

D 

D 

2 

1 

D 

D 

D 

1 

4p-7p 
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Days Off 

# Work Days 

Daily Salary 

Weekly Average 

Energy 

Bladder 

Hygiene 

Sncial 

Hunger 

Fun 

Cnmfnrt 

Mon & Wed 

5 

§05 

§475 

-8 

-8 

-10 

1 

-7 

8 

-8 

Sun & Sat 

5 

§SG 

§430 

-8 

-2 

-7 

4 

-5 

-3 

-8 

Wad & Sat 

5 

§74 

§370 

-8 

-5 

-8 

4 

-2 

3 

-1 

Man & Wad 

5 

§84 

§420 

-4 

-7 

-8 

7 

-5 

2 

-2 

Sun & Sat 

5 

§88 

§430 

-G 

-4 

-8 

1 

-7 

-8 

-5 

Tuas & Thurs 

5 

§75 

§375 

-5 

-2 

-4 

1 

-7 

-2 

-7 


Days Off 

# Wnrk Days 

Daily Salary 

Weekly Average 

Energy 

Bladder 

Hygiene 

Sncial 

Hunger 

Fun 

Cnmfnrt 

Sun, Wed, Sat 

4 

§125 

§500 

-8 

-G 

-3 

4 

-G 

3 

-1 

Sun G Wed 

5 

§IIG 

§580 

-10 

-2 

-8 

4 

-3 

-5 

-2 

Sun & Man 

5 

§107 

§535 

-8 

-3 

-8 

-5 

-G 

4 

-1 

Tuas & Thurs 

5 

§115 

§575 

-4 

-8 

-4 

-10 

2 

3 

3 

Sun & Sat 

5 

§145 

§725 

-8 

-G 

-2 

1 

-G 

-8 

-2 

Sun & Man 

5 

§38 

§430 

-5 

-5 

-7 

2 

-8 

-2 

-7 
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Career Reward Objects 

Golden Skull of Jumbok IV 

/ Career (Level): AdvEnturer (5) 

Skill: None 

/ Need Effects: Fun 3 (View), Hunger 2 (Proximity), 

Comfort 2 (Proximity), Energy I (Proximity), Fun 2 
(Proximity), Social 2 (Proximity), Hygiene 2 (Proximity) 

Need Max: Fun up to 95 (View) 

Interactions: 

It's strange but I feel 
somehow... refreshed. 

And like I'm being watched. 


This idol has a very 
curious effect on those 
who stand in its presence. 
Periodically, Sims near the idol feel a surge in their Energy, 
Comfort, Fun, Social, Hygiene, and Social. These effects 
stack atop the effects of objects your Sim is actually using, 
so the skull can act as a booster. For example, you could put 
it next to a bed to shorten the time a Sim has to sleep to 
reach full Energy. 

Tribal Flame a la Coconut Pinball 

/ Career (Level): Gamer (5) 

' Need Effects: Fun ID (Play), Fun 3 (Watch) 

Interactions: 

/ Play: Satisfies Fun and earns money as you play 
(§5 at a time). 

/ Join: Sims take turns. Both get Social. Winner is 
random but is usually the Sim with highest Body and/or Mechanical skill. 

Generally, this pinball machine functions just like a regular 
pinball machine. This one, however, offers money for 
playing; every few seconds, the playing Sim adds §5 to 
household funds. Work hard enough on it and your Sim can 
make a side living as a pinball hustler. 






pri ma^afnes-oo m 


That Sim sure plays 
a mean pinball. 


Whether Sims win 
or lose depends on Body 
and Mechanical skill. 
Occasionally, there's lava. Just so you know. Lava. 

"I Object" Litigator Podium 

/ Career (Level): Law (B) 

/ Skill: Charisma 

/ Need Effects: Fun 3 (Practice Case), Fun 5 (Play) 

• Need Max: Fun up to GO (Practice Case), 90 (Listen), 
nr 75 (Play) 

Why go out on the legal 
lecture circuit when you 
can earn the sumptuous 
Simoleons right at home 
while practicing Charisma? 


Interactions: 

r Practice Case: Satisfies Fun, increases Charisma skill, and earns money 
(§5 every few Sim minutes). 

■ Play: Satisfies Fun. Child anly. 

/ Listen: Satisfies Fun. The higher the speaker’s Charisma, the more Fun this 
will advertise to autonomous Sims. 





The Gootentaugen Award for 
Excellence in Journalism 


' Career (Level): Journalism (G) 

■ Need Effects: Fun 3 (View), Hunger 2 (Proximity), 
Comfort 2 (Proximity), Energy 2 (Proximity), Fun 2 
(Proximity), Social 2 (Proximity), Hygiene 2 (Proximity) 

/ Need Max: Fun up to 95 (View) 

Interactions: 



View: Sims can view the award for Fun. 
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An award on your Sim's desk 
can be, well, inspiring. 


This tabletop or floor 
statue has a very curious 
effect on those who stand 
in its presence. Periodi- 


cally, Sims near the award feel a surge in their Energy, 
Comfort, Fun, Social, Hygiene, and Social. These effects 
stack atop the effects of objects your Sim is actually using, 
so the award can act as a booster. For example, you could 
put it next to a desk to allow a Sim to study skills longer. 


The Rock Hammer 

/ Career (Level): Music (G) 

■ Skill: Creativity (slower if Performing) 

■ Need Effects: Fun 10 (Perfarm/Practice), Fun 4 (Watch), 

Fun 8 (Dance), Energy -2 (Dance sola), Energy -5 
(Dance together), Social (Watch, Dance, Perform), 

Envircnment 2. 

■ Need Max: Fun up to 75 (Dance solo) or 85 (Dance together) 

not« 

If you don’t have The Sims™ 2 University, only the 
Practice interaction ujill be available. 





Rock out like the rock god 
you are with this rockin' 
rock guitar. 


Interactions: 

Practice: Sim plays (Country, Rock, or Jazz), has Fun, and builds Creativity 
(faster than standard guitars). All practieing Sims play by themselves, not in 
unison. A Sim’s Creativity skill determines haw well that Sim plays and haw 
watchers will react. 

Perform: Sim puts out a tip jar and plays (Country, Rack, nr Jazz). If there are 
other instruments in the same roam, other Sims ean join in by clinking on the 
already-performing Sim. Sims get Creativity skill, Fun, and Social. If other Sims 
put tips in the tip jar, Sims earn money when they stop playing and empty 


the jar. A Sim's Creativity skill determines how well that Sim plays and haw 
watchers will react. Will be available an Community Lots in regular Neighbor- 
hoads but won't build Creativity. 

Dance: Click on instrument when another Sim is playing it and Sim will dance 
to the music. Gives Fun and, if other Sims couple danee, Secial. 

Watch: Gives Fun and, if more than one Sim is watehing, Social. 


Books First for Learning: 

A Bookshelf of Education 

' Career (Level): Education (5) 

Skill: Cooking (Study). Mechanical (Study), Cleaning 
(Study), Charisma (Study), Gndy (Study), Logie (Study), 

Creativity (Study) 

■ Need Effects: Fun I (Read or Read to). Fun 
(Be read to) Cemfert 2 (Write in Diary), Fun 2 (Write 
in Diary), Social (Write in Diary) 

■ Need Max: Fun up tn 75 (Read/Read tn/Be Read te) 

Interactions: 

Read Bank: SatisGes Fun. 

■ Read to...: Satisfies Fun for reader and child or tcddler being read to. 

Available to teen, adult, and elder if there's a toddler or child on the let. 

Menu specifies who to read tn. 

‘ Ask to be Read tn: Same as Read to except Initiated by child or toddler 
(autenemously only). 

Study...: DnI ike regular bookshelves, this bookcase lets Sims build s/7f skill 
via reading. 

Write in Diary: Satisfies Fun and Comfort. Initiated on boekcase but Sims carry 
their own diaries. 

■ Put Away All Books: Sim find and return all banks on the lot. 



rn» 


\ 




The golden book is a symbol 
of universal learning (just 
go with us on this), so it's 
only natural that this special 
bookcase teach all skills. 


In addition to looking 
cool, this special educa- 


tor's bookshelf offers faster skill development than normal 
bookshelves and lets Sims learn any skill from the comfort 
of their sofa. In addition to the usual bookcase-learned 


skills, Sims can now develop Body, Charisma, Creativity, 
and Logic. 

primagamaa.Dom 
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New Objects 


Seasons are a fundamental touchstone in everyone's life, so 
it's natural that we all have vivid associations between the 
various seasons and certain things in our lives. Now that 
they have seasons (and weather), Sims can also enrich their 
lives with a new slate of objects for their new, more cyclical 
and varied life. 

This chapter describes several new object-based 
features and outlines all the new Buy and Build mode and 
non-catalog objects. 


New Motif Collections 



New motif collections can be found in the Collections panel 
in Buy or Build mode. 


The Sims"" 2 Seasons brings you three new object motifs: 

f Country Stylo / Tiki .■ Raco Car 

These packs contain Build and Buy mode objects and 
floor/wall coverings to expand your decorating palette. 
Consult the Collections panel to find these assets grouped 
in the following collections: 

Country Badroom / Tiki Style 

/ Country Kitohan / Country Colleotion 

f The Sims 2 Bonus 

Pay All Bills 

Has this ever happened to you? Your Sims stop briefly to 
pull household bills from the mailbox, then leave them on 
the floor of a cluttered room while you attend to other busi- 
ness. Three days later, more bills arrive and are similarly laid 
out of sight and out of mind. Until, that is, warnings about 
overdue bills start to flash before your eyes. Now, where the 
heck are those bills? 


^ 7D I . 

pninag«in«a.oom 



Instead of finding bills on your 
lot, pay them all in one fell 
swoop with the new mailbox- 
based "Pay All Bills" interaction. 



tDp 

Pay All Bills is EspEclally helpful ujhen thEy're hiddEn 
under a blanket of snouj. 


It's a challenge that has bedeviled us for years, but now 
there's a solution: Pay All Bills. This interaction, available 
on residential lot mailboxes, pays all bills presently on 
the lot all at once. No more scanning around the lot and 
zooming in to find those hard-to-see piles of color-coded 
envelopes. In fact, you no longer need know where your 
Sims placed them at all. 

notfl 

The interaction is still called “Pay All Bills” even 
if there is only one set of bills on the lot. 






Sims go to each bill in turn and 
decide if they have enough money 
to pay it with any they've already 
collected. 
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while this method of bill paying is efficient, it may not 
work when money's tight. Sims pick up only bills they can 
currently afFord to pay in addition to any bills already in 
hand, leaving behind any that put the cumulative amount 
above the current household funds. In other words, Pay All 
Bills may not, in fact, cause your Sim to pay all bills. For 
example, if your household has §700 and contains three 
bill piles of §300, §500, and §400, only two will be paid. 

If the Sim picks up the §300 stack first and next finds the 
§500 stack, he or she will leave the §500 stack where it 
was found, because it would make the total amount more 
than §700. Undaunted, however, the Sim will then go to 
check out the §400 bill pile, since it can be paid out of the 
Sim's current funds, that bill will be added to the pile and 
both bills will be paid together. Remember, your Sims start 
with the physically closest bill pile and won't consider how 
overdue a bill is, only whether they can afFord to pay it. 

Set Hair per Outfit 

Traditionally, no matter what outfit Sims wore, they were 
always stuck with the same hair and headgear you originally 
chose. With the mirror/vanity-based Change Appearance 
interaction, you could later alter the hair color, style, or the 
headgear, but the change applied to all outfits. 


liJ 

not« 

For mora information on tha nauj Outarujaar clothing 
catagory, saa tha “Waathar” chaptar. 

Thanks to a new feature in the Change Appearance tool, 
you can set a hair/hat for each category of clothing or pick 
a new head-style for all outfits. 

lid 

into Forma 
hair par ou 
catagorias 
outfits, yoi 

not« 

Soma outfit catagorias don’t allow hats or will ovar- 
rida tha Fvaryday outfit hat. That’s why your Sims 
will always ramova thair hats whan thay changa 
1, Undias, PJs, Athlatic, or Swimwaar. Whan satting 
tfit, you won’t ba abla to pick a hat for any of thasa 
Caxcapt Formal). Plus, if you alact to sat a hat for all 
jr Sims will ramova it in thasa situations. 




Begin by selecting the Hair 
Style and Color (formerly "Hair 
Color") panel in the Change 
Appearance tool. 


Next, select the clothing 
category you want from the 
icon column on the panel's left 
side. The first time you view 
the tool with a new Sim, all but 
the bottom button ("Set Hair 
per Outfit") is grayed out. 
When only Set Hair per Outfit 
is green, it means that every 
outfit will use the same hair 
or hair-and-hat (where hats 
are allowed). 



If you want to simply change 
the hat for all outfits, pick 
one from the list and you're 
done. Your Sim will wear that 
hat with either Everyday or 
Outerwear outfits. 


primagames.Dom 
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If, however, you wish 
to customize your 
Sim's hair or hat per 
outfit, select each 
category and choose 
whichever hairstyle 
or hat you want. 



Each outfit category has its own slate of options, 
and some have more than other. Some, such as PJs, have 
only hairstyles and no hats. You can even change your 
Sim's hair color to go with each outfit. You can give your 
Sim a jaunty cap for Everyday wear and a stocking cap 
for Outerwear. A Sim who wears a ponytail with Everyday 
outfit can be neatly pigtailed when working out, but have 
it elegantly swept up for a Formal outfit. 




Now whenever your Sim changes into each outfit, your individually 
selected hair or hat will switch too. 
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Stackable Inventory 

You can probably imagine— if you've thoroughly perused 
"The Sim's Guide to Gardening and Fishing"— that any time 
spent in these productive activities could thoroughly clutter 
your Sims' inventories with dozens of fruits, vegetables, 
and tasty fish. How, you may wonder, will you find anything 
amid the bushels of eggplants and oranges? Don't worry, it's 
been covered. 

All Sim inventories now stack similar objects in single 
inventory slots. Thus, whether you have one pole bean or 
a hundred, they'll all be contained in a single inventory 
slot. And it's not just produce and pescados. Any object that 
can placed in a Sim's inventory will be stacked if there is 
more than one. Chairs, hot tubs, dishes of food, whatever; if 
they're in your inventory and they're the same, they'll stack. 
Once more than one of an object is placed in inventory, the 
inventory slot's icon displays a number indicating how many 
of that object are in the stack. 

Objects don't have to be identical to stack in inventory, 
they just need to be fundamentally the same object. A Bland 
tomato and a Mouthwatering tomato share the same slot, as 
will two of the same bed with different designs. 



Three of the same chairs in different colors. 



Click on the stack to see its contents. Mousing over each icon provides 
additional info on the object. Here the Mouthwatering and Bland toma- 
toes can be differentiated by both their color and their pop-up label. 


nolta 

The most recently added object in a stack appears 
in the icon for the stack. Likeiaise, dragging from the 
stacked inventory slot first pulls the most recently 
placed object of the type. 



notfl 

Objects stack in the same slot even if they’re 
broken or dirty. Click on the stacked icon and 
point at the various icons or examine their 
pictures to find any dirty objects. 




One toilet in this stack is clean and one... isn't. Can you tell which one? 


Food Object Changes 

Refrigeraton 

Refrigerators have changed a bit to accommodate the 
effects of fresh produce and fish. 



not« 

Full details on using produce and fish can be 
found in the “The Sim’s Guide to Gardening and 
Fishing” chapter. 


Whenever your Sims has fruits, vegetables, or fish in 
their inventories, the new "Stock" interaction becomes 
available on any full-size refrigerator (the "MMM Mini- 
fridge" can't be stocked with produce or fish). 


ptimagameeicam 
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The Stock interaction brings 
up this panel, allowing you to 
handpick which and how many 
of your Sim's produce and fish 
will go into the refrigerator. 


nota 

RefrigEratops accEpt only fruits, VEQEtablES, 
and fish. You can’t add thE boot your Sim caught 
mhilE fishing, though it can be stocked in the juicer 
Cdescribed later in this chapter). 




Brand Name ’EcoroCool" 
Refrige'ator 
Cun^nt Ljeve: 200 
F-esh FoM Level: 74 
w T'jlal Cjipacily: 205 






When fresh food points run out or aren't enough to cover 
the food "cost" of a meal, the meal is deducted from normal 
food points as usual. Thus, maintaining a large stock of 
fruits and vegetables makes grocery shopping completely 
unnecessary. 


notd 

If a fridge has fresh food points, every cooked 
non-fish meal ujill be considered made from 
fresh food, even if the meal in question (such 
as hamburgers) contains no fruits or vegetables. 



notfl 

Fish can be stocked in the fridge, but it’s 
not mandatory. Any fish in your Sims' 
inventories can be cooked by choosing 
I from any refrigerator, stove, or grill. 

Fish stocked in the fridge don't add to fresh food or 
normal food points. They're instead tracked in an invis- 
ible count for each species offish. This count actually has 
nothing to do with the refrigerator, because any fish in 
either your Sims' inventories or the refrigerators can be 
made into fish dishes. Adding each kind offish to a fridge or 
having it in inventory makes available one serving of every 
meal based on that fish that your Sim's cooking skill permits. 
Drawing a fish meal from the fridge has no impact on either 
fresh food or normal food counts, though cooked fish dishes 
bear the visual effect for fresh food (because your Sims 
caught it themselves). 



a fish meal 


Checking your refrigerator stock is now a bit more complicated 
with the new "Fresh Food Level." Fortunately, this separate stock 
of food enables your Sims to turn homegrown ingredients into 
a life without grocery deliveries. 

As more fully described in the "Sim's Guide to 
Gardening and Fishing" chapter, produce (on the 
one hand) and fish (on the other) are treated differ- 
ently from groceries when added to the household's 
food stock. Both fruits and vegetables are added to 
a refrigerator's new "Fresh Food Level" counter and 
not the general food stores ("Current Level"). When 
a fridge is stocked with fresh food, any meal (except 
fish) will be made with fresh ingredients, drawing 
from fresh food points instead of normal food stock. 
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Because neither produce nor fish are counted in refrig- 
erators' food level, they aren't limited by the refrigerator's 
capacity. Any full-sized fridge can, therefore, hold an 
infinite supply of these homegrown and self-caught food 
sources. 

Once produce or fish are stocked in a refrigerator, they 
cannot be removed. Once stocked, produce can't be moved 
to the juicer and none of it can be put out for sale (The 
Sims 2™ Open for Business), sold in Buy mode, or (for fish) 
mounted on the wall. 


nota 

Though the juicer uses the same stocking 
panei as the refrigerators, it does aiiouj 
stocked items to be returned to your Sim’s 
inventory. Uniike the infinite produce-hoiding capacity 
of refrigerators, however. Juicers can oniy hoid so much. 



Leftovers 

Has it ever troubled you how much food your Sims waste? 
Or how much money they'd save if they didn't throw away 
uneaten or unfinished food? If so, you'll be pleased to know 
that just about any food your Sims can eat can be wrapped 
and stashed in the refrigerator to be eaten as leftovers. 

Individual servings are saved as such, while platters 
are saved (and removed) as a tray of multiple servings. In 
other words, if you stash a serving platter of food, you can't 
direct your Sim to remove one serving and leave the rest in 
the fridge. To cherry-pick leftovers-for-one, first remove the 
platter, partake of a serving, and then direct the Sim to put 
the platter back in the refrigerator. 

To save food as leftovers, dick 
on the food object itself and 
select "Put Leftovers Away." 


Once you direct Sims to save something as leftovers, 
they grab the item and stash it back in the fridge. There it'll 
stay, retaining its remaining Hunger satisfaction points 
and any other attributes (see "Benefits of High Quality 
Produce," in the "The Sim's Guide to Gardening and Fishing" 
chapter). It also retains its position on the road to spoilage. 



In other words, if a serving platter of food has been out for 
a while and is saved as leftovers, any servings not immedi- 
ately consumed will spoil shortly after leaving the chilly air 
of the fridge. 



nolta 

£v€n spoilEd food can be saved as leftovers. 

It won’t get any more spoiled in the fridge, but it’ll 
still be spoiled when your Sim consumes it later. 


Generally, any prepared food can be saved as leftovers, 
but there are a few special cases: 

Birthday cake: The unslicad cake can't ba saved as laftavars, but individual 
slices can be. 

■ Pizza: Can't be saved. 

Chinese Fend: Can't be saved. 

' Juice, lemanade. ather drinks: Can't be saved. 

When your Sims need a meal, they can take leftovers 
directly from the fridge via the "Grab Leftovers" interaction. 
If your Sims have stashed both platters with multiple serv- 
ings or individual plates, you can choose which to extract. 
You can tell which kind of food is which by their icons in the 
selection panel. 

not« 

Sims only put away leftovers or grab them 
to eat when you direct them. They never do it 
autonomously. 





When there are leftovers 
in the icebox, no cooking 
is necessary. 
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New Object Directory 






Protected by copyright. Unauthorized or uniawfui copying or downioading expressiy prohibited 


The Flowy Flea 
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New Object Directory 









Object Catalog 

Comfort 

Dining 

Vrooom! Dining Chair 

! Price: §1GD 
/ Need Effects: Comfort 3 


Bamboo Chair by Island Lumberjacks 

! Price: §220 
‘ Need Effects: Comfort 3 


The Cozinator^SO 

/ Price: §275 
/ Need Effects: Comfort 3 


The Exquisite Bistro Chair 
by Bourgeois Design 

/ Price: §4DD 
/ Need Effects: Comfort 5 


Living Ch^ 

Tabu Living Chair from Nothing Atoll 

/ Price: §275 
/ Need Effects: Comfort 5 




Recliners 



Final Moments Lounge from 
Nothing Atoll 

Price: §28D 

/ Need Effects: Comfort 5, Energy I (Nap) 


Sofas and Loveseats 



Stranded from Nothing Atoll 

Price: §315 

• Need Effects: Comfort 8 (Sit/Nap), Camfart G 
(Lounge), Energy 2 (Nap), Eon 4 (Play) 

Need Max: Energy up ta 70 (Nap) 



Park Parthenon 

I Price: §75D 

Need Effects: Camfart 7 (Sit/Nap), Comfort 8 
(Lounge), Energy 2 (Nap) 

Need Max: Energy up ta 70 (Nap) 



noftfl 

UnlikE other benches, the Park Parthenon has no 
Play interaction. We don’t luant Sims banging their 
heads, noiu do uieP 


Beds 



Vrooom! Sleep System 

r Price: §4GD 

Need Effects: Camfart 3, Energy 3, Fun 4 (Jump) 



The Single Bed a la Mode 

Price: §G0D 

Need Effects: Comfort 3, Energy 3 
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Miscella^^^^ 

Beach Party Barstool 

.* PricE: §295 
> NebcI EffEcts: CEmfErt 3 


TabM 


Rancher s Round Tab e 


PriEE: §240 


Table de Bistro by Bourgeois Design 

■ PriEE: §258 


Hula Feast Table 

/ PriEE: §310 


End Tables 

Tire Stack by Autohaus Autobahn 

> PriEE: §95 


Country Fried Island Counter from 
McKraken Industries 


/ PriEE: §375 


The Four Post Bed 

; PriEE: §720 

/ NeecI EffEEts: CEEifErt 3, EnErgy 3, EnvircnmEnt 2 


Auntie May's Bar Stool 


/ PriEE: §310 

/ NeecI EffEEts: CEmfErt 4 


Surfaces 

Counters 

CocoCounter from Nothing Atoll 


? PriEE: §250 


Tiki Island Counter 


? PriEE: § 


Home-Style End Table 


Blue Ribbon Countertop 


• PriEE: §305 


pnmagames.oom 
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Coffee Tables 



Backcountry Vanity 

/ PricE: §3DD 

! NeeJ EffEcts: Fun 2 (Luuk Et SeIE), EnvironmEnt 2 



Interactions: 

/ ChangE AppEsrancE: Works just likE standard mirror. 

/ Makaovar: Allows you to Changa AppEoranca of othar Sims including 
NPCs and Townias. 



priinagainos.oom 


Decorative 


Plants 



The "Naturally Stylish" Flower Barrel 

PricE: §250 

■ Naad Effects: Environment 2 


Layers of Loveliness 

Price: §400 

■ Need Effects: Environment 2 


The Decoy Trellis 

■ Price: §450 

Need Effects: Environment 2 


Synthetic Iron Trellis 

' Price: §550 

/ Need Effects: Environment 3 


Sculptures 



Chickenfeed Charlie Sculpture of Fun 

■ Price: §08 

r Need Effects: Fun 4 (Kick), Fun 2 (View), Fun I 
(Play with), Fun 5 (Steal), Fun 2 (Steal Back), 
Environment I 


Need Max: Fun up to 00 (View) 


Must be placed outdoors. 
Interactions: 


; Kick: Satisfies Fun, may cause Chickenfeed Charlie to fall over. Autcnomous 
if Mood is low. Sims will kick over autonomously when viewing if they don't 
like Chickenfeed Charlie. 
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/ Stand up: Resets Chickenfeed Charlie upright. 

Play With: Satisfies Fun, Playful nnly. 

/ Chickenfeed Charlie Buddy: Dutgning Sims may autnnnmeusly talk te the 
Chickenfeed Charlie. 

/ Steal: Grauchy Neighbors (not Townies) walking by the house may autena- 
mously steal Chickenfeed Charlie. If they leave the sidewalk and head toward 
Chickenfeed Charlie, they're going ta try te steal it. If a member of the 
household is near Chickenfeed Charlie, the neighbor will give up or, if the 
neighbor’s res/// Grouchy, he or she will steal it anyway. The thief gets Fun for 
a successful pilfering. 

Steal Back: If a member of a household whose Chickenfeed Charlie has 
been stolen appears on another lot as a walkby neighbor and is Playful and 
Grouchy, he or she will autonomously steal back Ghickenfeed Gharlie. Rescuer 
gets Fun. 

Deluxe Small Rock 

; Price: §80 

/ Need fffects: Fun 4 (View), Environment I 


Major's Rooster by 
Franc-O-Phile Designs 

Price: §170 

/ Need Effects: Fun 3 (View), Environment I 


Utensil Silo by Pastoral 
Poultry Designs 

Price: §200 

/ Need Effects: Environment 2 


Little Tiki Idol 

/ Price: §200 

/ Need Effects: Environment 2 




Earthenware Trio by Pastoral 
Poultry Designs 

/ Price: §200 

/ Need Effects: Environment 2 

Unlikely Whale Sculpture 

Price: §280 

.■ Need Effects: Environment 2 



The Daruma Wishing Doll by 
"Suki Desu" 

■ Price: §280 

■■ Need Effects: Environment 2 


nota 

If you'PE not familiar luith daruma dolls, this objEct’s 
dEsIgn modE variations may bE a littlE puzzling. TMe 
doll can appEar mlth tujo ujhItE EyES, onE ujhItE/onE 
black EyE, or tujo black Eyes. Traditionally, mhEn you makE a 
ujish, you darkEn onE of thE doll’s EyES. ThEn, if thE mish comES 
truE, you darkEn thE othEr EyE. A doll mlth all ujhitE EyES hasn’t 
bEEn mlshEd upon. 




The Little Jug of Wishes 

! Price: §285 

Need Effects: Environment 2 



Premium Large Rock 

f Price: §300 

I Need Effects: Environment 3 



The Ornery Rooster 

I Price: §300 

/ Need Effects: Environment 2 
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ANot-So Lonely Shelf 

/ PricG: §315 

/ NeeJ Effects: Envircnment 3 


Pirate Herald's Tropical Umbrella 

/ Price: §3BD 

* Need Effects: Environment 3 


An Odd Foretelling 

/ Price: §455 

Need Effects: Environment 4 


Hole-y Pots Cascading Waterfall 

/ Price: §4GD 

/ Need Effects: Environment 4 


Tiki Idol 

/ Price: §49D 

/ Need Effects: Environment 4 


The Flowy Floater 

/ Price: §550 

/ Need Effects: Environment 4 



"Stuff Me Silly" Scarecrow from 
McKraken Industries 

: Price: §850 

/ Need Effects: Environment I 



While Sims view this 
object, there's a chance 
it will briefly come to life 
and startle or delight 
the Sims. 


"Boo! Sorry, thought you 
were a crow." 





Qylaron Phase-Array 
Atmospheric Forecaster 

/ Price: §000 

■ Need Effects: Environment 0 



Wall Hangings 

Nocturnal Imagination Receiver 
fromApparati Inc. 

Price: §50 

■ Need Effects: Environment I 




Wilted Love 

Price: §G5 

/ Need Effects: Environment I 


• \ V 



\ 


- ^ / 
/' 


J 


Sizzling Cuisine Mitts 

Price: §70 

/ Need Effects: Environment I 
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OldeTyme Skillets 

PricE: §B5 

NeecI EffEEts: EnvironmEnt 1 



Rack-O-Plates 

PriEE: §135 

/ NeecI EffEEts: EnvironmEnt I 



La Cara del Sol 

PricE: §IB5 

/ NeecI EffEots: EnvironmEnt 2 



Home Sweet Home from 
McKraken Industries 

/ PrioE: §248 

/ NeecI EffEots: EnvironmEnt 2 


Flags of Victory 



PrioE: §280 

NeecI EffEots: EnvironmEnt 2 



Gram Gram's Needlework from 
McKraken Industries 

/ PricE: §207 

/ NeecI EffEots: EnvironmEnt 2 



"The Water's Flow" by 
Edgar Velveete 

f PrioE: §300 

NeecI EffEots: EnvironmEnt 2 



This unusual 
painting is not 
only animatsd, 
but it’s also a functioning 
light. Fancy! 




Spice Trader Starter Kit 

/ PrioE: §300 

/ NeecI EffEots: EnvironmEnt 2 


Veronaville Quilting Bee-Finalist 

/ PricE: §855 

NeecI EffEots: EnvironmEnt 5 


Tiny Fake Room Wallscape 

• PricE: §700 

NeecI EffEots: EnvironmEnt 8 


Headhunter Battle Mask 

/ PricE: §825 

.■ NeecI EffEots: EnvironmEnt 8 


The Benevolent Tengu 

/ PricE: §2,800 
/ NeecI EffEots: EnvironmEnt 10 


"A Home for all Seasons" 

/ PricE: §4,250 

/ NeecI EffEots: EnvironmEnt 10 



This sofa-length print has 
design mode variations for 
each season. 
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This porch banner features 
design mode variations for 
each season. 


More O'This and That 

/ PricE: §8D 

• NeeJ EffEcts: EnvirEnmEnt I 


A Less Threatening Rack 

/ PricE: §220 

■■ Nee( 1 EffEcts: EnvirEnmEnt 2 


Miscellaneou 

King Rainier'sSign 

PricE: §GQ 

NeeiI EffEEts: EnvirEnmEnt I 
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/ Price: § 


/ Need Effects: 
Environment 2 


Seasonal Wishes 
Floor Mat 


i PricE: § 


Pit Stop Rug 


/ PricE: §345 


A Little Patch of 
Country From 
Ruggers Unlimited 


Royal First Oval Rug 

r PriCE: §4GD 


Banner for Four Seasons 

/ PricE: §G5 

/ NeeiI EffEEts: EnvirEnmEnt I 


/ PricE: §450 


piima gafneB.com 


The CabiMirror 

/ PricE: §250 

Skill: Charisma (PracticE RamancE ar 
PracticE SpEEch) 

i NeeiI EffEEts: HygiEEE 2 (Gussy Op), EnviranmEnt I 

Rustic Glass 

■■ PricE: §4G0 

/ Skill: Charisma (PracticE RnmancE ar 
Practice SpEEch) 

NeeiI EffEcts: HygiEEE 2 (Gussy Op), Enviranment 3 


Window Dressing 






EZIZOv Lighting Finial 

.* PricE: §315 

NeecI EffEEts: EnvironmEnt 2 



notfl 


This objEct looks great attached to Sims’ roofs 
(see the chapter “Build Mode Additions”) and 
aiso attracts iightning. This reduces iightning 
strikes to trees and Sims. 



Lanai Privacy Screen 

/ PriEE: §7DD 

NeecI EffEEts: EnvironmEnt 4 


Plumbing 


Toilets 



Refreshing Commode from 
McKraken Industries 

/ PriEE: §450 

I Skill: ClEBning (ClEEn), MEchoniEBl (Unclog) 

/ NeecI EffEcts: BIsciclEr 10 (Use), Comfort ID (Use), 
Eon 2 (Play), HygiEOE -2 (Play), HygiEOE -I 
(Use, ClEan, Unolog) 

/ NeecI Max: Fon up to 50 


Showers and Tubs 



Schmidt's Wiinder Tub 

> PriEE: §825 

/ Skill: ClEaning (ClEan), MEchanioal (Rapair) 

r NeecI Max: HygianE 8 (Taka a ShawEr), BladdEr I 
(Taka a ShawEr, Sloppy only) 


Sinks 



The Simple Washer from 
Kountry Pipes 

/ PricB: §475 
/ TypE: CountErtop 

/ Skill: ClEaning (ClEan), MEohanioal (REpair) 


/ NEEd EffEcts: HygiEnE 5 (Wash), HygiEns G (SpongE Bath), Hungar I (Drink) 


NeeB Max: HygiEOE up to 3D (Wash), HygiEOE up to 25 (SpongE Bath), HygianE 
up to 70 (BathE Baby) 


Appliances 


Cowpoke Stove from Cowboy Cookin' 

' PricE: §750 
) Skill: Claaning (Claan) 

NeeB Effants: HungEr 7 


Rocket Heifer Barbeque 

i PricE: §I,3DD 
t NeeB Effants: HungEr 10 


Stoves 



Small Applia^ 



Perfect Packets Hot Chocolate Maker 

i PricE: §85 

'! NeeB Effants: HungEr I, BladdEr -I, Enargy 3, Fun I 
(JugglE Mugs) 

NeeB Max: Fun up ta 70 (JugglE Mugs) 


Interactions: 

MakE Hot ChoEolatE: PrEparES Eight SErvings. InstantaoEous. 

y Drink ChaoolatE: Unlikn ooFFee, hot ohooolatE nan bn oonsumEd by ohild Sims. 
TakE and oonsumE aoE oup. SatisfiES EoErgy and HungEr and dEpIntES BladdEr. 
Must bE madE first. Each cup takes about 30-40 minutES to consumE. 

t Juggle Mugs: Satisfies Fun. 

primagamas.oom 
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not€ 

When a Sim is juggiing hot chocoiatE mugs, 
othEr Sims can ciick on thE juggiing Sim and 
choosE Join Juggiing. 


The hot chocolate machine increases a Sim's internal 
temperature, making it a great remedy for the chills after 
a romp in the snow. Thus, it advertises more powerfully to 
autonomous Sims when their internal temperature is Cold 
or Very Cold. 

The Main Squeezer 23SX 

t PricE: §8DD 
/ NeecI EffEcts: HungEP 4 

Interactions: 

/ StEck: ProducE can Ee addEd ta thE juicEr by a child ar alder and by player- 
dirEctian aniy. The juicer can hald up tn 48 abjects and can be stacked aniy 
with fruits, VEgetables, and even a baat yaur Sim caught while fishing. 

/ RemavE Praduce: If yau wish ta remave items frnm the juicer, use the stack 
windaw ta mave each fram the right panel ta the left. Items are placed back 
in year Sim's inventary. 

/ Make Juice: Teen ar alder Sims can canvert ingredients inta juice. All recipes 
passible with the current stack will appear far selectian. The machine autn- 
matically picks the highest quality passible praduce far the juice and aniy 
picks a lawer quality item if na higher quality is available. Each kind nf juice 
satisfies Hunger but aisc gives a special benefit if ingredient quality is high 
ennugh. See "Juice" in the "The Sim’s Guide tn Gardening and fishing” chapter. 

I Serve Juice: Sim makes six servings nf juice but uses only three times the 
basic ingredients, far example, a single glass nf tamata juice "casts" three 
tamatnes while a six-glass service casts six. 



notfl 

Juice is always madE from thE highEst quality fruit 
or VEgEtablES currEntly stockEd in thE machinE. If you 
dEsirE a spEcial EffEct JuicE, makE surE thE numbEr 
and quality of IngrEdiEnts arE rEady in thE JuicEr’s bin. 



Lighting 


Table Lam 



"Speedway" Table Lamp 
by Zoom Arts 

/ Price: §8D 

■ Need Effects: Envirnnment I 



Hula Dancer Lamp 

Price: §105 

Need Effects: Enviranment I 


Volcano Table Torch 



Price: §115 

Need Effects: Enviranment I 


Floorlamps 



The Bloomington Lamp 

Price: §195 

X Need Effects: Enviranment I 


Floorlamps 



Pete's Postlight from Nothing Atoll 

i Price: §120 

■■ Need Effects: Envirnnment I 


GO ■ 
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WallLamp^^ 



Waffelhousen Sconce 

/ PricE: §175 

/ NebcI EffEcts: EnvironmEnt I 




String Lantini 

f PriEE: §IB5 

/ NeecI EffEEts: EnvironmEnt I 


tip 

You may be tempted to cover a room’s mails mith 
several of these snazzy string lights, but be marned. 
Using more than seven light sources in a room mill 
cause an annoying flickering effect. 




Homespun Banner Streetlamp 

I PriEE: §2B5 
NeecI EffEots: EnvironmEnt I 



Design mode variations for this 
light include themed banners 
for each of the four seasons. 


Hobbies 


Hanginq Lamps^ 


Recreation 



note 

Any hanging lamp can be hung under 
a greenhouse roof. 



not« 

All four rinks can be bought for residential lots, 
but even the small ones require a substantial 
amount of open space. 



The Swinging Light 

PriEE: §115 

■ NeecI EffEcts: EnvironmEnt I 


OutdoorLa^ 



Late Kite Garden Lite 

/ PriEE: §9D 

/ NeecI EffEcts: EnvironmEnt I 



Small Roll-O-Rama Rink 

/ PriEE: §15, ODD 
Skill: Body (SkatE) 


NeeB EffEEts: Fun ID, EoErgy -3, Comfort -3, Social 



e a la's a @[1 

Both roller and ice skating increase a Sim’s body 
temperature. 

liJ 

inof^a 

The small roller rink has tmo lanes and a center 
area for tmirling. 
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Highly skilled Sims can 
do fancy tricks. 


Interactions: 

/ Skate: Child and aider Sims put an skates and marge inta the flaw af skaters. 
Based an Bndy skill, Sims will put an either traditianal faur-whaeled skates nr 
in-line skates. 

• Jain: Child ar alder can jain a skating Sim. Sims will skate individually. 

/ Ask ta Jain: Invites anether Sim tn skate. 

^ Twirl: Sim perferms a Twirl trick (in awn lane), the grace cf which is deter- 
mined by the Sim’s Bcdy skill. May alsn be dnne autnnnmausly. 

Jump: Sim perferms a Jump (in awn lane), the grace nf which is determined 
by the Sim's Bndy skill. May else ba dana autnnamnusly. 

/ Twirl With...: Available an either Sim whan twn are skating tngether. Sims mnve 
tn the center nf the rink, held hands, and twirl. Success and grace is based 
an average Bndy skill nf the twa skaters. If the skaters have a Crush nr Lave 
ralatinnship, there’s a chance they’ll share a kiss after the twirl. 

/ Switch Lanes: Mnves tn the next lane in tnward the center. 



Sims with low Body skill will 
fall on their keisters. 


Two Sims can share a quiet 
twirl in the middle of the rink. 






Small Ice Cap Skating Rink 

/ Price: §IB,8DD 
I / Skill: Body (Skate) 

• Need Effects: Fun 10, Energy -3, Comfort -3, Social 



not« 

JhiE small Ice rink has tmo lanES and a CEntEr 
arEa for tiulrllng. 


This object is functionally identical to the Small 
Roll-O-Rama Rink (above). 

Large Roll-O-Rama Rink 

Price: §25,0DD 
- Skill: Body (Skate) 

Need Effects: Fun 10, Energy -3, Comfort -3, Social 




not« 

ThE largE poIIep rink has thPEE lanES and a CEntEP 
aPEa for tiulpllng. 


This object is functionally identical to the Small Roll-O- 
Rama Rink (above). 

Large Ice Cap Skating Rink 

Price: §28,100 
Skill: Body (Skate) 

■ Need Effects: Energy -3, Comfort -3, Fun 10, Social 




not« 

ThE lapgE Ice pink has thPEE lanES and a CEntEP 
aPEa for tiulpllng. 


This object is identical in function to the Small Roll-O-Rama 
Rink (above). 


Miscellaneous 


Dressers 



"Pit Stop" Dresser by Zoom Arts 

/ Price: §175 
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VrooomlArmoire 

/ Price: §225 


TheCrustikus Dresser by 
Earl Crustikus IV 

/- Price: §230 

The Back Forty Armoire 

/ Price: §240 


Coat Rack de Lovely 

r Price: §335 

/ Need Effects: Environment 3 

This is more than a decoration; it's 
an armoire in disguise. Well, not quite, 
since it only allows changes to and 
from outerwear. 

Children 

Drag Strip Toy Bin 

i Price: §55 
i Need Effects: Fun 7 
7 Need Max: Fun up to 85 

Interactions: 

/ Get Toys Out: Child/taddler/adult/elder. Take toy aut of box and place on floor 
to make toy available to toddler. 

r Join/Ask to Join: Child only. Click on other child playing with tays fram box to 
join in play and group talk. Satisfies Fun and Social. 

/ Play with Toys: Child or walking toddler pulls toy from box and plays with it. 
Satisfies Fun. 

/ Play with: Toddler or child plays with tay already on the Coor. Satisfies Fun. 

! Put Away: Put individual tay away. Autnnnmaus for Neat. 
r Put Toys Away: Puts away all tays on lot. Autonomous for Neat. 




Party 

Beach Party Bar 

/ Price: §I,BCC 
'! Need Effects: Fun 3 

/ Need Max: Fun up to 5C (Juggle) or 8C (Make Crinks) 
or 5C (Consume Crinks) or 7C-CC (Crink from Bottle, 
depends on Playful/Serious) 

nota 

If you place Identical bars side by side, they'll 
connect, though this bar appears to have an 
intervening space. 

Interactions: 

■ Order Crink: Community Lot only. Order a Blended (§15) nr Poured (§10) drink 
from NPC Bartender. Orinking satisfies Fun. 

.■ Tend Bar: Community Lot only. Young adult or older can replace the NPC 
Bartender at the machine and serve any Sims who order drinks. Earn 
Simolenns far time spent warking job, awarded when you cancel interaction. 

Crink from Bottle: Home lot only. Satisfies Hunger and Fun. Playful Sims get 
a higher maximum Fun than Serious. 

Make a Brink: Name lot only. Satisfies Fun. Prepares single drink. 

Make Brinks: Home lot only. Prepares multiple drinks. 

.■ Juggle Tumblers: Home lot only. Satisfies Fun. 

Join: Home lot only. Join Juggling. Satisfies Fun. 

Community Lot-Only 



Electronics 

Audio 


Neukum Systems "Right On" 
Jam Band Wall Speaker 

T Price: §400 
I Need Effects: Fun 2 
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Neukum Systems "Seasonal Solstice" 
New Age Wall Speaker 

Price: §4DD 
.■ Need Effects: Fun 2 


Non-Catalog Objects 

Some very complex and powerful objects aren't available 
from any catalog but arise naturally in the world. These 
objects don't cost anything, but they're just as powerful and 
just as much fun as any object your Sims can buy. 


Snowman 



Need Effects: Fun 4, 
Cumfurt -5, Sccial 

Temperature Effect: Reduce 
Sim’s bndy temperature 


Sims with very Grouchy 
Personalities always make evil 
snowmen. 


Interactions: 

r Make Snowman: Available nn tbe ground with heavy snow accumulation 
only. The area must be large enough to accommodate the snowman and 
the Sim or Sims building it. Children and older may build a snowman either 
autonomously or by user direction. Builder gains Fun but depletes Comfort. 
Building a snowman reduces a Sims body temperatures even if they’re wearing 
outerwear. Sims who are Grouchy/Nice 2 nr less build evil snowmen. 

Jain: Child nr older can join the building of the snowman. The Sim who puts 
finishing touches cn the snowman determines whether snowman is evil or 
normal, regardless of who began the project. Both Sims get extra Social 
during building. 

/ Ask to Join: Sim building a snowman can be directed tn invite any other child 
or alder Sim to join the building. Both Sims get extra Social during building. 



pri m 


Resume Building: If building is interrupted, the building Sim can be directed to 
get back to it. 

Knack Over Snowman: Child or older Sims (may autonomously or by user 
direction) knock over or destroy a finished snowman. Nearby Sims, including 
builder(s), will react according to Personality. Deviant Sims (child Sims with 
low Aspiration score) autonomously do this more often. 

Chew/Scratch: Pets can chew nr scratch snowmen. 

Snowmen stay in finished state as long as heavy snow 
accumulation remains. Once accumulation level drops, 
snowman drops to partially melted state before disap- 
pearing completely. 



Knocking over a snowman 
undoes someone's hard work 
in a cloud of snow and a hail 
of carrots. 



tip 

Onc€ finished, snommen can be moved to any other 
outdoor space in Buy/Build mode. 


Leaf Piles 

I Need Effects: Fun 8 (Play In), Hygiene -2, Sccial 
/ Talent Badge Effects: Gardening 



During fall, all non- 
evergreen trees drop their 
leaves, creating leaf piles 
that bring down outdoor 
Environment score. 


Initially, leaves collect in a messy flat pile that detracts from the lot's 
beauty. Make sure these are cleaned up before the Garden Club comes 
to check out your Sim's lot. 
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Raking leaves tidies the flat, 
messy piles into neat piles. 



Any messy or neat 
leaf piles disappear if 
there's heavy snow 
accumulation. When the 
snow melts, the leaves 
will be gone. 




Making neat leaf piles reduces (but doesn't eliminate) 
the negative Environment impact. 

Interactions: 


Rake: Child or aider Sims can rake massy (flat) leaf piles inta aeat leaf piles. 
Dnae Sims make a neat pile, they begin raking any ether nearhy piles even if 
net instruated te. Builds Gardening Talent Badge. 

Play In: Taddlers and alder Sims can play in raked leaf piles far lets nf Fun 
(with a lass ef Hygieae). Any time a Sim plays in a leaf pile, there's a small 
chance the pile will return ta its unraked, messy state. 

Jain: Child nr alder Sims aan jain a child ar aider Sim (nat a taddler) in leaf 
playing. If the twn Sims have a Lave nr Crush relatianship, there's a chance 
they'll share a “wasn't-that-fun?" smench afterward. 

Ask tn Jnin: Child er alder Sims can invite ether child nr alder Sims tn play 
in the leaf pile far Fun and additianal Sacial. If the twa Sims have a Lave ar 
Crush relatianship, there's a chance they'll share a "wasn't-that- 
fun?" smnach afterward. 

Dispnse: Available an a raked leaf pile. Remnves the pile 
and steps its negative Enviranment effect. 

Add te Campast: If the let has a Cnmpasting Apparatus by 
Apparati Aplenty, leaves can be instead converted inta useful 
fertilizer for your Sims' vegetable gardens. Fertilizing new plants with 
hamemade compost instead of bagged fertilizer is free and boosts 
the plant's quality more than normal fertilizer. Like Dispose, Add to 
Compost negates the pile's negative Environment effect. 

Burn: Raked leaf piles can be burned in lieu nf putting them in '5(1^ 
the trash or composting. Burning leaf piles won't cause Sims _ 

ta panic, fire can spread to nearby objects, including other leaf ^ 

piles. If the fire spreads to anything other than a leaf pile, Sims 
panic. Burning is unavailable during rainstorms. 


And It can even get 
a bit romantic. 


Reward Objects 

The Sims™ 2 Seasons adds several 
new special reward objects. These 
objects are discussed in the 
following chapters: 

/ Weathernaught 57X: "Weather" 

Career Rewards: "New Careers" 

lass 'n Wish Drinking Well by Gaelic Gardens: 

"The Sim's Guide to Gardening and fishing" 


Playing in leaf piles is good fun in the fall. 
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New Socials 

Much of what makes seasons memorable are the 
things you can do only during their narrow meteo- 
rological windows. This chapter introduces you to 
many of these activities, along with other new social 
interactions to use with some of your neighbor- 
hoods' new wildlife, one used by the supernatural 
PlantSims, and one that enables your Sims to 
transfer objects to each other and, if you like, to 
buy another Sim's affection. 



Social Interactions Directory 


Interaction 

Menu 

Availability 

Daily 

A to B Above 

Availability 

Daily 

A to B Below 

And/Dr 

Availability 
Lifetime 
A to B Above 

Availability 
Lifetime 
A to B Below 

Crush or 
Master/Mine 

Love/ 
Go Steady 
or Pack 

Personality 

(Pet) 

User Directed 

Build Snowman 

Snow 

— 

— 

— 

— 

— 

— 

— 

Playful 

Yes 

Catch 

Play 

-ZD 

IDD 

Dr 

D 

IDD 

— 

— 

Not Autanomnus 

Yes 

Chaw/Scratch 

Snewmao 

— 

— 

— 

— 

— 

— 

— 

- (Dnofus) 

No 

Eat 

Snow 

— 

— 

— 

— 

— 

— 

— 

Sloppy (Pigpen) 

Yes 

Give Gift 

Main 

D 

IDD 

Dr 

D 

IDD 

— 

— 

Not AutDoomnus 

Yes 

Knock Dowo 

Snewmao 

— 

— 

— 

— 

— 

— 

— 

Grouchy 

Yes 

Make Scow Aogal 

Snow 

— 

— 

— 

— 

— 

— 

— 

Playful 

Yes 

Pat 

Paoguio 

— 

— 

— 

— 

— 

— 

— 

Not AutDoomnus 

Yes 

Play lo 

Snow 

— 

— 

— 

— 

— 

— 

— 

Playful 

Yes 

Pollan Cloud 

Prank 

-IDD 

IDD 

Dr 

-IDD 

IDD 

— 

— 

Grouchy 

Yes 

Shoe 

Penguin 

— 

— 

— 

— 

— 

— 

— 

Not AutDoomnus 

Yes 

Snowball Fight 

Play 

D 

-Z5 

Dr 

-ID 

IDD 

— 

— 

Not AutDoomnus 

Yes 

Timla Touroaau 

Play 

-IDD 

IDD 

Dr 

-IDD 

IDD 

— 

— 

Not AutDoomnus 

Yes 

Watar Ballooo Fight 

Play 

D 

-25 

Dr 

-ID 

IDD 

— 

— 

Not AutDoomnus 

Yes 
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Sim-to-Sim Interactions 

Top Menu Interactions 

GiyeGjft 

/ Who: lEEn/yaung adult/adult/EldEr ta tEEn/yaung adult/sldar ar ahild ta 
child ar child tc tEEn/yaung adult/adult/nldEr (family nr hausEhnld anly) ar 
tEEn/yaung adult/adult/EldEr ta child (family nr hausBhnld anly) 

The Give Gift interaction is flexible and powerful tool for 
building relationships and the easiest way ever to transfer 
objects from a controllable Sim to an autonomous Sim. For 
example, say you're controlling Sim A on Lot A and want to 
give a customized painting to Sim As fiance, Sim B, who lives 
on Lot B. Because you can't control both Sims on the same 
lot, how do you get an object from a controllable Sim to a 
non-controllable Sim? The answer: give it as a gift. Still, gifts 
are not a sure thing; whether a Sim accepts it depends on 
three things: 

/ RElatiunship tc tha givEr 
/ ValuB of tha gift 
/ SEasDU 



A gift can really change 
a relationship. 


Select which item or items you 
want to transfer. 



Autonomaus 

If AcCEpt, 
A's Social 

If Accept, 
A's Daily 

If Accept, 
A's Lifetime 

If Accept, 
B's Social 

If Accept, 
B's Daily 

If Accept, 
B's Lifetime 

If Reject, 
A's Sccial 

If Reject, 
A's Daily 

If Reject, 
A's Lifetime 

If Reject, 
B's Social 

If Reject, 
B's Daily 

If Reject, 
B's Lifetime 

Yes 

— 

— 

— 

— 

— 

— 

— 

— 

— 

— 

— 

— 

Ne 

Variabla 

Variabla 

Variable 

Variable 

Variable 

Variable 

5 

-7 

-1 

5 

-5 

-1 

Yes 

— 

— 

— 

— 

— 

— 

— 

— 

— 

— 

— 

— 

Yes 

— 

— 

— 

— 

— 

— 

— 

— 

— 

— 

— 

— 

Ne 

ID 

5 

2 

ID 

7 

2 

D 

-5 

-2 

D 

-5 

-2 

Yes 

— 

— 

— 

— 

— 

— 

— 

— 

— 

— 

— 

— 

Yes 

— 

— 

— 

— 

— 

— 

— 

— 

— 

— 

— 

— 

Ne 

8 

5 

1 

8 

5 

1 

5 

-5 

-1 

5 

-5 

-1 

Yes 

— 

— 

— 

— 

— 

— 

— 

— 

— 

— 

— 

— 

Yes 

18 

4 

D 

ID 

4 

D 

— 

— 

— 

— 

— 

— 

Ne 

D 

-7 

-1 

D 

-7 

-1 

— 

— 

— 

— 

— 

— 

Ne 

8 

5 

1 

8 

5 

1 

D 

-5 

-1 

D 

-5 

-1 

Ne 

Variabla 

Variabla 

Variable 

Variable 

Variable 

Variable 

— 

— 

— 

— 

— 

— 

Ne 

8 

5 

1 

8 

5 

1 

D 

-5 

-1 

D 

-5 

-1 
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nota 

Gift giving rEquires a positive reiationship from Sim 
A to Sim B. RemEmbep that Sim B’s reiationship 
to Sim A — luhich could b£ significantly ujorsE or 
better — has no effect on ujhether Sim A can do the interaction. 
Thus, it is possible to give a gift to someone mho despises Sim A. 

Also, Give Gift is available only if Sim A has at least one 
inventory object. If the inventory is empty, the interaction 
mon't appear. 




A gift can elicit many 
different reactions: Happy. 


Neutral. 


Hostile. 




Generally, Sims have three reactions to a gift: 

■■ Happy: RacipiEnt is DVErjayad with the gift and accepts it, with big gains 
tn Daily and LifetimE RElatianships and Sacial NcEd cn bath sides. 

' Neutral: Recipient is pleased but unimpressed with the gift and accepts it, 
but with aniy small gains in Daily Relatiansbip and Sacial Need and na gain 
in Lifetime Relatiansbip. 

/ Reject: Recipient is displeased with the gift and rejects it, with decreases 
in bath Daily and Lifetime Relatinnships. 


primasafnea.com 


What governs this reaction is a point system that 
assigns values to both the relationship and the value of the 
gift. Reaction is based on the total of these scores: 


Score (Relatiansbip + Value) Reaction 
-IDD tn ID Reject 

2D tn 5D Neutral 

Mare than BD Happy 


Relationsh ip to G ift G iyer 



The higher the Daily Relationship of the recipient to the 
gift giver, the more likely it is that the recipient will accept 
a gift. Moreover, the higher the relationship, the less 
expensive the gift must be to be accepted. 


Daily Relationship B to A 

Paints 

-IDD tn -7B 

-5D 

-75 tn -51 

-4D 

-5D tn -2B 

-3D 

-25 tn -1 

-15 

Dtn 2D 

15 

21 ta 4D 

3D 

41 tn BD 

4D 

Bl ta BD 

5D 

81 tn IDD 

BD 


§D-§ID -ID 

§II-§5D D 

§5I-§IDD ID 

§IDI-§5DD ZD 

§5DI-§I,DDD 3D 

§I,DDI-§5,DDD 4D 

§5,DDD+ BD 


Value 


The value of the gift is 
based on the object's 
current depreciated value; 
you can't expect a used TV to be 
as gleefully accepted as a brand 
new one. If more than one object 
is included, the value is the 
collective depreciated value 
of the objects. 

Gift Value Paints 
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Season 

Sims are in a more gift-centered mood in the winter, so gift 
acceptance scores are different during that season. For 
gifts given in winter, 20 points are added. Thus, most gifts 
will get one-higher-level reaction than during other seasons 
(that is, a neutral reaction will be a happy acceptance). 

Notably, because of this bonus, Sims with very low 
relationships toward your Sim (-75 to -100)— who normally 


won't ever accept a gift of any value— will neutrally react 
to a -l-§5,000 gift. They're still pretty hard to please, but 
it's possible. 

Scorin9 

The tables below show exactly the outcome at every combi- 
nation of B's relationship to A and gift value. The second 
table adjusts for the more magnanimous effects of winter. 


Gift Giving Results by Daily Relationship vs. Gift Value (Spring, Summer, Fall) 


Daily Relationship 
B to A 

Gift Value 
§D-§ID 

Gift Value 
§II-§5D 

Gift Value 
§5I-§IDD 

Gift Value 
§IDI-§5DD 

Gift Value 
§5DI-§I.DDD 

Gift Value 
§I.DDI-§5.DDD 

Gift Value 
§5.DDD+ 

-IDD to -7B Daily 

Rejeat 

Rejeat 

Rejeat 

Rejeat 

Rejeat 

Reject 

Reject 

-75 to -51 Daily 

Rejeat 

Rejeat 

Rejeat 

Rejeat 

Reject 

Reject 

Neutral 

-50 ta -ZB Daily 

Rejeat 

Rejeat 

Rejeat 

Rejeat 

Reject 

Reject 

Neutral 

-25 to -1 Daily 

Rejeat 

Rejeat 

Rejeat 

Rejeat 

Reject 

Neutral 

Neutral 

D to 2D Daily 

Rejeat 

Rejeat 

Neutral 

Neutral 

Neutral 

Neutral 

Happy 

21 ta 4D Daily 

Neutral 

Neutral 

Neutral 

Neutral 

Happy 

Happy 

Happy 

41 ta BD Daily 

Neutral 

Neutral 

Neutral 

Happy 

Happy 

Happy 

Happy 

Bl ta SD Daily 

Neutral 

Neutral 

Happy 

Happy 

Happy 

Happy 

Happy 

Bl ta IDD Daily 

Neutral 

Happy 

Happy 

Happy 

Happy 

Happy 

Happy 

Gift Giving Results by Daily Relationship 

VS. Gift Value (Winter) 




Daily Relationship 
B to A 

Gift Value 
§D-§ID 

Gift Value 
§II-§5D 

Gift Value 
§5I-§IDD 

Gift Value 
§IDI-§5DD 

Gift Value 
§5DI-§I.DDD 

Gift Value 
§I.DDI-§5.DDD 

Gift Value 
§5.DDD+ 

-IDD ta -7B Daily 

Rejeat 

Rejeat 

Rejeat 

Rejeat 

Reject 

Reject 

Neutral 

-75 ta -51 Daily 

Rejeat 

Rejeat 

Rejeat 

Rejeat 

Reject 

Neutral 

Neutral 

-50 ta -ZB Daily 

Rejeat 

Rejeat 

Rejeat 

Rejeat 

Neutral 

Neutral 

Neutral 

-25 to -1 Daily 

Rejeat 

Rejeat 

Rejeat 

Neutral 

Neutral 

Neutral 

Happy 

D ta 2D Daily 

Neutral 

Neutral 

Neutral 

Neutral 

Happy 

Happy 

Happy 

21 ta 4D Daily 

Neutral 

Neutral 

Happy 

Happy 

Happy 

Happy 

Happy 

41 ta BD Daily 

Neutral 

Happy 

Happy 

Happy 

Happy 

Happy 

Happy 

Bl ta SO Daily 

Happy 

Happy 

Happy 

Happy 

Happy 

Happy 

Happy 

SI to IDD Daily 

Happy 

Happy 

Happy 

Happy 

Happy 

Happy 

Happy 
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Outcomes 

The results of a gift depend entirely on Sim B's reaction: 

Give Gift Dutcomes 

Reaction A s Social As Daily As Lifetime B's Social B's Daily 
Reject D -5 -2 D -5 

Neutral 5 3 D 5 3 

Happy ID 5 2 ID 7 


Play Interactions 

TimleTourneau 

■ Who: Dhild/teen/yeung adult/adult/elder to child/teen/yaung 
adult/adult/elder 

Always accepted. To be available, Sim A must be in a pool. 

Timie Tourneau (the Sims' version of Marco Polo) can 
be played by multiple Sims. In the game, one person is "it." 
The role changes if the Sim who's "it" can locate and tag— or, 
more accurately, splash— another Sim. 



Sneak quietly, or this "fish out 
of water" will be "it." 


Though much of the game consists of swimming-and- 
searching, players can get out of the pool to sneak to new 
locations. Ifj however, the Sim who's "it" calls "fish out of 
water" while another Sim is out of the pool, that Sim is "it." 
Sims can duck underwater to miss tags and even jump 

directly into the pool 
from the sides (a new 
ability available only 
when playing Timie 
Tourneau). 


what lies beneath? A Sim 
avoiding a tag, of course. 




primaflam«s.ooin 


B's Lifetime 
-2 
D 
2 


Playing Timie Tourneau builds Body skill, satisfies Fun 
and Social, builds Daily Relationship, and depletes Hygiene. 



tDp 

Timie Tourneau works best in rectangular pools. 


Play Catch 

' Who: Dhild/teen/yuung adult/adult/elder tu child/teen/yeung 
adult/adult/elder 



A little father-daughter game 
of catch can be a great pastime 
on a warm spring day. 



Unless, of course, the 
daughter has a Grouchy 
Personality. Grouchy Sims may 
randomly throw the ball very 
hard, but this doesn't damage 
either the beaned Sim's Needs 
or relationship to the mean- 
spirited thrower. 


Accepted if Sim B's: 

1. Daily is graatar than -15, ar 

2. Daily is lass than -15 and Playful/Sarinus is graatar than 8, nr 

3. Daily is lass than -15, Playful/Sariaus is lass than 8, and Lifatima is 
graatar than ID 
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High 

Bad 

Grauchy 

Shaka Haad 

High 

Bad 

Nica 

Bmila 

High 

Oaad 

BEriaus 

Laugh Strang 

High 

Oaad 

Playful 

Prank Back 

Law 

Oaad 

Muan 

Pakc 

Law 

Oaad 

Nica 

Light Cry 

Law 

Bad 

Maan 

ShavE 

Law 

Bad 

Nica 

Heavy Cry 


pritnagames.oom 


Sims with low Body skill may drop the ball. Satisfies 
Social and Fun and depletes Energy. 

Snowball 

Who: Child/tEEn/yaung adult/adult/EldEr to ahild/tEEn/yaung 
adult/adult/aldEr 


Good thing it's 
warm out, or that'd 
get chilly in a hurry. 


Though only PlantSims can physically perform this prank, 
it works just like all the others. Pranks can't be rejected, but 
Sim B's reaction depends on Mood, Personality, and Lifetime 
Relationship with Sim A. 

Sim B's Reaction to Pranks 

Daily Delatianship to A Maad PErsanality llEactian 


/ Wha: Child/tEEn/yaung adult/adult/nldEr ta 
child/tEEn/yaung adult/adult/ Eldnr 

Accepted if Sim B's: 

1. Daily is gmatEr than 40, or 

2. Daily is Iess than 40 and Playful/SEriaus is 
gpEatEP than 8, or 

3. Daily is Iess than 40, Playful/SEriaus is Iess 
than 8, and LifEtimE is grEatErthan -20 


This multi-Sim, joinable Fun activity is available anytime 
except in light or heavy snow accumulation. If B accepts, 
Sims head outside and find a nice big space to battle it out. 

Sims' Body skill governs the accuracy of their throws 
and how well they can dodge. 

Sims gain Fun and Social and lower internal tempera- 
ture while playing. 


Prank Interactions 

Pollen Cloud 


It's increased Relationship points for 
everyone in the family when a snowball 
fight breaks out . 


Accepted if Sim B's: 

1. Daily is grEEtEr than 40, or 

2. Daily is Iess than 40 and Playful/SEriaus is graatEr 
than 8, ar 

3. Daily is Iess than 40, Playful/SErinus is Iess than 8, 
and LifEtimE is grEatEr than -20 

This multi-Sim, joinable Fun activity is 
available only with heavy snow accumula- 
tion. If B accepts, Sims head outside and 
find a nice big space to battle it out. 

Sims' Body skill governs the accu- 
racy of their throws and how well they 
can dodge. 

Sims gain Fun and Social and drop 
internal temperature while playing. 


Who: Adult/nldEr PlantSim to tEEn/ynung adult/adult/EldEr 


Only PlantSims can 
do this new Prank 
interaction. Hope he 
doesn't have hay fever! 
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■ Shake Head if: Lifetime is greater than 15, Mnad is negative, and Nice/Grnuchy 
is less than G. 

^ Smile if: Lifetime is greater than 15, Mnad is pnsitive, Neat/SInppy is less 
than 5 nr Lifetime is greater than 15, Mnad is negative, and Nice/Grauchy 
is greater than G. 

Laugh if: Lifetime is greater than 15, Mnad is pnsitive, and Neat/SInppy 
is less than 5. 

/ Prank Back and Laugh if: Lifetime is greater than 15, Mnad is pnsitive, and 
Neat/SInppy is greater than 5. 

/ Poke if: Lifetime is less than 15, Maad is pnsitive, and Nice/Grnuchy is 
less than 4. 

/ Light Cry if: Lifetime is less than 15, Mnad is pnsitive, and Nice/Grnuchy is 
greater than 4. 

■ Shave if: Lifetime is less than 15, Mead is negative, and Nice/Grauchy 
is less than 4. 

• Heavy Cry if: Lifetime is less than 15, Mnad is negative, and Nice/Grnuchy 
is greater than 4. 


How someone reacts to a 
Pollen Cloud depends on 
several factors. 


PlantSims get a lot out of this prank, but even good- 
humored victims suffer a bit of Comfort: 

/ Prankster Lava: +8D 
Victim Camfurt: -2D 



nota 

When a pranked Sim pranks back, the prank chosen 
is dictated by Personality, specifically levels in Nice/ 
Grouchy, Playful/Serious, and Neat/Sloppy. The 
highest of the three controls the prank back: 

r Grouchy: Joy Buzzer 
■ Playful: Water Balloon 
' Sloppy: Ventrilo-Fart 

If tmo or more of these traits are equal, the Sim chooses 
randomly. If the victim is another PlantSim mho chooses to 
prank back, the response is another Pollen Cloud. 



Snow Interactions 


Eat 

• Whu: Taddlar cr adult/aldar dag 



Watch the snow fly when 
the toddlers get outside. 


Heavily accumulated snow allows toddlers and dogs to eat 
snow for Hunger satisfaction. This depletes Bladder as well. 
Eating snow depletes Sims' internal temperature, but has no 
temperature effect on dogs. 




notd 


Instead of the usual Needs, PlantSims have 
three that are all their omn. Still, each morks 
similarly to one or more of the standard Needs. 
For example, the kind of interactions that feed either Fun or 
Social satisfy PlantSims’ Love Need. See the “Nem NPCs and 
PlantSims” chapter. 



When there's heavy snow accumulation, toddlers may play 
in the snow (like splashing in puddles) for Fun satisfaction. 
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New N PCs AND PlantSims 


The sudden onset of seasons and weather has attracted and 
confused some of the fauna in distant weather-and-season- 
having lands, and now they've found their way to your 
Sims' neighborhoods. These new creatures— one larger and 
more significant, the others smaller and collectable— are 
worth getting to know. This chapter introduces you to the 
penguin, fireflies, and butterflies and lets you in on how to 
attract them— and what to do with them when they appear. 

These changes have had other effects too. The meteoro- 
logical shift has brought forth another new supernatural 
form of Sim life: the PlantSim. This part-Sim, part-plant 
being is both a consequence for environmentally foolhardy 
gardeners and a unique challenge in Sim life. 

Wildlife 

The wildlife in your Sims' neighborhoods just got a bit 
chillier with the latest bit of fauna: the penguin. 



The penguin is a pleasing but elusive visitor to Sim lots, 
appearing in any season, but mostly in winter. The odds of 
him coming will be higher if 

-T TherE epe fish plasEd eh tha lot, Eithar on tha ground or mountEd 
DO tha walls. 

•r A goldEO trout, Eithar raw ar mountad, is anywhara on tha lot. 

7 It’s snowing. 

■7 It’s snowing haavily. 

■7 Thara is light or haavy snow aaaumulation. 
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He'll only eat two of these 
golden trout, but that can be 
a costly feast (for you, not the 
penguin). Justto add insult to 
injury, he may leave a puddle 
after he eats. 



If your Sims are "lucky" enough to get a visit from this 

nattily dressed visitor, he can do several things: 

-r If thara ara any fish plaaad on tha ground, ha can oat up to two during 
ana visit. 

-t He’s attractad to wall-mountad fish, avan attampting to ovarcoma tha 
bounds of Evolution by flying up to tham. Your mountad fish probably bava 
nathing to faar. 

4 Ha chattars at any snowman or scaracrows ha aocountars. 

/ If thara’s haavy snow accumulation, ha’ll bally slida around tha lot. 

Ha may accasionally laava a bit of panguin piddla. 


Petting the penguin isn't 
dangerous; he always 
accepts and seems to enjoy 
it quite a bit. 


If Sims want to get really up close and personal with the 
penguin, they can pet him on his head. 

To get rid of a penguin, do the Shoo interaction. 

Butterflies and 

During the day, butterflies may convene anywhere on a 
lot, but they gravitate to traditional butterfly gathering 
spots (such as over flowerbeds). When the sun goes down, 
a different kind of bug may flit about your Sims lots: the 
firefly. Butfor their contrary times of day, however, both 
bugs function identically. 
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Butterflies are more likely to appear during 
summer and fireflies in the fall. 

What to do with butterflies/fireflies? Well, you could 
choose to do nothing, ignoring them and simply enjoying 
the sight of them flitting about your Sim's ^ 

property. Or you could capture them for your 
Sims' amusement. 

(aUh(Butt^ 

child or older Sims can be directed to catch 
butterflies or fireflies via the ground beneath the 
bugs. Chances of catching butterflies or fireflies 
increase with the Sim's Logic skill. 


Fireflies can 
converge 
anywhere, but 
bushes seem to 
be a popular 
meeting place. 


Sims may View the jar for Fun as long as the bugs are 
alive. You can also direct your Sims to release the bugs. 

If you don't free them, the jar's inhabitants eventually 
shuffle off to bug heaven. Sims react to this loss depending 
^ on age (children will sniffle) and Personality (Grouchy 
Sims may cheer). A jar of dead bugs brings down Envi- 
ronment score until you use the Clean interaction. 



If a Sim catches butterflies or fireflies, they're 
automatically stored in a humane jar that can be 
placed in the Sim's home (and moved in Buy/Build 
mode). Firefly jars, once placed, act as working lights 



i£>: 


Cats mill bat at buttErflies and firEfllES 
in thE yard. 


PlantSims 


I I FirEfllES can bE kEpt alivE EtErnally mith a 

I consolE chEat. To summon thE ChEat mindom, 

prESS ICtrl I + 13111111 + [cl. 

ThEn, EntEr: “bugJarTimEDEcay off” (mithout quotEs). 
To dEactivatE thE chEat, typE “on” InstEad of “off” in 
thE samE chEat. 



Sims can catch these 


charming and evoca 


tive insects in their 


own bug jar. 


When most Sims talk of moving into a 
community and putting down roots, they 
don't mean it literally. Not so for PlantSims, 
the newest supernatural Sim looking to fit 
into neighborhood life. With a unique slate of 
Needs, an asexual mode of reproduction, and 
an array of new challenges, PlantSims make 
pesticide abuse an attractive option. 


PlantSim Genesis 



Spray, spray, 
spray! Wheee! 
What could 
possibly go 
wrong? 


Perfectly normal Sims can be transformed 
into a PlantSims if they use too much pesti- 
cide on their garden plants and orchard trees. 
After adult or elder Sims have personally sprayed 
plants/trees on their lotlOO times, every subse- 
quent spraying carries a 10 percent chance of 
turning them into PlantSims. In other words, 
extreme pesticide abuse is required to see this risk. 
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If you mak€ your Sims spray often enough to 
become a PlantSim but you don't mant them 
to undergo this transformation, there is a 
reiativeiy easy may to set things right. (See the “Curing 
PiantSim-ism” section iater in this chapter.) 


PlantSim Lifecycle 

PlantSims have only three ages: toddler, adult, elder. Newly 
transformed PlantSims begin in whatever their current, 
conventional age and days remaining; becoming a PlantSim 
won't shorten a Sim's time on earth. Newly born PlantSims, 
however, experience life quite differently than transformed 
PlantSims. 

Though PlantSims' life spans are shorter than those of 
normal Sims (by 26 days), the special powers of PlantSim 
life help them make far more of their time than normal 
Sims. For example, PlantSims don't have to eat food or sleep, 
meaning that they can— with a few choice objects in their 
home— live life around the clock. 


Toddlers 


Duration: 4 days 


PlantSims emerge from the 
seed as fully formed toddlers, 
able to both walk and talk. 



Spawned (see the "Spawning" section later in this chapter) 
PlantSims begin life as toddlers, but not toddlers as you 
know them. PlantSim toddlers are born able to walk and talk. 

Unlike later ages of PlantSims, PlantSim toddlers 
can satisfy their Water Need with fewer objects (see the 
"PlantSim Needs" section later in this chapter). When they 
grow up, toddlers transition directly to the adult stage. 

Toddlers can't be cured of PlantSim-ism; you must wait 
until they become adults to administer the curing potion. 



not€ 

Because PlantSims have no teen stage, they can’t 
go to college. 



When PlantSim toddlers grow 
up, you need to select their 
Aspirations and Turn Offs/ 
Turn 0ns. 


Adults 





PI 




1 ®' 



Wi 




' Duration: 2D days 


Toddler PlantSims 
go straight into 
adulthood. 


Adult PlantSims are 
fully functional Sims, 
with Aspirations, Needs, 
Wants, Fears, etc. They 
can reproduce both 
sexually and asexually. 





> Duration: D-31 days 


Elder PlantSims can be hard 
to distinguish at first, but 
their white-haired eyebrows, 
slumped shoulders, and slightly 
sunken faces are telltale signs. 


Elder PlantSims have all the same abilities as adult 
PlantSims and all the customary unique features common 
to all elder Sims. Like normal Sims, elder PlantSims have 
an indeterminate life span, based partially on random 
chance but mostly on Aspirational success during their 
adult phase. 
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Because spaiuned (rather than transformed) elder 
PlantSims haven’t had a teen or young adult phase, 
they have far femer opportunities to build the 
kind of Aspiration score that’ll extend life to the full I O extra 
days possible. 


PlantSim Needs 

PlantSims have a unique triumvirate of Needs: 

/ Sunlight 
Water 
/ Love 


nota 

Though the names and functionality differ, each 
PlantSim Need roughly equates to one or more of 
the normal Sim Needs. Sunlight plays a similar role 
in PlantSims’ lives as Energy, except that they can be aujake and 
doing other things mhile satisfying it. Water functions similarly 
to Hunger. Love is exactly like Social. 



Sunlight 


lust being outside feeds a 
PlantSim's Sunlight Need. 


Sunlight Need is satisfied by being exposed to either real or 
artificial daylight. The primary source of Sunlight satisfac- 
tion is being outdoors during daylight hours (7 a.m.-7 p.m.). 
Natural sunlight satisfies the Sunlight Need faster than arti- 
ficial, but that rate is slowed in cloudy or stormy weather. 

nota 

Sunlight coming through ujindoujs docs not satisfy 
a PlantSim’s Sunlight Need. Sun coming through 
greenhousE malls and roofs, homever, doES. 

Because winter temperatures can be problematic for 
PlantSims, and sunset deprives them of their primary means 
of satisfaction, your PlantSims' homes can be equipped with 
artificial sunlight. The Toasty Garden Lamp sans Toast (Build 




Mode > Garden Center > Gardening, §2,000) does what no 
other light can do: satisfy PlantSims' Sunlight Need, albeit 
more slowly than the real thing. 


The only remedy for 
a Sunlight-deprived 
Sim is dawn. There’s 
nothing to do but wait. 


When PlantSims are low on Sunlight Need during 
the day, they autonomously rush outside to bask in the 
sunshine. At night, however, they won't autonomously seek 
out a garden lamp, so you must be mindful of getting them 
the light they need before they collapse. If the Sunlight 
Need does fail after sundown, the PlantSims will, with their 
last bit of stored energy, rush outside and collapse in the 
yard. This puts them in a position to be revived automati- 
cally at sunrise. 

If PlantSims do collapse for lack of Sunlight, they'll 
revive only once the Need has been satisfied a bit. In most 
cases, this means waiting until sunrise; the PlantSim should 
revive by 7:30 a.m. 

tip 

In thE rarE (and probably playEr-inducEd) occasion 
luhEn a PlantSim cannot get outside befoPE 
collapsing, the only solution is to install a garden 
lamp on the ceiling above. 





Water 

PlantSims must have regular exposure to water or they'll 
wilt and die. It's similar to a normal Sim's Hunger Need, but 
the ways PlantSims can get water are much more varied. 
Identical would be if normal Sims could satisfy Hunger by 
rolling around in gravy. 



nmtm 


Water Need is actually linked to the Hygiene Need, 
not Hunger. Thus, when PlantSims go to work, their 
Water Need changes by the amount dictated for the 
job’s Hygiene change. Still, the analogy to Hunger is a bit more 
helpful given what water means to a plant. 
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PlantSims can satisfy their Water Need by doing 
anything that consumes or puts them in contact with liquid. 
These include: 


Drinking jjicE frrnn a bar 

Drinking lamnnada 

Drinking water 

Playing in rain puddles 

Playing in Wet n' Wild Water Wiggler 

Water ballaan figbt 


Rain 

/ Sbewering/bathing 
i Snaking in hat tubs 
! Swimming 
Water ballaan prank 



Water Need is satisfied 
in myriad ways. 


Because toddlers can't do as much on their own, they 
have fewer ways to satisfy their Water Needs: 

Being batbed .■ Playing in tailet 

r Drinking fram battle / Sitting in puddles 
/ Eating Dawers / Sitting in rain 

Playing in puddles 

Several interactions hasten the decay of the Water Need: 

Being electrocuted 
Being on fire 

/ Being struck by lightning 
/ Dancing 
/ Exercising 

/ Going ta work (following the job's Hygiene depletion) 
i Panicking from fire 
! Skating on either rink 
! Throwing up 

/ Using the Eclectic and Enigmatic Energizer Aspiration reward 
X Using toilet 
Warming self on fireplace 
> Warming/roasting marshmallows by a boafiro 



Parched PlantSims run 
out to the mailbox at 
the first drop of rain. 


If PlantSims' Water Need drops too low, they visually 
changed to a more brownish "wilted state." Water is the only 
Need that can, by itself cause a Sim to look wilted. 


If Water Need runs totally 
dry, PlantSims can be revived 
with a light sprinkle from the 
watering can. 


As with the Sunlight Need, a PlantSim who's about to 
bottom out in Water Need will hurry out to the sidewalk to 
be revived by the next rainstorm. Otherwise, PlantSims who 
live alone might never be able to wake up. 




nota 

If a lot gets regular visits from a Gardener, 
she’li revive any passed out Water-depieted 
PiantSims she finds. 


Love 


Any kind of interaction 
feeds a PlantSim's 
Love Need. 



Love is the PlantSim's Need for interaction with other Sims 
If that sounds familiar, it's because Love works exactly the 
same as Social, with all the same interactions feeding Love 
as would feed its normal Sim analog. 
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Wiitjng 


A PlantSim's appearance (hair and skin) will turn from 
vibrant green to dried brown and wilted if either: 

/ Water NbecI draps critically law 
! Dvarall Maad draps balaw zero 


Gardening 


f m 


Because they already 
have the green thumb, 
it's not surprising 
that PlantSims are all 
world-class gardeners, 
Gold Talent Badge and all. 


The moment Sims transform into PlantSims, they 
immediately understand all there is to know about 
gardening, automatically receiving a Gold Gardening 
Talent Badge. They retain this badge even if they're 
cured of PlantSim-ism. 


I PlantSim toddlers are 
born laith the Gold 
Gardening Talent Badge, 
but it doesn't shorn up until they age 
to adulthood. 








Spores of Happiness 
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Really happy PlantSims 
make others around them 
happy too. 


lust shake off some 
seeds and then... 


Instant offspring. 


PlantSims and their young 
always have identical 
Personalities. 


When PlantSims are in a very good Mood, they emit "spores 
of happiness" that share the feeling with anyone else 
nearby. Any Sims standing in the same 
room as the happy PlantSim receive a slow 
but noticeable satisfaction of Hunger, 

Comfort, Energy, Fun, and Social. 


Spawning 

PlantSims are the only Sims that 
can reproduce asexually (without 
performing a Try for Baby interaction 
or being abducted 
by aliens). 


To reproduce, a PlantSim of either gender can simply 
perform the Grow Plantbaby self-interaction. This interac- 
tion is available at all times, regardless of Mood, unless 
there are already the maximum number of Sims in the 
household. Once the deed is done, the process is exactly 
as you'd expect, save that the "baby" you get is actually 
a walking, talking toddler. 


PlantSim Genetics 


Plant genetics are far simpler 
than Sim genetics, tending more 
toward replication than diversity. 
Still, there some Sim in the genetic 
mix too, and that livens 
things up a bit. 


not« 

PlantSims can also reproduce the 
old-fashioned may luith either a 
normal Sim or another PlantSim. 
Either may, the baby mill be a normal Sim 
created mith all standard genetic rules. 

Note, homever, that only the human Sim in 
a coupling has the Try for Baby interaction 
available, so the human Sim must initiate. 

The resulting baby mill not have any 
plant traits from the PlantSim parent. They 
instead inherit the PlantSim’s hidden normal 
appearance, as they mere before they mere 
transformed or as they mould be if they 
mere cured of PlantSim-ism. 
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In many obvious ways, young PlantSims are copies of 
their parents. PlantSim parents and all of their offspring 
will be identical (or nearly so) in many ways: 

' Personality: Identical to parent 
Skills: Identieal ta parent 

/ Gardening Badge: Gold when they became an adult 
/ Other Talent Badges: 50 pereent chance af inheriting eaeh of parent's badges 



not« 

IntEPEsts arE still assigriEd randomly. 


With one parent, you might expect all PlantSim 
offspring to look just like that parent. Because a house full 
of clones might not be the best situation, there's a system 
in place to assure that a Sim's appearance will always be at 
least slightly different from its parent. 

PlantSim's appearance genetics are actually done based 
on two parents: the actual spawning parent and an imagi- 
nary "perfect" PlantSim ideal that acts, for appearance 
purposes only, as the second parent. The result is the kind of 
complex genetic diversity you're accustomed to seeing but 
with a particularly botanical twist. 

Curing PlantSim-ism 


The Garden Club and 
the Gypsy Matchmaker 
can get rid of your little 
leaf problem. 


There is a relatively easy cure for PlantSim-ism, and it's 
only a phone call away. If you want your adult or elder Sim 
returned to normal, use the telephone's Services menu to 
call the Garden Club. 


Drink it down to 
put your PlantSim 
life behind you. 




Don't need a Garden Club evaluation you say? Well, 
that's not all they do. There's a reason they frown upon 
pesticide use, you know, and it has nothing to do with the 
veggies. They are the keepers of antidote for PlantSim-ism: 
Plantophic-C (§60 per dose). One swig of this and it's back 
to normalville. 

Only adult or elder Sims can drink Plantophic-C— 
toddlers must wait until they grow up. Cured PlantSims get 
to keep their Gold Gardening Talent Badge. 



nota 

Plantophic-C can also be bought from the Gypsy 
Matchmaker, mho’s also reachablE via the phone’s 
Services menu (“Matchmaking Service”). 


PlantSim Interactions 



Kinda cannibalistic 
when you think about 
it, but she's enjoying it. 


There are two new interactions that only PlantSims 
may perform: 

Prank-.-Pollen Claud: A Prank intaractian invalving a cloud nf graan pallan. 

f Eat-.FIawars: A PlantSim toddler interactioo that satisfies the taddler’s Water 
Need. No damage befalls the flowers. 


(iothing 

PlantSims can change clothing, but their Everyday outfit is 
always their leafy greens. 



not€ 

For an Excellent example of a house built for 
life as a PlantSim, see the Greenman house 
in Riverblossom Hills. 
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Build Mode Additions 

Because gardening is about the nuts-and-bolts of your Sims' 
homes, the major tools are all found in Build, not Buy, mode. 
That's where to go for environmentally-sound bug counter- 
measures, garden plots, orchard trees, and more. Lots more 
in Build mode will enhance your Sims' gardens, adorn their 
roofs, and liven up their swimming pools. This chapter lays 
it all out for you. 

Gardening 

Gardeners know that they're only as good as the tools in their 
sheds. That's why there's a big slate of objects that make 
Sim gardening not only possible, but also powerful and fun. 
All gardening objects can be found in a new "Gardening" 
section of the Build mode's Garden Center catalog. 



n®t« 

Fop th€ full rundown on gardEning, see “THe Sim’s 
GuidE to GardEning and Fishing” chaptEr. 


Gardening Build Mode Objects 


Pleaunt Earth 


This tool lays out a single tile of garden soil that enables 
Sims to grow garden plants. Soil tiles can be placed only on 
uncovered ground, never on covered floors, foundations, 
or decks. 
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Garden plots can be 
placed individually... 


...or dragged 
out exactly like 
foundations/decks. 



n@t« 

All intEractions listEd bElouj, EXCEpt Compost and 
DisposE, add to a Sim’s GardEning TalEnt BadgE. 


Interactions: 

■ FErtilizE...: Add fErtilizEr to the single plot. FErtilizer can be purchased with 
each USE (“Bag") nr taken far free frnm a charged Cnmpnsting Apparatus by 
Apparati Aplenty nn the lot. Fertilizing each plat casts §ID nr ane cnmpnsting 
charge. Bath methods increase plant quality — compost has a larger 
effect — and harvest yield. 

■ Plant...: Plant a seed of the chosen variety in the plot. Selection of seeds is 
based on the Sim's Gardening Talent Badge. Planting a variety in its chosen 
season increases its quality. 
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A compost bin with no finished 
compost looks like this. 


■ FertilizE Many...: Applies chosen fertilizer to all unplanted garden plots nearby. 

■ Plant Many...: Plants chosen seed in all unplanted garden plots nearby. 

/ Water: Adds water ta a sprouted plot. Always available even if plant has been 
recently watered or is overwatered. 

Water Many: Water all planted garden plats nearby regardless of their watering 
level ar whether they're regularly watered by sprinklers. Use this interaction 
only when you can be certain the plants aren't getting water in ether ways 
(such as if they're in a greenhouse with no sprinklers). 

/ Tend: Available when weeds sprnut around a plant. Remnves the weeds and 
resets the time until the next tending. Also adds to the plant's quality (in 
praportion to the Sim's Gardening Talent Badge). 

Tend Many: Available when weeds sprout on multiple plants. Removes the 
weeds on all planted plots with weeds nearby. 

Talk to: Available on planted plots if a Sim has a Gald Gardening Talent Badge. 
Increases plant quality aver time. Sim stops talking to a plant when its quality 
reaches BQ (Thriving) or the Sim's Mood drops to negative (red). 

/ Spray: Available an adult-stage planted plots when they're infested with 
bugs. Eliminates all bugs, but reduces plant quality and may cause a Sim to 
transform into a PlaotSim. 

Spray Many: Available when mare than one adult-stage planted plot is infested 
with bugs. Sprays all nearby infested plots. 

/ Harvest: Available when planted plot shows finished fruits or vegetables. 
Removes the fruit and automatically removes the plant. Plot is reset to 
bare, unfertilized earth. Harvesting in the plant's preferred season 
increases its yield. 

■ Harvest Many: Available when mare than one plant af the same variety 
is harvestable. Harvests all nearby plots with harvestable plants af the 
identical variety. 

Compost: Available an a sprouted plot. Remove a plant from the ground and 
add to composting bin (one charge per plant). 

Dispose: Available by default unless there's a compost bin with available space. 
If all compost bins are full, this interaction returns. Removes the plant and 
throws it in the trash, restoring the plot to bare, unfertilized earth. 

Composting Apparatus 

I : Price: §I5D 




when it's done composting, the 
look changes. Note the green 
light and overflowing compost 
from the bottom. 


The compost bin is a device that receives certain kinds of 
waste (dead or unwanted plants or newspapers) and trans- 
formsthem into high-potency fertilizer. Each bin can hold 
30 charges of fertilizer at a time, enough to fertilize 30 
garden plots. 

Each item put into the compost bin adds one charge, 
but compost isn't available immediately. The bin has to work 
its organic alchemy first. When an item is added to the bin, 
it increases the "Amount Composting" counter, consuming 
one of the bin's 30 charges but not yet adding to its "Amount 
Composted." After six hours, the charge is moved from 
Amount Composting to Amount Composted and its ready to 
use. If there wasn't already compost available for use, this 
change is represented by a change in the bin's look. A green 
light illuminates and composted fertilizer spills out a bit. 

A lot can have multiple compost bins, but each keeps 
track of its own stock rather than tracking all stock lot-wide 
(as refrigerators do). 


Check the compost level to 
learn how much compost is, 
and will be, ready. 


Interactions: 

Check Compost Level: Shows the bin's current status: amount of raady-to-usa 
compost, amount processing, and amount of free space. 
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Garden Sch^ 90 


Garden Schpr^^^ 180 



PricE: §3D 



Proper facing and 
direction is critical. 
Sprinkling non-garden 
plots wastes money, 
so plan and place 
carefully. 



Sprinklers can be situated at 
any corner of a tile, even if 
adjacent to another object 
(such as a fence). 


This sprinkler automatically and simultaneously waters all 
plants in a 90-degree area (four tiles). All plants are watered 
to their ideal level, never overwatered. 



This sprinkler automatically and simultaneously waters 
all plants in an 180-degree area (eight tiles). All plants are 
watered to their ideal level, never overwatered. 


Garden Schpritzer 360 



This sprinkler automatically and simultaneously waters all 
plants in a 360-degree area (16 tiles). All plants are watered 
to their ideal level, never overwatered. 


Lovely Ladybug Loft 



Bad bugs beware, the 
ladybugs are in town. 

If the bad bugs persist, 
add another ladybug 
house to overcome 
their numbers. 
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This object counteracts infesting 
^ bugs in nearby orchard trees and 

garden plots. To fully eradicate and 
prevent infestation, however, you 
must place enough ladybug houses 
I near the plants or trees to handle 
I the bug load. The number of bad bugs 
I changes with the number of infested 
plants or trees in the ladybug 
house's radius and the season 
(summer is the worst bug month). 

If you see bug infestations in spite of 
a nearby ladybug house, it's a sure sign 
that you need more than one. 

Ambrosial Apple Tree 


PricE: §1, 




not( 


All IntEractions listEd beloiij add to a Sim's Gardening 
Talent Badge. 






Orchard trees can be 
placed only in outdoor 
spaces. That means 
no roofs and no floor 
coverings. 


Interactions: 

/ Tend: AvailablE whan untidy branchas spraut around an orcbard traa. Ramovas 
tha brancbas and rasats tba tima until tha naxt tanding. Alsa adds to tba 
traa's quality (in propartian ta tba Sim's Gardaning Talent Badge). 

Tend Many: Available whan stray brancbas sprout on multiple orcbard trees. 
Removes tba brancbas on all untandad trees nearby. 


Talk to: Available an orcbard trees wban a Sim bas a Gold Gardening Talent 
Badge. Increases plant quality aver time. Sim stops talking to a tree wban its 
quality raacbas BO (Thriving) or tba Sim's Mood drops to negative (rad). 

Spray: Available on an orchard tree when it's infested with bugs. Eliminates 
all bugs, but reduces tree quality and may cause a Sim ta transform into a 
PlantSim. 

Spray Many: Available when more than one orcbard tree is infested with bugs. 
Sprays all nearby infosted trees. 

Harvest: Available when orchard tree fruits. Removes the fruit and restores the 
tree to its initial unflawered state. 

Harvest Many: Available when more than one orchard tree of the same variety 
is harvEstable. Harvests all nearby trees of the identical variety. 






‘Mil* 


If however, you place the tree 
first and build the structure 
and place floor tiles around 
it, the tree will grow as long 
as the room it's in qualifies as 
a greenhouse (50 percent of 
wall segments must be green- 
house walls). 


Ambrosial Lemon Tree 



Price: §1,2 


not« 


All interactions listed below add to a Sim’s Gardening 
Talent Badge. 


Interactions: 

t Tend: Available when untidy branches sprout around an orchard tree. Removes 
the branches and resets the time until the next tending. Also adds to the 
tree's quality (in proportion to the Sim's Gardening Talent Badge). 

' Tend Many: Available when stray branches sprout on multiple orchard trees. 
Remaves the branches on all untended trees nearby. 
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Talk to: Available an nrchard traas whan a Sim has a Gnid Gardening Talant 
Badge. Inareases plant quality aver time. Sim steps talking tn a tree when its 
quality reaches 8D (Thriving) nr the Sim's Mnnd drops ta negative (red). 

/ Spray: Available en an archard tree when it’s infested with bugs. Eliminates 
all bugs, but reduces tree quality and may cause a Sim to transferm into a 
PlantSim. 

.' Spray Many: Available when more than one orchard tree is infested with bugs. 
Sprays all nearby infested trees. 

/ Harvest: Available when orchard tree fruits. Removes the fruit and restores the 
tree to its initial unflawered state. 

/ Harvest Many: Available when more than one orchard tree of the same variety 
is harvBstable. Harvests all nearby trees of the identical variety. 

Ambrosial Orange Tree 


Price: §I,2DQ 




not€ 


All IntEractlons listed beloiu add to a Sim’s Gardening 
Talent Badge. 


Interactions: 

.' Tend: Available when untidy branches sprout areund an orchard tree. Removes 
the branches and resets the time until the next tending. Also adds to the 
tree's quality (in proportion to the Sim’s Gardening Talent Badge). 

/ Tend Many: Available when stray branches sprout on multiple orchard trees. 
Removes the branches on all untended trees nearby. 

/ Talktn: Available on orchard trees when a Sim has a Gold Gardening Talent 
Badge. Increases plant quality over time. Sim stops talking ta a tree when its 
quality reaches BD (Thriving) or the Sim's Mood drops to negative (red). 

■■ Spray: Available on an orchard tree when it’s infested with bugs. Eliminates 
all bugs, but reduces tree quality and may cause a Sim to transform into 
a PlantSim. 

/ Spray Many: Available when more than one orchard tree is infested with bugs. 
Sprays all nearby infested trees. 


Harvest: Available when orchard tree fruits. Removes the fruit and restores the 
tree to its initial unflawered state. 

Harvest Many: Available when more than one orchard tree of the same variety 
is harvBstable. Harvests all nearby trees of the Identical variety. 


The Toasty Garden Lamp sans Toast 



This ceiling lamp is uniquely capable of mimicking the rays 
of the sun, and that's good news for indoor gardeners and 
PlantSims. This grow light allows Sims to have entirely 
indoor gardens (with no greenhouse walls). Normally, an 
indoor garden would require at least one greenhouse wall. 

If, however, you wanted the garden to be in the middle of the 
house with no greenhouse walls at all, simply install some 
of these garden lamps above it to coax your seeds to life. 
Each light covers a 3x3 area, so design your garden in those 
dimensions. 



Normally, nothing would grow 
m a closed space like this, but 
those garden lamps hanging 
overhead make it all work. 


PlantSims need sunlight too. Really need it! PlantSims' 
lives are much simpler if their homes have at least a few 
rooms with garden lamps over important objects or places. 
With an easily accessed indoor source of Sunlight Need 
satisfaction, a PlantSim can be on the go 24/7. 
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Greenhouses 


Paradoxically, outside is the worst place to grow fruits and 
vegetables. Bugs and hail or snow accumulation can arrive 



n©t€ 


Gp€6nhous6 roofs, in fact, don’t have any particular 
role in making a space a greenhouse. They look 
great, but they don’t have any distinctive effect 
on gardening. 



Greenhouses are, in fact, surpris- 
ingly flexible if you follow their two 
fundamental rules. To function as 
a greenhouse (an indoor space that 
still allows plants to grow): 

1. At least ana-half af tha wall tilas (inaluding tha ana 
usad by tha dnnr) that dafine tha raam must be 
greenhnuse walls. 

2. It must have same kind nf rnnf nn it, thnugh nnt 
necessarily a greenhause rnaf. 
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When you think of greenhouses, you probably 
think of this: 


without warning and spoil all your hard work, sapping 
precious quality from your garden plants and orchard trees. 


notfl 


Orchard trees are not affected by snom or hail 
accumulation. 


Thus, this could be 
a greenhouse. 


Why not just grow everything inside? Well, no sun, of 
course. Without the nurturing rays of the ball-o-fire, nothing 
will grow. That's why there are greenhouses: all the benefits 
of indoor gardening while still admitting critical sunlight. 


Or this 


I I Other than the expense and the aesthetic appeal 

LxMkAJ of open-air gardens, there’s really no good reason 
not to greenhouse your gardens and orchard 
trees. The risk is less and the need for micromanagement is 
significantly reduced. 
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Thus, as long as a space is not on a foundation— garden 
plots and orchard trees can be placed only on the ground— 
and it meets both greenhouse mandates, Sims can grow 
crops there. Likewise, PlantSims could occupy such a room 
and still satisfy their Sunlight Need. Now that you know the 
generalities, let's get into the parts: walls, roofs, and doors. 

Place this garden light 
over an important skill 
object and a PlantSim can 
recharge Sunlight Need 
while building the skill. 


Find glass walls, roofs, and doors in the Garden Center 
> Gardening catalog. 



/ GrEEn’s GrEEnhcusE RddI in White: §Q 
/ GrEEn’s GrEEnhcusE Dnnr (thrEE dEsign mndEs): S2DD 

They function mostly like regular walls with some 
limitations: 

/ They can't bn built diagonally. 

.' They can't support wall hangings. 

■ They can't be cavErad. 

/ Ibay don’t visually cut away when you zoom in cIdse. 

Daly a grEanhousE doar can bo placad an them. 



You can |Shift| -draq 
greenhouse walls to 
create a square room 
in one step. 


Greenhouse Doors 

Unlike the walls and roofs, the greenhouse door (Green's 
Greenhouse Door, §200) is sold as a single item in the 
Gardening catalog. It can be colored to match your chosen 
walls/roof via the usual design variations. 



This door is very limited. 
It can be placed only on 
a greenhouse wall. 


Greenhouse Walls 

Greenhouse walls come in three colors. 

f GrcEn’s GraEnhousE Wall in GrEEn: §3DQ 
/ GrEEn’s GrEEnhuusE Wall in Waad: §3QD 
/ GrcEn’s GraEnhuusE Wall in WhitE: §3DQ 
I GrEEn’s GrEEnhuusE Raaf in GrEEn: §Q 
! GrEEn’s GrBEnhousE Raaf in Waad: §D 


Greenhouse Roofs 

Greenhouse roofs are applied just like standard roofs. 

In fact, you can use them on greenhouses or on any 
roof-able space you like. Note, however, that putting 
a greenhouse roof on PlantSims' homes does not— unlike 
greenhouse walls— allow them to satisfy their Sunshine 
Need while indoors. 
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Because, however, they are standard roofs, you can do 
some interesting things with them that have nothing to do 
with greenhouses: 



Roof an entire house 
with glass. 


Add a skylight to any 
flat roof 


Roof Sculptures 

Wondering how you're going to get that EZ120v Lightning 
Finial lighting rod or the Ornery Rooster weather vane 
onto your Sims' roofs? It's no problem, because you can now 
place single-tile sculptures— or any single-tile object— onto 
any part of any roof This power offers no guarantee that 
what you choose to affix to your Sims' roofs will look right, 
but that's really your call. 




...and weather vanes are the 
traditional choices, but... 



You can place anything you 
want— as long as it has a 1x1 
footprint... at the intersection 
of any two roof tiles. 



Objects can go on roof 
peaks... 


...on a roof edge... 


...at a roof corner... 


...or just smack dab inthe 
middle of the roof 
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The 




To properly align objects, rotate them by 
pressing 0 or Q. 


With rounded pool corners, 
you can create all sorts of 
intricate pool shapes. Like this. 


All Sims know that pools are cool, but they've never been 
cooler thanks to new rounded corners, paintable pool walls 
and floors, and a pool slide. 


Rounded Pool Corners 


Squared pool corners are just soooooo last expansion pack! 
OMG! Now, every happenin' Sim's going to want rounded 
pool corners. 

Rounded pool corners are 2x2 pieces that can be used 
to build extremely intricate pool shapes or placed alongside 
existing pools. 


Gobble, gobble. 


Curved corners cannot be placed on top of other pool 
pieces. Delete the old pool sections before adding the 
rounded pieces. 


If the outline 
is green, 
you can place 
the piece 
exactly as it 
appears. 


BSf I You’ll also see several nem pool 
|^B||k| animations. Sims can plunge under- 

mater and hold their breath. When they 
get out of the pool, they may shake mater out 
of their ears. And they can, at long last, 

^ doggie paddle. 


If the shadow is red, try rotating the piece 
by pressing 0 or (T). 
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Be aware of a few (imitations: 

/ Neither ladders nor slides can be built an curved peal earners. 

/ All four panels nf a curved pnni earner must be deenrated in tbe same wall 
cavering; ynu can't caver them individually. 


Pool Slide 

Tliis snazzy pool slide satisfies Fun, but depletes Energy. 



How Sims slide— on their belly 
or the normal way— depends 
on Playful/Serious personality. 




The slide can be placed only 
along straight lengths of the 
pool edge. 


Paintable Pool Walls and Floors 

Under tlie surface, pools have always lacked a certain style, 
but no longer, thanks to paintable pool walls and floors. 
Now, the underwater surfaces of these can be as lively as 
the walls and floors in your Sims' homes. 




mMwM 


With a bit of floor and wall 
decoration, however, it's a 
much more striking sight. 



* ^ J's' a 


Don't limit yourself to the 
traditional pool designs; any 
wall and floor covering can 
be applied to a pool. This pool 
makes Sims feel like swimming 
very, very fast. 



Pool corners, though they're 
four tiles wide, are automati- 
cally painted as a group. 
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Build Mode Object Catalog 


Build Mode Object Catalog 


Object 

Price 

Catalog 

Ambrosial Apple Tree 

§L2DD 

Gardeoiog 

Ambrosial Lemoo Tree 

§L2DD 

Gardeoiog 

Ambrosial Draoge Tree 

§L2DD 

Gardeoiog 

Compostiog Apparatos by Apparati Apleoty 

§I5D 

Gardeoiog 

Fragraocer 8DDD 

§ID5 

Arcbways 

Gardeo Scbpritzer GO 

§DD 

Gardeoiog 

Gardeo Gcbpritzer ISO 

§IBD 

Gardeoiog 

Gardeo Gcbpritzer 3GD 

§3GD 

Gardeoiog 

Greeo's Greeobcose Doer 

§2DD 

Gardeoiog 

dost Visitiog Flower Box 

§ID2 

Wiodews 

Lovely Ladybog Loft 

§4DD 

Gardeoiog 

Pleasaot Eartb Dirt 

§ID 

Gardeoiog 

Gtcrm-PrcDf Hatch 

§I7D 

Doers 

Tbe Emperor's Gate 

§I7D 

Gates 

Tbe Krcoklebcro 

§BDD 

Gwimmiog Pools 

Tbe Tcasty Gardeo Lamp sacs Toast 

§2,DDD 

Gardeoiog 

Tbe Trotb Divider 

§32 

Wiodows 

Tbe Weedeo Corve 

§IDD 

Doors 

Dmbrellas of tbe Water 

§25 

Flowers 
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A Tour or Riverblossom Hills 


For the first time since the original The Sims™ 2, you have 
an entirely new base neighborhood full of new families, 
intricate and beautiful homes and Community Lots, and an 
entirely fresh cast of townies and service Sims. 

There's plenty to explore, so this chapter will get you 
started and help you know what's inside each lot and family 
before you open them. 


nota 

When you first open Riverblossom Hills, it’s winter 
with light snow accumulation on the ground. Every 
lot, except the Greenman household, begins with 
two days to go in winter. The Greenman family, however, begins 
on the first day of spring. Of course, the season and weather 
on the Neighborhood View will change every time you save one 
of your lots. 



Occupied Residential Lots 

Greenman (110 Old Farm Road) 

/ Family Funds: §131,054 

! Saasan (Days Ramaiaingl/WaathEr: Spring (5)/Glaar 




NamE 


Age Days Career 

Aspiratien Age Lett Gender Neat Dutgning Active PlaytuI Nice Cnnking Mechanical Charisma Bndy Lngic Creativity Cleaning Track 


Jnh Name Job Level 


Jason CrEEnman KnnwlEdgE Adult 2D M 

Rose CrEEnman Family Adult 22 F 

Daisy CrEEnman Grow Up TnddlEr 3 F 


5 4 5 5 G 4 

3 5 4 7 G I 

3 5 5 7 5 D 


I 2 4 2 1 

D 4 12 5 

0 I D D C 


0 AdvEnturer MultirEginnal Sim 3 
of Some Question 

4 — — - 

0 — — - 


McGregqor (115 Old Farm Road) 

-- Family Funds: §04,825 

/ Saasan (Days Ramainingl/Waathar: Wintar (2)/Snnw, Haavy Aaaumulatian 


Age Days 

Name Aspiration Age Lett 



Career 

Track Job Name Job Level 


Gender Neat Outgoing Active Playful Nice Cooking Mechanical Charisma Body Logic Creativity Cleaning 


Lend McGreggnr Fortune Adult I5M34 7G55 2 DI2D 


prima games .com 
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O'Mackey (211 Huckleberry Lane) 

■ Family Funds: §B7,14I 

I Saasan (Days Ramainingl/Waathar: Winter (Z)/Snaw, Heavy Accumulatian 



Age Days 

Name Aspiration Age Left Gender Neat 


Career 

Active Playful Nice Cooking Mechanical Charisma Body Logic Creativity Cleaning Track 


Jnh Name Jnh Level 


Gabe D'Mackay Knowledge Adult 24 MB 2 45G5 

Jules D’Mackey Popularity Teen 12 F B B 5 4 4 4 


3 Educatiun High School Teacher 5 

2 — — — 


Roth (208 Welsh Lane) 

t Family Funds: §IB3,3GD 

■ Seasan (Days Ramainingl/Waathar: Wintar (Z)/Snaw, Haavy Acaumulatian 



Name 

Aspiration 

Age 

Age Days 
Left 

Gender 

Nest 

Outgoing 

Active 

Playful 

Nice 

Cooking 

Mechanical 

Charisma 

Body 

Logic 

Creativity 

Cleaning 

Career 

Track 

Job Name 

Murty Ruth 

Knowledge 

Adult 

ID 

M 

4 

B 

4 

7 

4 

3 

2 

3 

G 

2 

2 

1 

Adventurer 

Relic Liberator 

Sandra Roth 

Family 

Teen 

ID 

F 

4 

7 

5 

5 

4 

3 

1 

4 

2 

D 

1 

2 

Law 

File Clerk 

Xander Roth 

Grow Up 

Child 

7 

M 

4 

B 

4 

7 

4 

2 

1 

3 

D 

D 

3 

1 

— 

— 

Stella Ruth 

Popularity 

Adult 

12 

F 

3 

G 

B 

5 

5 

5 

D 

a 

2 

D 

3 

3 

Journalism 

Yearbook Club 
Supervisor 
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Age Days 


Name 

Aspiration 

Age 

Lett 

Gender 

Neat 

Outgoing 

Active 

Playful 

Nice 

Cooking 

Catherina Viejo 

Romance 

Eldar 

ID 

F 

5 

G 

4 

4 

G 

ID 

Batty Goldstein 

Fortune 

Eldar 

9 

F 

G 

5 

5 

5 

4 

7 

Andrew Martin 

Fortune 

Adult 

2G 

M 

4 

4 

4 

8 

5 

3 

Jacob Martin 

Popularity 

Taan 

ID 

M 

3 

4 

5 

7 

G 

1 


Wan (202 Welsh Lane) 

/ Family Funds: §9I,BD4 

/ Saasan (Days Ramaiaingl/WaathEr: Wintar (2)/Snnw, Haavy Aaaumulatiaa 


Career 


Mechanical 

Charisma 

Body 

Logic 

Creativity 

Cleaning 

Track 

Job Name 

Job Level 

G 

7 

4 

G 

7 

9 

Education 

Teacher's Aide 

2 

2 

5 

5 

9 

G 

9 

Law 

Legal Secretary 

3 

2 

D 

1 

1 

1 

0 

Gamer 

Gold Farmer 

4 

1 

D 

1 

3 

4 

D 

Gamer 

Trash Talker 

3 



Age Days Career 

Name Aspiratien Age Left Gender Neat Dutgning Active Playful Nice Cnnking Mechanical Charisma Gndy Lngic Creativity Cleaning Track Joh Name Job Level 

Patricia Wan Papularity Adult 25FG7534I I 331 I 2 Jnurnalism Internet Movie Critic 3 

Clea Shikibu Fortune Adult 28F544GGI G 5DIG I Music Studio Musician 7 
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Community Lots 

The Hills Community Center 

Attractions: Ice skating rink 


Town Center Grocery 


Attractions: GracEry storE 


Belle's Boutique and Tailoring 


/ Attractions: Clothing stora 
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Houses for Sale 

100 Old Farm Road 


PricE: §I9,GD8 
Small hojsE 


PricE: §32,G84 
LargE farm House 


102 Firefly Pass 


101 Huckleberry Lane 


PricE: §3,DDQ 
Small Empty lot 
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104 Riverbend Road 


I2S Huckleberry Lane 


PricE: §IB,I2I 


/ PricE: §19,884 


/ liny tiki gEtaway 


/ ViEtarian-styla hausE, 
mEdium PEsidEntial 




III Vine Street 


PriEE: §149,458 
Grand arahard villa 




147 Huckleberry Lane 


/ PricE: §18,020 
/ Small hausE 


112 Riverbend Road 


/ PriEE: §18,239 
Small quaint farm hnusE 




200 Strawberry Hill 


. PriEE: §17,382 
/ Tiny mauntain hcmE 


IIS Riverbend Road 


PriEE: §13,553 
/ Small hnusE 



202 Town Center Road 



.. PriEE: §10,528 
/ Small hausE 
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22 W 175 Mountain Pass Road 


, Price: §17, G57 
/ Small hausB 



23 W 182 Mountain Pass Road 


Price: §18,555 
/ Ranch-style house 




Name Aspiratian Age 

Age Days 
Left 

Gender 

Neat 

Deigning 

Active 

Playful 

Nice 

Booking 

Mechanical 

Charisma 

Body Logic 

Creativity 

Cleaning 

Career 

Track 

Joh Name 

Joh Level 

Sanjay Ramaswami Papularity Adult 

23 

M 

5 

G 

5 

5 

4 

1 

2 

D 

1 1 

1 

1 

Music 

Coffee Shop 

3 
















Sound Engineer 


Priya Ramaswami Family Adult 

23 

F 

B 

4 

4 

5 

G 

2 

Q 

2 

D 1 

2 

2 

Journalism 

Fact Chackar 

4 
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Ottomas 

i Family Funds: §35,G42 



Age Days Career 


Name 

Aspiration 

Age 

Lett 

Gender 

Neat 

Outgoing 

Active 

Playful 

Nice 

Cooking 

Mechanical 

Charisma 

Body 

Logic 

Creativity 

Cleaning 

Track 

Jnh Name Job Level 

Dora Qttnmas 

Family 

Elder 

5 

F 

G 

4 

7 

4 

4 

8 

5 

7 

5 

G 

7 

7 

Education 

Substitute Teacher — 

Samantha Qttnmas 

Family 

Adult 

21 

F 

4 

5 

G 

5 

5 

3 

D 

3 

0 

2 

1 

2 

Education 

Elementary 4 



















School Teacher 

Peter Ottomas 

Romance 

Adult 

20 

M 

3 

5 

G 

G 

5 

4 

1 

7 

1 

Q 

5 

0 

Journalism 

Sports Columnist 7 

David Qttnmas 

Popularity 

Teen 

7 

M 

4 

5 

4 

G 

G 

1 

D 

0 

0 

D 

2 

1 

Music 

Record Store Clerk 1 

Sharia Ottomas 

Grow Up 

Child 

5 

F 

4 

G 

G 

5 

4 

1 

D 

0 

0 

1 

0 

1 

— 

— — 

Tommy Ottomas 

Grow Up 

Toddler 

3 

M 

G 

4 

G 

4 

5 

0 

D 

0 

0 

Q 

0 

0 

— 

— — 


O'Mackey 

I Family Funds: §2I,BDD 



Name 


Aspiratian 


Age Days Career 

Left Gender Neat Dutgaing Active Playful Nice Caaking Mechanical Charisma Bady Lagic Creativity Cleaning Track 


Jnh Name Jeb Level 


Alexandra D’Mackey Popularity Adult 24F47 7342 5 361 3 2 Adventurer Dread Pirate G 
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Lots & Mouses Bin 


Unoccupied-Community 



Rapid Racers Roller Rink 


Unoccupied-Residential 

Harmonious Haven 


Price: §34,9D5 
Small luxury hame 


HeartyHo^ 


' Price: §23, 8ie 


^ Medium sized hause far 
a large family 


Attractians: Rcller skating rink 


Easter (Island^ 




Switch into 
Cameraman mode 
(press |Tab| ] and look 
out to sea. Zoom in 
to see one of River- 
blossom Hill's most 
noteworthy archaeo- 
logical relics. 


by copyrighi 
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Tables Appendix 


Here you'll find the collected tables for the previous The Sims" 2 


expansion packs and the original The Sims" 2 game. These tables 
will allow you to quickly reference the vital info on Careers, 
Objects, and Socials from all five of the other discs. 



**•••• 




• •• 




• ••• 


•I 
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No matter what they do for a living, how many friends 
they have, or how they spend their free time, every Sim 
longs to get away from it all. Nothing is more restorative 
than change of scenery, a bite of an exotically flavored 
food, a chance to mingle with Sims from other cultures, or 
just a little break from the daily grind. And now Sims can 
have all this and more thanks to The Sims' 2 Bon Voyage. 

The experiences and memories your Sims bring home 
from their wanderings stay with them for a lifetime, 
enriching their own lives and the lives of those around 
them. 


New Features 


The enormous pirate ship 
object offers a treasure chest 
full of things to do. 


Creative Sims build glorious 
sand castles. 


New island fashions make 
your Sims feel like a local. 





♦ Beach Ground Cover: Fine-tune your beaches with these new ground covers. 
See the Build Mode Additions chapter. 

♦ Beach Lots: With new beach lot templates, lots placed near water auto- 
matically form a useable beach on which your Sims can sunbathe, build 
sandcastles, watch the waves, dig for seashells, and dive into the surf. See 
the New Objects and Build Mode Additions chapters. 

/ Beached Pirate Ship: Biggest.. .object.. .ever. 'Nuff said. See tbe New Objects 
chapter. 

/ Bigfoot: This new supernatural Sim species must first be found — Bigfoots 
are most elusive — but once your Sims meet one, they can convince the 
hairy beasts to join their households. See the New NPCs chapter. 

/ Campgrounds: Combine the new tent objects and a hotel-zoned lot and 
you've got a functioning campground where Sims can stay on vacation for 
free. See the Vacation Accommodations chapter. 

/ Changing booths: Changing booths now act like dressers, allowing your 
Sims to change into any af their household outfits or to plan outfits on 
Community Lots. No more trips home just to change into underwear. See the 
Vacationing chapter. 

/ Community Lot Marriage: Sims can now be married on Community Lots. Let 
the wedding chapel building begin! See the Vacationing chapter. 

/ Death on Community Lots: Have you ever had a Sim die on a Community Lot 
and bemoaned the unfair permanence of his demise? With a change to how 
Community Lots handle the death of a Sim, you have a brief opportunity to 
undo the damage. See the Vacationing chapter. 

/ Digging for Treasure: There be treasure beneath your Sims' feet! Now they 
can search for it by digging on any open bit of earth. They could find a 
valuable treasure chest nr other handsome objects, or uncork a watery 
mess. See the Vacation Collectables chapter. 

/ Greetings: While on vacation, Sims can learn three new gestures known only 
to the destinations' denizens. See the Vacation Collectables chapter. 

/ Hotel Room Service: While staying at a hotel, Sims can have their dinner 
brought to their room. See the Vacation Accommodations chapter. 

/ Hotels: This new kind of lot lets your Sims establish a temporary second 
home in either a vacation destination or any base or associated neighbor- 
hood. See the Vacation Accommodations chapter. 

/ Invite to be Houseguest: Sims can invite their friends and acquaintances 
to spend a few days and nights as houseguests. This is a great ability for 
getting to know Sims they met on vacation or just have more time with 
special Sims. See the Vacationing chapter. 

/ Jewelry: A new appearance category allows you to adorn your Sim with 
rings, bracelets, necklaces, or earrings, and a new countertop vending rack 
gives Sims a place to buy it. Intrepid beachcombers can also uncover rare 
pieces. See tbe New Objects chapter. 
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♦ MassagES: Sims can use tfiE new massagE table abject ta give relaxing 
massages and can expand their reperteirE by learning three massages frem 
faraway lands. See the Vacatinn Cellectables and New Objects chapters. 

4 Mementas: Sims cellect ExperiBnces ta make them mare accnmplishad 
travalers with Vacatian Mementas, a new scaring system faund in their 
Memnries panel. See the Vacatinn Callectables chapter. 

♦ New fitness activity: Vacatinners tn Far East destinatians can learn a new 
fitness activity that alsa has many af the benefits nf grnup dancing. If ynur 
Sims can dn Tai Chi, they imprnve thair bndies and get tc knew ether Sims 
at the same time. See the Vacatinn Cnllectables chaptar. 

/ New graup dances: In additinn ta the Smustle, vacatinning Sims can new 
learn twa new graup dances fnr big Fun and Sacial interactinn. See the 
Vacatian Cnllectables and New Sncials chapters. 



Tai Chi anyone? 


Beware the Unsavory 
Charlatan! 



Bigfoot loves the Slap Dance. 


4 New NPCs: A cast af new NPCs make Sims’ vacatian time easier ar mare 
exciting. Ballhnps and HnusekEEpers keep the hntels running smnnthly while 
Masseuses/Masseurs make your Sims feel mare relaxed and cantered. Tear 
Guides take your Sims on organized — but still unpredictable — advantures 
while Unsavory Charlatans disguise thamselves in local clothing and pick the 


pockets of the naiva vacationer. Fire Dancers entartain and teach your Sims 
their ancient art while a salty Pirate Ghost Captain and a shadowy Ninja can 
instruct them in group singing and a new way to get around. See the New 
NPCs chapter. 

/ New Objects: Treat your Sims to exotic local foods, a SBrene pat nf tea, axe 
throwing, or a game of mahjong, and give them a chance ta sit around a 
campfire, soak in a hat springs, or take a sauna. They have many other 
new Experiences to try in the expanded object lineup. See the New Objects 
chapter. 

/ New Places to WooHaa: Amorous Sims have even more places to get inti- 
mate, with the new tent, sauna, and hammock objects. See the New Socials 
and New Objects chapters. 

/ New transportation picker: Whenever your Sims go to a Community Lot, they 
can now pick individual Sims to join them rather than having to go with 
Everyone ar no one. See the Vacationing chaptar. 

I New Turn Ons/Offs: Sim attraction can be enhanced or stifled in new ways 
thanks to 14 new Turn 0ns and Turn Offs. Now your Sims can ha attracted 
or rEpellad by a Sim's success in career ar skills and even more kinds of 
suparnatural Sims. See below. 

/ Pagoda Roofs: This exotic new roof style comes in a variety af shapes. See 
the Build Mode Additions chapter. 

/ Real Honeymoons: Honeymanns are no longer quick illusory trips off lot, but 
rather full-fledged romantic getaways to a vacation destination. A special 
vacatian booking system makes planning a honaymoon as easy as falling off 
a wedding arch. Sea the Vacationing chapter. 

/ Roof Textures: New roof texturas reflect the culture of each af the three 
vacatian destinations. See the Build Mode Additions chaptar. 

/ Secret Lots: Find each vacation dastinatinn's secret lot and unlock its 
mysteries to reap special rewards. Sims can learn to spin a Far Eastern 
legend, control othar Sims with Island magic, or bring back the biggest (and 
hairiest) vacatian souvenir of all. See the Vacatian CollEctablas and New 
NPCs chapters. 

/ Snapshots: All Sims now carry a pocket camera wherever they go so they 
can snap candid ar posed pictures. Prints ar photo albums of these shots 
can be ordered and delivered tn your Sims' door ta adorn their home or be 
viewed far Fun. See the Vacationing chapter. 

I Souvenir display: This ordinary looking shelf can exert a magical influance if 
stocked with the right combination of vacatinn callactables. Sea the Vaca- 
tion Collectables chapter. 

/ Souvenirs: New souvenir racks let your Sims convert their hard-earned 
Simoleons into dust-collecting trinkets to display back home. 

I Spacial Effects: Sims can now ExperiancE many new sensations, and not all 
nf them good. Well, “good” depends on whether one anjoys being swarmed 
by bees, having poison ivy, and feeling motion sick. See the Vacationing 
chapter. 
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Bejewelyour Sims with a new 
appearance option. 


Putting soap in this fountain 
isn't a great idea; the monkey 
god does not approve. 



The ghost of the pirate 
Edward Dregg has such a 
musical laugh! 


Miscellaneous New Features 


New Turn Ons/Turn Offs 

Sims are attracted to one another for myriad reasons, but 
each Sim's personal Turn Ons and Turn Offs play a very 
significant role. In fact, maximum attraction is impossible 
without at least one Turn On. The Sims’ 2 Bon Voyage adds 
14 new possible attraction features: 


In Create-A-Sim, assign your 
new Sims some existing Turn 
Ons/Offs or try out the new 
ones. 



/ Athletic 


^ Legical 


/ Charismatic 



Lycanthrapy 



♦ Tears: Send year Sims away far a few vacatian hears an nine thrilling tears 
af lacal attractions. They'll always face an unexpected dilemma that sends 
them home with something surprising. See the Vacationing chapter. 

♦ Vacatian Benefits: Sims can bring the results of a goad vacatian home with 
them thanks to the new Vacation Benefit reward system. See the Vacationing 
chapter. 

♦ Vacatian Destinations: Three new built-in vacation destinations come 
complete with hotels, Community Lots, and vacation homes that highlight 
the many features in The Sims’" 2 Ban Hoyage. These destinations demon- 
strate what's passible with the tools and resources new at your creative 
fingertips and are detailed in the Vacatian Destinations chapter. 

♦ Vacatian Homes: A new kind af ownable real estate, available in vacation 
neighborhaads, lets your Sims buy and use a second home. See the Vaca- 
tion Accemmadations chapter. 

♦ Walk to Lot: Sims now have a new way to move between their heme lots and 
Community Lots thanks to the new public phone and "Walk to Lot..." self- 
interaction. No more waiting for the taxi! See the Vacationing chapter. 


♦ Creative 



♦ Mechanical 



/ Baud at Cleaning 



Plantsimism 






Great Caak 

J 

/ Robots 



/ Hard Worker 
(Jab Level B 
nr higher) 

/ Jewelry 
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Existing Sims can change 
their Turn Ons/Turn OfFs 
with a bottle of ReNuYu 
Porta-Chug potion or... 


...the ReNuYuSenso Orb 
Aspiration reward object. 


Either way lets you change 
your Sim's Turn 0ns and Turn 
Offs (and Aspiration). 


not« 

The ReNuYu Porta-Chug potion can’t be bought, 
existing Sims each received one bottie if you 
instaiied The Sims™ 3 Nightlife, if you mant a iater-created Sim 
to have one, direct another Sim to give it as a gift or piace the 
bottie on the ground from inventory and direct your neuier Sim 
to drink it. 



Sims News 

with this expansion pack, you can keep up to date on the 
world of The Sims" 2 whenever you launch your game. 
This informative navigational tool will display: 

♦ Which expansion packs yau have installed 

♦ /y^eiS//775'“i'news updates 

♦ New /i^e£S//775'"i'dDwnlDads 

♦ A button to launch your game 
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Read all about it! The new 
Sims news panel keeps 
you up to date on all things 
Sim-my. 


Features Carried Forward 



What uje caii "features carried forward” are 
systems or content introduced in previous 
expansion packs that are instaiied as part of a iater pack. If, 
therefore, you don’t have the previous pack, you’ii get carried 
forward features when you appiy The Sims™ 3 Bon Voyage. 
For exampie, the concept of “attraction” was introduced in 
The Sims™ 3 Nightlife, but you’ii see the attraction system with 
the instaiiation of any iater pack. 


/ \vi\\wn\:.z [The Sims™ 2 UnivErsitf\ 
t Vanity functionality [Jhe Sims" 2 Universitfi 
/ Lifatima Wants [TiiE Sims" 2 Universitfi 
/ Invantary panel [The Sims" 2 Nightliff 
/ Attraction/Chamistry [The Sims" 2 Nightliff 
r Plaasura Aspiration [The Sims" 2 Nightliff 
/ ReNuYu Porta-Chug potion [The Sims" 2 NightUff 
! Turn Dns/Turn Dffs [The Sims" 2 Open far Businesf 
/ Door Lockability [The Sims" 2 Open far Businesf 
r Change Lot Name buttan [The Sims" 2 Upen far Businesf 
/ Game Tip Encyclopedia [The Sims" 2 Petf 
! Collections enhancements [The Sims" 2 Petf 

♦ Flatten Lot tool [The Sims" 2 Petf 

♦ Sledgehammer tool 

♦ Rotating Dear tiles [The Sims" 2 Petf 

♦ Revamped Callactions [The Sims" 2 Petf 

♦ Inventary hotkey [The Sims" 2 Petf 

♦ Invite household interface [The Sims" 2 Petf 

♦ Hair enhancements [The Sims" 2 Seasenf 
/ Give Gift Social (/’Ae£S//775”i'i&3OT/7s) 

♦ New pool shapes [The Sims" 2 Seasonf 
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There's only so much fun you can have close to home. 
Every now and then, a Sim's just gotta get away from it all, 
pull up stakes, and bask in the exotic glory of a vacation 
paradise. That's what The Sims' 2 Bon Voyage is all about. 

To help your Sims make the most of their hard-earned 
(and usually expensive) vacation time, it's crucial that you 
become very familiar with the inner workings of the vaca- 
tioning world. 

This chapter will introduce you to the world of Sim 
vacations: how they operate, how to book one, things to do 
on them, and what constitutes a successful holiday. 


WhatlsaVa^ 

while the answer seems obvious, it's important to under- 
stand what Sims consider a vacation. 

In The Sims~ 2 Bon Voyage, a vacation is a multi-day 
journey away from their home lot to a "vacation neighbor- 
hood," during which Sims will live in some kind of vacation 
accommodation (vacation home, hotel, or campground). 
This sounds a bit obtuse, but it highlights all the important 
features and decisions you'll see and face when you send a 
Sim on vacation. 

When planning a Sim's vacation, there are several 
factors to consider. 

♦ Cast: Vacations cost manay: manay far airfara, money for accommodatians, 
money far food, manay for souvenirs, and money far tours of local attrac- 
tions. To book a vacation, hawevar, your Sims only need to have the airfare 
cost (shown as "Total Airfare”) and any upfront child or pet care expenses 
"in the bank” at the time of departure. 

♦ Duration: Vacations can last from three to seven days, and you may end a 
vacation early if you wish (for example, if your Sims run out of money for 
food). 

♦ Work/School/fime: Your Sims won’t miss any work or school while away on 
vacation and they needn’t spend any of their accumulated Vacation Days. In 
fact, all time stops at home when Sims go on vacation, so feel free to send 
them away even if work calls or, say, a baby is due. Regular life will wait 
until they return to their humble abode. 

♦ Aging: Sims don’t age while on vacation. They return home with exactly as 
many days remaining in their current age as when they left. Dh, the magic 
of travail 


♦ Who can travel: Children and teens can go on vacation but only with at 
least ana adult or elder. Babies, toddlers, and pats cannot travel to vacation 
neighborhoods and must, therafara, be left at home. If you intend to leave 

a baby, toddler, child, or pat behind, your Sims must leave behind at least 
one teen, adult, or elder membar of the household or hire a Nanny. Nannies 
require an upfront payment (§25D), so yaur Sims must have that in the bank 
before they depart. 

-f Travel Parties: A vacation may be taken by a group of up to eight Sims 
drawn from the booking Sim’s household and any friends or non-household 
family of sufficiently high relationship. All travel, accommodatian, and inci- 
dental expanses will come out of the booking Sim’s household funds, and 
non-household Sims are not contrallable (though, like pats, you can view 
their Needs, relationships, etc). 

♦ Saving: Vacationing Sims can only be saved when on their "home base" let. 
This can ha either a hotel ar campground thay’va checked into or an owned 
vacation home. Dntil a travel party is either checked in nr on a vacation 
home lot, you can’t save thair status or take them to any Community Lots. 

Those are just a few of the most obvious consider- 
ations when booking a vacation. We ll expand upon each of 
these in the sections below and chapters beyond. 

Creating Vacation 

Before any Sims may book a vacation, you must associate 
at least one vacation destination-any of the included 
destinations or one you build yourself-with the Sim's base 
neighborhood (such as Pleasantview, Strangetown, Vero- 
naville, etc.). 


To associate a vacation 
neighborhood, click on the 
new Vacation Destination 
button in the screen's upper 
left corner. 
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You may select each vaca- 
tion destination individually 
or associate all three at one 
("Add All") with the Create 
Vacation Destination panel. 


Once a vacation neighbor- 
hood IS associated, any Sim 
from the base neighborhood 
or any associated non-vaca- 
tion neighborhoods (such as 
business districts, university 
towns, downtowns, etc.) can 
vacation there. 



noti? 

The only other neighborhoods that use a similar 
continuous clock are college tomns in 
The Sims™ B University. 


In vacation neighborhoods, time on your Sim's home 
base lot continues to run when your Sims visit Community 
Lots. When a vacationing Sim (eaves her hotel at 10 a.m. 
and spends six hours on a Community Lot, she returns to 
her hotel at 4 p.m. 



notfl 

It's worth noting again that although time is 
continuous within a vacation destination, no time 
at all passes back on the Sims’ home lots. 


As with other kinds of secondary neighborhoods, any 
given vacation neighborhood can be associated with each 
primary neighborhood. You can, therefore, have several 
Three Lakes vacation destinations but they'll each exist 
in separate universes, visited by the Sims living in each 
associated primary neighborhood and its other secondary 
neighborhoods. 


This is critically importantfor hotel check out times. If 
noon passes while a Sim is away from the home base hotel 
lot, his next return will be greeted with a notice that the 
hotel took the liberty of charging him for the next day. 

If your Sims are off lot on the final day of a vacation, 
the approach of noon generates warnings to return to 
home base. If you don't act on these notifications, your 
Sims return to home base automatically. 



The Vacation Clock 


notfl 


In addition to the three Included neighborhoods, 
you can create your own vacation neighborhoods 
based on the three basic templates: Island, Far East, and Moun- 
tain. Note, however, that only the pre-made destinations will 
have secret lots. 


This process is discussed in the Build Mode Additions 
chapter. 


In traditional neighborhoods, time is a funny thing. When 
your Sims leave to spend time on Community Lots, no time 
actually passes on their home lots. They leave home at 
10 a.m., spend six hours on a Community Lot, and return 
home at. . .10 a.m. Vacation destinations work differently. 
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BookingaVa^ 

Vacations are booked with either: 



-r HamE tElEphoHES 
/ CcmputErs 


Vacations can be booked by 
phone or computer. 


No matter the technology 
used, the process is the same. 


a 


note 


Sims may only have one vacation planned at a time. 
If the Sim has booked a vacation or honeymoon or 


is a member of a vacation booked by someone else, she can’t 
book another trip without canceling the existing reservation. 


Young adult or older Sims may use the phone or 
computer's "Vacation..." interaction to initiate the booking 
process. 



Booking a vacation is completed through the Trip 
Planning window. First, however, you need to make some 
choices for your Sim: 

♦ WhEn will thE vacation bagin? 

♦ Haw long will tha vacation be? 

♦ Who will be going? 


Vacation Seasons 

If you have Sims™ B Seasons installed, you may want to 
consider the current season at your Sim’s vacation destination. 

When Sims travel, the destination is in the same seasonal 
quadrant C I ”4) as their home lot. If, therefore, a Sim’s home is 
in the third season of its cycle, any vacation destination your 
Sims visit will also be in its third quadrant. 

This matters because of seasonal effects and weather. 
Because each season can influence a Sim’s relationships, 

Needs, and skills, it pays to visit a destination in a season 
that’ll affect your Sims is some advantageous way. For 
example, if a budding romantic couple is going away to solidify 
their relationship, they should travel somewhere during the 
destination’s spring season, because romantic socials and rela- 
tionship are boosted. 

As for the weather, the strategic effect isn’t as huge, but 
your Sims might not want to visit the islands during the rainy 
seasons (spring/fall). 

You can, of course, change any vacation destination’s 
seasonal progression in the Neighborhood view. 


Start Date 
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Advance booking means 
discounts on airfare. 


A Sim's vacation can start either immediately or up to six 
days after the vacation is booked. The further in advance 
you book the trip, the cheaper the per-Sim airfare will be. 
For details on vacation cost, see "Airfare." 



nots 


One kind of vacation doesn’t require a specified 
start date: the honeymoon. This vacation, if booked 
in advance, begins automatically whenever an engaged couple 
takes the next step of actually wedding/joining. Though this 
date can be more than seven days in the future, the booking 
Sim (and the fiance) can’t book any other vacations without 
first canceling the honeymoon. 


We’ll get into the details of post-nuptial travel in the 
“Honeymoon” section. 
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If you elect to begin the vacation immediately, the 
airport shuttle arrives in one hour. If, on the other hand, 
the vacation is set to start later, you'll receive a reminder 
one hour before the shuttle pulls up. 


I booked in advance begin on the 

I appointed day at 8 a.m. no matter luhat time the 

trip mas booked, if, therefore, your Sim caiied to book the trip 
at I i a.m. on Monday to depart on Thursday, the departure 
reminder miii appear around 7 a.m. on Thursday. 


Duration 

A vacation must be reserved for a defined period of days 
and nights, lasting at least three and no more than seven 
days. Your Sims can end a vacation early, but they cannot 
overstay. 

The booked length of the vacation will be the time 
covered by each party member's Vacation Meter. 



Upon arrival at a vacation 
destination, a Vacation Meter 
replaces each traveler's Age 
Meter. This meter shows the 
days remaining untilthe Sim 
must return home. 


Note that duration has no impact on the Total Airfare 
amount shown in this window. How long Sims stay doesn't 
change the price of the roundtrip ticket, but it can affect 
any lodging cost because hotels charge by the day. Thus, 
the longer the vacation, the greater the accommodations 
expense will be. 


nota 


n 

I If Sims stay in a campground or vacation home, 

I the duration of the vacation mon’t directly trans- 

late into a greater expense because neither charge by the day. 
The only real difference, then, between a three-day and a 
seven-day campground or vacation home vacation is the cost 
of food. 
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The amount of money your Sims have in their 
household funds isn’t considered when they check 
in at hotels and campgrounds. In fact, they don’t even need to 
have the money when they check out, but they mill have to come 
up mith it by the time the next stack of household bills arrives. 


Traveling Party 

when booking a vacation, you must indicate who, in addi- 
tion to the booking Sim, will be included in the vacation. 

A traveling party can include: 

f HajsEhald Sims, child cr Dlder. 

/ Ncn-hDuschald Sims (child cr oldEr) to whem thE boaking Sim has at Isast 
a FriEnd PElatianship or is a blood ralativE. 



• « .M-l 

isT 
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In addition to household Sims, 
non-household Sims with 
sufficient relationship to the 
caller can be invited on vaca- 
tion as non-playable party 
members. 


From this list, you may choose up to eight guests for 
the booking Sims traveling party. Thus, the largest possible 
party is nine Sims (the booking Sim plus eight guests). 

Note that the cost of airfare-shown as "Total Airfare"- 
increases with each guest added to a vacation. 



nota 


When non-household Sims are brought along on 
a vacation, an interesting thing happens: they’re 
effectively in tmo (or more) places at once. Due to the may the 
game saves lots, non-household Sims remain saved on their 
omn lot even mhen they’ve been included in another Sim’s vaca- 
tion party. You could, therefore, go into the guest’s home, play 
him, and even take him on his omn vacation mhile he’s saved as 
a guest on some other Sim’s vacation. He can’t however, stay at 
the same hotel and he’ll never see his doppelganger wandering 
the vacation neighborhood’s Community Lots. 


Ready for it to get meirderP The same Sim can be brought 
along as a non-household guest by any number of Sims in their 
neighborhood. Thus, Don Lothario could be a non-playable 
guest of Cassandra Goth (in Hotel A), Nina Caliente (in Hotel B), 
and Daniel Pleasant (in Daniel’s vacation home), and also be on 
his omn vacation as a controllable Sim (in Hotel C). 

Yeah, my head hurts too. 
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I If, mhilE on vacation, Sims go on dates or outings 

I (_The Sims™ B Nightlife on\\i) ujith non-party Sims, 

the date or aii members of the group are temporariiy added to 
the travei party. 


Including Sims from outside the booking Sim's house- 
hold is a very generous act because all travel expenses are 
paid out of the booking Sim's household funds. Non-house- 
hold guests get an entirely free vacation. Not bad! 


Thus, travel cost for a party of four will be §2,000 
for an immediate departure, but only §1,200 if booked six 
days in advance. Pays to plan ahead, doesn't it? 


Destination and Accommodations 

Once you've chosen the when, the how long, and the with 
whom, it's time to consider where your Sim's vacation 
party will be going and shacking up during their stay. 


Total Airfare 

Total Airfare is the unavoidable expense of vacationing- 
though it may not necessarily be the largest-and it's the 
one that must be paid when the trip is booked. 

Total Airfare reflects the 
total price for transportation 
to and from the vacation, 
minus any advance-booking 
discounts. 


Each vacation costs a fixed, per-Sim fee to cover 
roundtrip transportation. This cost is shown in the Trip 
Planning window as "Total Airfare." 

The more Sims you include in the traveling party, the 
more the vacation will cost. The per-Sim cost can, however, 
be reduced by booking in advance (up to six days). Each day 
in advance reduces the cost per Sim by about four percent. 


Travel DatB Per Sims Travel Cast 




Destination 

where to travel is a matter of taste and desire. Sims can 
travel to any vacation destination that's already been asso- 
ciated with their base neighborhood. 

note 

DEstinations can only be associatEd from thE 
NEighborhood vIeuj. If you’PE trying to book your 
Sims on a trip to an unassignEd dEstination, you’ii havE to go to 
thE NEighborhood viEUj, associatE thE dEstination, rsturn to thE 
Sim’s iot, and thsn book thE vacation. 

Vacation destinations come in three kinds. The Sims' 

2 Bon Voyage comes with pre-built destinations based on 
each kind (shown below in parenthesis): 

■r Far East (Takamizu Village) 

-f Island (Twikkii Island) 

-r Mauntain (Three Lakes) 

You can, of course, expand this selection by creating 
your own vacation destinations. Note, however, that no 
matter what manner of vacation destination you design, it 
must be based on one of the three basic templates. 

not« 

ThE fundamEntai charactEristics of Each vacation 
tcmplatE arc discussed in detaii in the Vacation 
Destinations chapter. 
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Accqmmoda^^ 

This is a critical decision, but it needn't necessarily be 
made now, you can choose where to stay once your Sims 
arrive at their destination. 

There are three possible places to stay: 

♦ HatEls: Cost variable 

♦ Owned vacatian hames: Free after initial real estate purchase 

♦ Campgrnunds: Free 

Complete details on each kind of accommodation can 
be found in the Vacation Accommodations chapter. 


Hotels 
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A five-Simoleon hotel may 
have a cheaper room or two, 
but budget-minded Sims may 
want to look elsewhere. 


When picking a hotel, the most important consideration 
is cost. Unfortunately, it's hard to make this choice when 
booking, because every hotel suite is priced individually 
based on its size and contents. Still, you can still make a 
general decision with the help of each hotel's Simoleon 
rating. This rating-on a scale of one to five Simoleon 
signs-represents the average price of all suites in the 
hotel. Keep in mind, however, that you may need to book 
multiple rooms to have enough beds for a large party. 


Accommodations 
Booking Icons 

The list of available accommodations may contain some icons 
that explain the lot’s current status and ujhy it may not be 
available to your Sim. 


Three Lakes Lots 


Choose Upon Arrival 
BAiift Wood Campgrourxfs 
Blau Hills Resort 
Hotel (fOak 
Hunter's Bedrock Inn 

Takemlzu Village Lots 


Choose Upon Arrival ’ 

flaming Dragon Hotel 
dOreen Thicket ftanor 
Jade's Exclusive Villas 
SteHKlrvi Draoon Hotel 


A bed icon means it's a hotel or 
campground currently 
occupied by another family. 
The lot's name will be grayed 
out, meaning you can't stay 
there. 


A gold suitcase icon means 
it's a vacation home owned by 
your current Sim's household. 
They can stay there for free 
whenever you like! 


Hotel expenses, unlike travel cost, are charged on a per 
day, per room basis. 



If your Sims haven't checked 
into their hotel or have 
checked out with some 
vacation remaining, they 
can look at other hotels or 
campgrounds or move to their 
vacation home via the phone's 
Vacation... Try Different 
Lodgings interaction. 



not« 

Sec the Vacation Destinations chapter for a 
complete listing of all suites by capacity and price. 
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Just because you’ve booked a hotel doesn’t mean 
your Sims are obligated to stay there. In fact, 
they ujon’t be charged until they actually reserve and check 
into a room (via the front desk’s Check In interaction). Thus, if 
you’d rather have a look at another hotel or you find that your 
chosen hotel’s rooms are all too expensive, you can direct your 
Sims to ujalk or take a taxi to any other hotel or campground 
(or a vacation home, if they oiun one) to check out the alterna- 
tives. This is done via the public phone’s Vacation...Try Different 
Lodgings interaction. 


Keep in mind, hoiuever, that you can’t save until your Sims 
have chosen a home base by checking into a hotel/campground 
or going to an oiuned vacation home. 


Protected by copyright. Unauthorized or uniawfui copying or downioading expressiy prohibited. 







Campgrounds work a lot like hotels. Instead of specific 
rooms, your Sims won't call any individual tent home, 
but can have the run of any one on the lot. Best of all, 
they're free. 

Vacation Homes 



Ah, vacation homes. All 
the comforts of home, but 
without the nagging obliga- 
tions of bills, jobs, and school. 
Unfortunately, your Sims can 
only stay there for a short 
time before they have to go 
home. 


If the party spends the entire stay in a vacation home-a 
residential lot located in a vacation neighborhood-they 
pay no daily fee for accommodations. The expense of a 
vacation home is its original purchase price. Once that's 
paid, its owners can stay for free whenever they like. And, 
unlike normal homes, vacation homes don't have bills to 
pay every three days. Nice deal if you can afford it! 

Honeymoons 

Traditionally, when a couple gets married or joined, there 
would only be a honeymoon if the marriage occurred with 
the help of the wedding arch object. And even then, the 
honeymoon consisted of a brief trip off-lot and a Mood 
boost upon return. Now everyone can have a real honey- 
moon, as long as they plan ahead. 

A honeymoon must be booked before the engaged Sims 
are actually joined or wed. If no honeymoon is booked, 
none will occur, not even the old kind. 



The honeymoon booking 
process is a bit simpler than 
normal vacations. 


When an engaged Sim uses the phone or computer's 
Vacation menu, they get an extra option: Book Honey- 
moon. Because a honeymoon only ever involves the two 
happy honeymooners, the only decision the booking Sim 
must make is how long the trip should be. There's no need 
to create the guest list; we already know who's coming 
along. . . and no, in-laws are not welcome! 


N€W: Non-Hom€ Lot 
Marriage 

Until nom, Sims could only be lUEd or joined on their respective 
home lots. No meddings in the park, no medding chapels, no 
casino weddings. Nope. Home or nothing. Well, not any more. 

Sims can now get married pretty much anywhere: Commu- 
nity Lots (owned and unowned), hotels, campgrounds, vacation 
Community Lots, and dorms lots. Almost anywhere your Sims 
can go, they can get married. 

And don't worry about that honeymoon you booked for your 
Sim. As long as the wedding doesn’t occur in a vacation desti- 
nation, the airport shuttle will come to the lot Just as it would 
on a home lot. 


This also means that you can't set the departure date, 
because you don't actually know when the wedding will 
occur. Rest assured, however, that shortly after the happy 
couple ties the knot (whether it's a minute or a week 
after the trip was booked), the vacation will begin. The 
downside to this is, of course, that your Sims won't get the 
book-ahead discount on airfare, but that's a small price to 
pay for wedded bliss. 

You'll still have to make any house-sitting arrange- 
ments if there are to be unattended minors or pets left 
behind. See House-sitting, below. 

Once the wedding/joining happens, you'll receive the 
usual warning that the shuttle is en route. From this point 
forward, the honeymoon proceeds like any other vacation. 
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LeayingforV 

Leaving for a vacation is always the hardest part, but for 
Sims there are only a few potential pitfalls. 

Fortunately, the airport shuttle is not one of them; it's 
a full service affair. If any of the household vacationing 
Sims are off the lot when the shuttle is set to arrive (at 
work or school, for example), no problem! The shuttle will 
leave without them and, effectively, pick them up-along 
with any non-household Sims-on the way. 

House-Sitting 

Things are somewhat more complicated if the household 
contains babies, toddlers, or pets, or a child who's not 
going on vacation. Someone of sufficient age must be 
physically on the lot before the vacation can begin. 

The cheapest solution is to omit one teen or older 
member of the household when booking the vacation. This 
Sim can hold down the fort until the travelers return from 
their holiday. \f, however, no one is available for this duty, 
what's a family to do? 

If, after selecting who will be going on a vacation, 
there isn't sufficient care for youngsters or pets, you'll be 
required to come up with a solution before the booking 
can be completed. There are two options: 



Leave someone trustworthy 
at home with the youngsters 
or pets, or hire professional 
help? 


♦ Yqj can salact ana af tha taan ar alder hausahald mambars af the travel 
party ta stay behind, remaving them fram the party. 

♦ Hire a Nanny. 


Electing to hire a Nanny costs an upfront fee of §250 
plus §15 per hour. Sure it's pricey, but sometimes you gotta 
leave the kiddies (and kitties) behind. 


a 


notfl 


If, by unfortunate timing, the Sim you’ve chosen to 
ieave behind is off the iot when the airport shuttie 
arrives, your Sims won’t be abie to ieave on vacation untii he or 
she returns. The vacation won’t, however, be canceiied; you’re 
given the option to wait or hire the Nanny, if you eiect to wait, 
the vacation can begin once the famiiy house-sitter is safeiy 
back on the iot, though you’ii need to ciick on the extremeiy 
patient shuttie to resume the vacation process, if you eiect to 
hire the Nanny instead, she’s dispatched instantiy and your 
Sims can depart when she arrives. 


€ven in more dire circumstances, you’ii have every oppor- 
tunity to ieave on the vacation. If the chosen member of the 
househoid has moved out or died in the interim, ieaving no one 
responsibie at home when the shuttie arrives, you’ii again have 
the option of ieaving someone eise behind or hiring the Nanny. 


The Nanny arrives either immediately, if you've chosen 
to depart today, or at about 7:30 a.m., if you've booked in 
advance. The shuttle follows closely at 8 a.m. As long as 
the Nanny hasn't been dismissed during that half-hour, 
your Sims will consider their home well cared for and head 
out on their merry way. 


So, your Sims have landed back on terra firma and are ready 
to being vacationing in earnest. No so fast, oh great travel 
agent in the sky! First you may need to help them establish 
a home base. 

Did I say "may"? Well, yes, I did. That's because what- 
ever you did in booking their trip could have had one of 
three effects. The first thing you see may be: 

/ Vacaticn Naighbarhaad view: If you chase ta salact a home base upan 
arrival, yau can select any hotel, campground, or (if the Sim aiwns one) 
vacation home from Neighborhood view. Only a vacation home will immedi- 
ately become the home base. 

I Chosen hotel or campground: If you already selected one of the available 
hatels or campgrounds in your chosen destination, you begin there. This 
does / 70 ? however, mean you've established a home base yet! There are more 
steps along this road. 

♦ Owned vacation home: If you chose a vacatian hame owned by someone in 
the booking Sim’s household, you're taken directly there. This is automatically 
yaur Sim's hame base far the rest af the vacation. 
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What Is a Home Base? 

On Sim vacations, a home base is a lot on which your Sims 
will reside for at least part of their vacation. During a 
vacation, their home base acts as their temporary home 
lot for some purposes: 



Home base is the only place 
Sims can be saved while on 
vacation. If the save button is 
still grayed-out, you haven't 
established a home base. 


/ Saving: It's the only place the Sims can ba saved. Everywhere else (even 
other hotels) act as Community Lots with most of the usual Community 
Lot rules. 

♦ Inventory: It's the only plaee you have access to your Sims' personal inven- 
tories. At hotels and campgrounds, you may only view inventory contents. 
On owned vacation homes, however, you can move items to and from 
inventories. 



If Sims haven't checked in, 
only the Vacation menu will 
be available on the public 
phone, permitting them to 
either end their vacation or 
look for a different place 
to stay. 


Additionally, until your Sims establish a home base, 
they can't visit any Community Lot in the vacation destina- 
tion. They can, however, visit other hotel/campground lots 
as freely as they like. For most Sims, however, there's more 
to a vacation than hotels, swanky though they may be. 



If Sims have set a home 
base, they can travel to any 
Community Lot or any hotel 
not currently occupied by 
another vacationing 
household. 


To truly get started on a vacation, pick a home base as 
soon as possible. 


Choosing Upon Arrival 

If you elected to choose your digs upon arrival, the first 
thing you'll see is the Neighborhood view of the vacation 
destination. From here, you can select where you might 
like your Sims to stay. 


As when you move Sims from 
the Sim Bin into a home, all 
eligible hotel, campground, 
or owned vacation home lots 
are highlighted by a blue 
outline. 



not€ 

If your Sim’s housshold owns a vacation home, 
it too mill be highlightEd in blue. Unless you’re sure 
you don’t mant your Sims to stay at a hotel for the entire visit, 
don’t initially select a vacation home. 




This means your Sims own 
this lot but aren’t currently 
staying in it. That makes it a 
valid place to stay. 


Any owned vacation homes are also highlighted and 
marked with a gray suitcase icon. If you wish your Sims to 
stay there, choose it and begin the vacation right away. 

Hotels and Campgrounds 

Though hotels and campgrounds are the accommodation 
of choice for most vacationing Sims, choosing one when 
they book their vacation neither selects their room nor 
sets the hotel/campground as their home base. 
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Only one party of playable Sims may be chEcked 
into a hotel at any time. Thus, if you’ve saved other 
vacations to hotels In a destination, a simultaneous vaca- 
tion mith a different playable Sim ujill be limited to any vacant 
hotels. 

If the hotel you chose ujhen booking a vacation becomes 
occupied by another vacation party betujEEn booking and the 
vacation’s start, the later Sims mill go straight to the Neighbor- 
hood viem as if you chose to select upon arrival. 



The only effect of choosing a hotel or campground in 
the booking process is where the vacation begins. Rather 
than starting in the Neighborhood view, your Sims go 
directly to the chosen hotel/campground. They are not, 
however, committed to that hotel as a home base. For that 
to happen, they must do two things: 

1. SelEct a suite (hatel only). 

2. Check in via the tent (campground) or the frant desk (hotel). 


a 


nota 


If after perusing your selected hotel, you decide 
that it’s either too expensive or just not right, you 
can direct your Sims to any other available hotel or camp- 
ground in the neighborhood to have a look around. 



When any member of a 
household is on vacation as 
a controllable Sim, the lot is 
unplayable, as indicated by 
this dimmed plumb bob over 
the lot. 



1 

1 

1 
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Attempting to play this lot 
offers the option of jumping 
to the family vacation. Note 
that the lot will be unplayable 
even if only one of its Sims is 
on vacation as a controllable 
Sim. 



A rotating, glowy bed icon 
indicates a Sim’s vacation 
home base (either a hotel/ 
campground or vacation 
home). No other Sims may 
stay at such a lot until the 
current family returns home. 


A hotel's rooms are priced individually based on their 
size and the value of their contents. The bigger the room 
and the more expensive the objects, the more the room 
will cost to rent each day. 



not* 

A hotel’s Simoleon rating is based on the average 
daily rate of all its rooms. 



A dimmed suitcase icon 
means a family owns this 
vacation home but isn't 
currently staying there. 


Vacation Logistics 

Under the hood, sending Sims on vacation is a complicated 
matter. You’ve already ujitnessed some of the temporal vagaries 
created when you take the same non-household Sim on multiplE 
vacations (he’s on them all and still playable at his omn home). 
Much of this confusion, however, is clarified in the Neighbor- 
hood with the use of special vacation icons and locked-out lots. 


Vacation Homes 

choosing a vacation home is, as stated above, a limiting 
decision. You must be very sure you don't want your Sims 
to stay at a hotel before you send them to a vacation 
home. Though you can change hotels as often as you 
like, entering a vacation home prohibits your Sims from 
changing their home base for the rest of their vacation. 
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HL 

I Vacation homES can bE purchasEd only from your 

l__^H Sims’ homE lots (via thiE tElEphonE Rsal GstatE 
mEnu). OncE ttiEy’PE on vacation, it’s already too late to 
buy one. 


not« 

Though you can’t change vacation-home-dmelling 
Sims’ home base, you can still send them to visit 
hotel/campground lots. They can even check in and use the 
facilities, but this doesn’t make it a home base and the game 
can’t be saved on the lot. When the Sims leave the lot, they’re 
forced to check out. 




Non-household Sims' 
portraits branch ofFthe main 
stack containing household 
Sims. This represents the 
Sim's special status: viewable 
but not controllable. 



nota 


Players mith Tf7e 5ims™3 Pets uiiW recognize this 
vieujable-but-not-controllable system as the same 
for household pets. There is, homever, no need to put out a litter 
box for your fellom travelers; they can take care of themselves. 


Part of the fun of a big trip away from home is meeting 
lots of new people and getting to know your compan- 
ions even better. Sims can take advantage of these social 
opportunities too with three different groups: 



Vacation destination lots are 
crawling with people. 


♦ Nan-HousEhald Party Mambars 
/ Lacals 

♦ Tourists 


Non-Household Party Members 

Inviting non-household Sims along on vacation doesn't 
make them controllable, but it does give you some other- 
wise unavailable insight into their inner workings. 


When your Sims arrive on their initial vacation lot, 
look carefully at the Sim portraits along the leftside of the 
screen. Any playable Sims are stacked as usual in a vertical 
line, but guests appear on a "branch" of this tree. 

This is because guests have a special status while on 
vacation. You can select them and view their action queue. 
Wants and Fears and their Needs, Relationships, Skills 
& Careers, and Simology panels. Normally, all this infor- 
mation is invisible when an otherwise controllable Sim 
appears as a guest on another controllable Sim's lot. 

You'll find that having this information helps consid- 
erably in deciding what the party should do and for 
predicting the results of social interactions between your 
controllable Sims and their autonomous guests. 


The action queue for non- 
controllable party members 
is off limits, hence the 
grayed-out icons. 


There are, however, several critical things you can't do: 
/ Canaal quauad intaraatians 

/ Viaw tha aantants af thair parsanal inventary ar anything alsa in thair 
Raward panal 

4 Diraat tham in any way 
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clearly, we saved the biggest one for last there. Guests 
remain uncontrollable, though they will make every effort 
to tag along with your controllable Sims and join the same 
activities. 



not« 

Any monEy autonomously spEnt by non-playablE 
guEsts comES out of thE playablE Sim’s housEhold 
funds. 


Locals 

Every vacation destination has a pool of locals with 
whom your Sims can interact. Functioning much the 
same as townies, locals appear autonomously on hotel/ 
campground lots and Community Lots in vacation neigh- 
borhoods. They may, therefore, randomly walk by vacation 
homes and can be invited over if your Sims have already 
met them. 



Far East locals 


Island locals 


Mountain locals 
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Unlike townies back home, however, locals have some 
very important roles to play. First, they all have at least a 
few common cultural similarities. For example, all Moun- 
tain locals are less likely to accept jokes. Second, they are 
a major source for your Sim's vacation "collectables." 



nota 

ThE commonalitiES of all locals arE dEtailEd In thE 
Vacation DEstinations chaptEr. 


As you'll see in the Vacation Collectables chapter, 
there are two things your Sims can learn while on vacation 
that come only from interacting with the locals: gestures 
and dances. 

Sims learn and become proficient at a destination's 
indigenous gesture and dance only by doing them with 
various local Sims. It pays, therefore, to get out and mingle 
while on holiday. 


Tourists 

Tourists are another special breed of non-playable Sims 
that are functionally similar to townies, but they have 
some behaviors all their own. Unlike locals, tourists are 
fellow travelers who've come to the same vacation destina- 
tion as your Sims. There are two kinds, though they behave 
identically: 



Vacationers are easy to spot: 
they aren't wearing the local 
garb and you probably won't 
recognize them from your 
Sims' home neighborhoods. 


/ VacatiDPErs: This is a naw pad of npa-playabla (tawniE-asqua) Sims. Thasa 
pravida substantial appartunitias ta widan ypur Sims’ saaial ciralas bayand 
tha aanvantianal baunds af thair awn basa and assaciatad naighbarhaads. 

♦ Hamatawnars: Dacasianally, taurist familias may ba drawn from tha Sims in 
your Sims' basa or assoaiatad naighbarhaads instaad af tha frash pool of 
vaaatianars. Thasa Sims may or may not hava ralationships with your Sims. 

You'll first see tourists shortly after your Sims arrive 
at a hotel or campground. Once you've had a few hours to 
stake out your Sims' rooms, these out-of-towners start to 
arrive and fill some or all of the remaining suites. 
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Though tourists don’t all look the same, many mill 
bE drESSEd...mEll...likE tourists. JhEy may havE 
camEras around thEir nEcks, carry backpacking gear, or mcar 
fanny packs. Unlike locals, they mill not mcar any of the Indig- 
Enous garb. 


Tourist families come in various sizes-from one to 
four Sims-and their stays are randomly determined when 
they arrive. One family may leave after only one day and 
another may still be checked in when your Sims depart. 

Though you'll see these non-playable Sims primarily 
around the hotel, they also pop up on vacation Community 
Lots, as fellow vacationers are wont to do. Of course, like 
normal townies, tourists can be befriended and married/ 
joined/asked to move in. 


a 
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As mith locals, rEmcmbEr that vacationers mill 
never appear in your Sim’s home neighborhoods. 
The only opportunity to start a relationship mIth them Is mhlle 
on vacation and the only may to build upon It is via telephone 
calls or the nem “Invite to be Houseguest” interaction. 


Tourists and Locals in 
“th€ Real World” 

Tourists and locals mill never appear as malkbys In your 51ms 
home neighborhoods, nor can they accompany your back-at- 
home Sims on outings to Community Lots, go out on dates, or 
be invited over for the evening. They live too far amay for such 
brief get-togethers. 

But that doesn’t mean your Sims can’t get to knom them on 
home turf. Once a Sim has a vacation local and/or a tourist in 
her Relationship panel, she can Invite him to be a houseguest at 
her home. The Invited Sim mill accept If his Dally Relationship 
tomard the calling Sims Is greater than BO. 

If the Sim accepts, he arrives by cab and stays for three 
days and tmo nights. During this time. It Is possible to ask him 
to move in or get married, if the relationship develops enough. 

This invitation is also available to have regular tomnles 
or even playable Sims from other lots come to stay for an 
extended visit. 


Getting Around and 
Skhtswing 

The Sims" 2 Bon Voyage gives your Sims plenty to do on 
vacation, but it also adds some features that can benefit 
your Sims anywhere. 


Walking to Lots 

In the laid back spirit of vacationing, Sims now have a new 
way to travel to Community Lots in vacation destinations 
or their own neighborhood or other associated neighbor- 
hoods: on foot. 


nota 


Of course, Sims can’t travel on foot betmeen base, 

1H3 domntomn, or business district neighborhoods, on 

the one hand, and college tomns or vacation destinations, on 
the other. 


a 
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When using the Walk to Lot... interaction mhile on 
a Community Lot, your Sims have tmo choices: 
go to another Community Lot or "Home.” When on vacation, 
“Home” refers not to your Sims’ home lot in the base neighbor- 
hood, but rather to their home base in the vacation destination. 
When, by the may, your Sims are staying at a hotel in a non- 
vacation neighborhood, and they venture from there to a 
Community Lot, electing to go home mill take them back to their 
actual home and nof the hotel. 


Indeed, Sims can now walk to any lot to which they 
could drive their cars (The Sims' 2 Nightlife) or take a cab. 
There are three ways to travel by foot: 



Self-Interaction: Every teen 
and older Sim now has a 
new "Walk to Lot..." self 
interaction. 
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Pedestrian Sign Object: The 
new pedestrian sign object 
(Sim Crossing by Signature 
Signs, Decorative > 
Miscellaneous menu) 
offers the Walk to Lot... 
interaction. 



Public phone: Ifthe Sims are 
on a home base hotel/camp- 
ground lot or Community Lot 
to which they came on foot, 
the Walk to Lot. .. interac- 
tion is available on the public 
phone. 


No matter which way a Sim goes, the process is the 
same as using the phone's Taxi menu: select which house- 
hold Sims will be joining the controlled Sim and pick the 
destination. 


a 
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Walking does not, hoiuever, permit inviting Sims 
from other lots along for the laalk (a la the phone’s 


“Transportation” menu). 


Once your Sims walk to a Community Lot, they can 
only travel to other Community Lots or back home by the 
same means. The taxi option is not available on the public 
phone. Likewise, if they taxi or drive their own car to the 
lot, the Walk to Lot... interaction will be unavailable until 
they return home. 



N€uj: Transportation Picker 

It’s nouj much easier to choose mho travels from lot to lot with 
your Sim. The neuj transportation picker expands the previous 
all-or-none system. 



The new transportation picker 
allows you to pick which 
members of a Sim's household 
will accompany her on a walk, 
car ride, or taxi trip. 


Previously, when a Sim traveled to a Community Lot, she 
could choose to either go alone or bring all the members of 
their household. What if, however, you only wanted to bring 
some members? 

This new system works exactly like the party planning 
system, in which you can select individual Sims to put in or 
take out of a list. 


Tours 

Sometimes, vacationers love nothing more than searching 
for activities on their own, stumbling upon adventure as 
life brings it. Sometimes, however, they may want a more 
organized, guided experiences. And for that, there are 
tours. 



The Tour Guide is always 
ready to send your Sims on a 
vacation adventure. 



notfl 

Tours provide many of the Mementos your Sim will 
need to fill out your Sim’s Vacation Mementos. 
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HL 

I As luith job chancE cards, the “right” ansiuEr for 

I ^ b 3 tour chancE cards is SEiEctcd at random. ThcrE’s no 

tEiiing luhich luiii be the right ansiuEr Each time it arises. 


Tours function somewhat like jobs. Your Sim leaves 
to go on the tour, returning two hours later. Tours also 
present you with "chance cards": dilemmas that can 
provide either benefits or penalties. In jobs, these 
opportunities arise only occasionally, while tours always 
offer them. 
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Tours are a great way to gain Mementos (see "Vacation 
Mementos" in the Vacation Collectables chapter); earn 
Need, skill, or money rewards; and acquire rare items. They 
can also cause your Sim to deplete Needs or lose money or 
skill points, and can afflict them with some uncomfortable 
consequences. 


The gateway to tours is the new NPC Tour Guide, 
always found hanging around the public phone on 
vacation neighborhood Community Lots and hotel/camp- 
ground lots. 

Each vacation destination offers three different tours, 
each with several good and bad outcomes. 


Choose from three tours for 
each destination. 


nota 


Also likE Jobs, going on tours has a fixEd EffEct on 
your Sims’ NEEds. For ExamplE, a walking tour mill 
ExpEnd a Sim’s CnErgy moPE than a boat tour. This EffEct is 
IndEpEndEnt of any chancE card NEEd EffEct. 


Whenever Sims return from 
a tour, they'll get either a 
chance card or news that 
they discovered a map to a 
secret lot. 


nota 


n 

I WhEn building your omn custom vacation 

I neighborhoods, keep in mind that tours are 

controlled by mhich of the three basic vacation destination 
templates you use. Gven if you plan to make, for example, a 
medlEval playground vacation, the tours available on it mill 
always be the Far East, Island, or Mountain excursions. See the 
Build Mode Additions chapter for further details on building 
custom vacation destinations. 
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Tour Dostlnation Cost por Sim Transportation Good Dotcomes Bad Outcomes Bladder Comfort Energy Fun Hunger Hygiene Social 


Bamboo Forest 

Far East 

§30D 

Helicopter 

+Fun, +Bndy, 

+Lngic, +§500, +§150 

-Eon, Bees, -§300 

-14 

-12 

-8 

28 

-G 

-IB 

8 

Bird Watching 

Moontain 

§2DD 

Van 

+Lngic, +Charisma, 
+§500 

Bees, -Charisma, 
-Logic, -Fun 

-8 

-ID 

-ID 

24 

-ID 

-8 

IB 

Glass Bottom Boat 

Island 

§100 

Van 

+Logic, +§350 

-Fun/-Com, Motion Sick, 
Poison Ivy, -Fun 

-G 

IB 

G 

IS 

-8 

-G 

IB 

Halicoptar Tnor 

Island 

§200 

Helicopter 

+Mechaninal, +Lngic, 
+Cleaning 

Motion Sick, -Logic, Bees 

-24 

-ID 

20 

3G 

-G 

-G 

ID 

Historic Walking Toor 

Ear East 

§100 

Tnnr Bus 

+Charisma, +Fun/+Energy, 
+§500, +Cooking, +Body 

-Hunger/-Energy/-Bladder, 
Poison Ivy, Bees, -§300, 
-Fun/-Comfnrt/-HygiEoe 

-ID 

-IB 

-IB 

24 

-ID 

-G 

12 

Logging Expedition 

Mountain 

§100 

Van 

+Body, +Logic, +Charisma 

-Fun/-Comfnrt, -Logic, Poison 
Ivy, Bees, — Hunger 

-ID 

-20 

-30 

34 

-IB 

-18 

IB 

Natore Trail 

Mountain 

§300 

Van 

+Body, +Logic, +§300, 
+§500 

Poison Ivy, Bees, — Hungor, 
-Charisma, -Logic 

-12 

-12 

-18 

30 

-G 

-ID 

20 

Parasailing 

Island 

§300 

Van 

+Bndy, +§400, +§500 

-§5D, -§l,DDD/-Fun/-Comfort, 
—Hygiene, -Fun/-Comfnrt, 
-Energy/-Fun/-Comfnrt 

-IB 

-20 

-34 

40 

-IB 

-14 

-ID 

River Boat 

Ear East 

§200 

Van 

+§500, +Eun/+Energy, 
+Mechanical, +Charisma, 
+Bndy 

-§300, -Fun, Poison Ivy, 
Motion Sick, BEes,-Fun/ 
-ComfertZ-Hygiene 

-14 

ID 

G 

22 

-8 

-12 

ID 


B€€s, Poison Ivy, and 
Motion Sickness, Oh My! 

Bad tours can punish Sims ujith many of the familiar Effects on 
skills, Needs, or money, but they can also afflict them luith three 
neui post-tour consequences. 

T Mation Sickness: Sims stricken with motien sickness immediately vemit 
and suffer the usual Hygiene-depleting aftereffects. 

-t Bees: Bees are tenaciaus pursuers, fallowing ynur Sims from their tour 
and stinging them after they disembark the tour vehicle. This canse- 
guence depletes each touring Sim’s Comfort and Fun. 

T Poison Ivy: Poison ivy is a pesky but quick healing canditian suffered 
by Sims on bad tours. This itchy inconvenience lasts a short time and 
depletes bath Comfort and Hygiene. 


not« 

Sims can also be attacked by bees or get poison 
ivy luhen using the Lucky Shrine object (see “Spiri- 
tuai Shrine of Odd Biessings,” in the Neuj Objects chapter). 


There is also a slim chance that a Sim will make a 
startling discovery while on a tour (in pre-made vacation 
destinations only). Instead of the usual chance card, the 
Sim may return from the tour with a map to the destina- 
tion's secret lot. 


Snapshots 

All child and older Sims are now constantly equipped with 
a portable camera for grabbing snapshots on vacation or, 
really, anywhere they might be. Here's how it works. 
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ri 

I ^MH|U Veterans of The Sims™ E University luill recognize 
this system from the Luminous Pro Antique 
Camera (Artist career object) minus some of its special effects. 
If you knouj houj to use that, this neuj camera ujill be a...snap. 


The most important thing to know is that the picture 
is not literally being taken by the Sim with the camera. 
The photographer can even appear, camera to eye, in his 
own picture. Once the system is activated, you can move 
the camera anywhere you please in either normal view or 
Cameraman mode ((^). The game controls won't appear 
in the final picture. 



whoever is taking the 
picture is shown holding the 
camera. 



Position Sims anywhere 
(the location of the camera 
doesn't matter) in whatever 
goofy pose you choose. 
Frame the scene and press 
(^to snap. 


Framing the shot is, of course, only part of the process. 
You may also want your Sims to be posed in a certain place 
or position. This is done through the "Pose" self-interaction 
and the "Stand Next to" Sim-to-Sim interaction. 

♦ Pdse: Any SGlEctabiG Sim on IHe IdI can da the PasE SElf-intEractian. ChaasE 
any af the zany pasES far yaur Sims and thEy’ll da as cammandEd. NdIe that 
pasEd Sims' Nseds dscay whilE posing, so thEy'll EVEntually bail out if Maad or 
critical NcEds drop Enough. To un-posE a Sim aftar the pictuPE is snappEd, 
cancEl thE intEraction by lEft-clicking on the PasE icon in thn quEUE. 

4 Stand: With anathEr Sim SElEctEd, click an a posed Sim and choose where 
you'd like this Sim to stand in relation to the posed Sim. Dnce the additional 
Sim is positioned next to another, you may pose him too. 



not« 

Sims ujaiting to take a snapshot mill see a fastEr 
than normal dEplEtion of Comfort. 


There are actually two ways to take pictures: 

1. Self-interaction: Any controllable Sim can use the "Take Picture" self- 
interactian. The phatographer Sim will take aut a pocket camera and 
hald it ta her eye while you compose the shot. Keep in mind that she'll 
held this pose until you either snap the picture ar cancel the interac- 
tion. If, therefore, the picture includes the photographer, she'll be in the 
pictures, holding the camera. 

2. Sim-ta-Sim interaction: You can instead click on any playable or 
autonomous Sim and use the Take My Picture interaction. This works 
identically to the self-interaction, save that the target Sim assumes 
the phatagrapher stance. This leaves the active Sim ta appear (sans 
camera) and pnse in the picture. 



notfl 

PosEd Sims mill turn thEir hEads to look at thE 
camEra as you changE thE anglE of thE viEm. 


The pictures taken with this camera are added to the 
Story mode's Organize Story mode. They're not, however, 
added to the pictures taken with the traditional Story 
mode camera, but rather to the new Snapshots panel. 

This panel can be filtered by one or more kinds of vaca- 
tion destination (all based on the Far East template, for 
example) or Other (for shots taken anywhere else). These 
shots can be used just like normal Story mode pictures in 
Story mode albums or blogs. 



Pictures taken with the new 
personal snapshot camera 
are displayed in their own 
Snapshots panel in Story 
mode. 


To filter a household's snap- 
shots by where they were 
taken, toggle the buttons for 
each kind of vacation desti- 
nation or Other for pictures 
taken anywhere else. 
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Occasionally, your Sim’s snapshot may randomly 
be a “bad” shot, requiring you to take It again. 


Ordering Pictures 

Pictures taken with the snapshot camera can be turned into 
objects via any computer's "Order Photos" interaction. You 
can order either a single framed print or-if there is more 
than one picture in the bin-a bound multi-photo album. 



Select a single photo and 
click the Order Print button 
to have a framed photo deliv- 
ered to your Sim's door. 


To create an album, select 
a photo and click the Add 
Photo to Album button. An 
album can hold up to 15 
shots. 


The pictures can be 
rearranged with the Move 
Entry Up and Move Entry 
Down buttons. 




To order the album, click the 
Order Album §45. It'll be 
delivered to your Sim's door. 
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Once a picture is delivered, any Sim can enter Build 
mode to position the picture on a wall or surface (it'll auto- 
matically change to fit either) or sell (delete) it for §15. 






If you hold the picture near 
a wall, it will switch to a 
hanging frame. 



Hold it over a surface and it'll 
become a tabletop frame. 


Albums, on the other hand, are delivered in book form. 
This object can be added to inventory, placed by Sims or 
via Build mode on the ground or surfaces, or sold through 
Buy mode (§45). 



nota 


PIctuTES and albums can be sold, but they do not 
deprEclatE or gain valuE from thE photographEr’s 
CrEatIvE skill as do EasEl paintings. 


When a playable Sim views a photo album, a panel 
opens so you can view each picture. While perusing the 
pictures, the Sim earns Fun and Social. 

For Information on CamEraman modE, see 
“CI nEmatIc ChEats” In thE Story ModE and MovIe- 
maklng chaptEr of The Sims™ B Prima^ Official Game Guide. 



a 


nota 


ThE pIcturE-takIng systEm on thE CamEra objEct Is 
also VEry similar to thE Paint Portralts/Stlll LIfE 
IntEractlons on thE EasEl. See “IndEpEndEnt FxprEsslons Inc. 
SasEl” In thE ObjEcts chaptEr of The Sims™ B Prima^ Official 
Game Guide. 
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Packing a lot to the Lot Bin or moving a family to a 
neiij house luill delete any albums on the lot. 


Mn9MVi*Mio!!i 

Sometimes, it does all end in tears and yes, it is, in fact, 
possible for Sims to perish even in paradise. 

When a Sim dies while on vacation (on any kind of lot), 
it's very much like dying on a regular Community Lot. The 
ghost trudges off the lot and a tombstone/urn is left on 
the lot where the Sim expired. 


N€iiJ Feature: Reversible 
Community Lot Death 

If you’ve ever had a Sim die on a Community Lot, you’re prob- 
ably wondering something. “Hey!” you say, “isn’t death on a 
Community Lot permanent because there’s no may to stop the 
lot from automatically saving?” Well... not nom. 

Before The Sims™ B Bon Voyage, if the last playable Sim 
died on a Community Lot, the lot mould automatically reset 
itself and save your Sim just as it mould any time the last play- 
able Sims leaves the lot in any other may. The unfortunate 
upshot of this mas that Community Lot death, unlike death at 
home, couldn’t be undone by exiting without saving. 

A fix in this expansion pack remedies this lingering ineq- 
uity. Nom, if the last controllable Sim dies on a Community Lot 
(whether on vacation or in any other kind of neighborhood), 
the Reaper fills you in on your options. 


\Ne couldn't have explained it 
any better ourselves. Thanks 
Mr. Reaper. 


Nom, instead of automatically shutting down, the lot 
continues for a bit with no playable Sims on it, though your 
Sim’s ghost remains for a while. Eventually, the ghost mill 
depart the lot, automatically saving the Sim’s state and final- 
izing the death. 

If, however, you click on the Options > Neighborhood button 
before the ghost leaves the lot (and agree that you want to 
leave without saving), it’ll be as if the death never happened. 
When you next load the dead Sim’s lot, he’ll simply return home 
Just as he mould if you exited a Community Lot without saving. 
No harm, no foul. 




If you don't want a 
Community Lot death to 
be permanent, exit the lot 
without saving before the 
ghost heads home. 


No matter where the death occurs (at home base or on 
a vacation Community Lot), if the death (eaves no teen or 
older Sim on the lot, all child Sims automatically return to 
either their vacation home base (if there's a teen or older 
household member still there) or to their real home (if no 
teen or older Sims remain in the vacation party). Obvi- 
ously, if the family no longer contains any living teen or 
older Sims, the youngsters are taken into the care of the 
Social Worker and the home lot is shut down as usual. 

Keep in mind that a vacation death is a mayor nega- 
tive event for vacation scoring purposes (see "Vacation 
Scoring"). 


End|Mi3 Vacate 

Like all good things, vacations must come to an end. 
Because you'll want your Sims to cram as many experi- 
ences as possible into their time away, it's important to 
know what to expect when the end is near. Also, it's even 
possible that you'll want to end a Sim's vacation early, so 
you'll need to know the steps. 

When your Sims' vacation is drawing to a close-the 
Vacation Meter is nearly full-you'll receive several 
onscreen warnings. 


If your Sims are on a 
Community Lot when a 
vacation is about to end, an 
onscreen warning alerts you 
that a taxi will arrive soon 
and automatically take your 
Sims back to their home base. 


Check out time is noon on the last day of vacation, so 
all of your Sims must be back at their home base (whether 
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hotel, campground, or vacation home) by 11 a.m. You 
can simply make sure everyone's at home base at the 
appointed time or let things occur automatically. How this 
goes down, however, will depend on where your Sims are 
and where they're staying: 

1. If you' PE playing sditie dp all af yaup Sims an a vacatian Community Cat, 
tfiE taxi will automatically comE apound ID a.m. and yaup Sims will dpop 
whatEVEP thay’pE doing and hop in fop thn pidn back ta home base. 

2. If you' PE playing yaup housEhald on thuip hntEl op campgpnund hnmE 
basE lot, yau'pE instPuctEd tn chEck aut. If you don't diPEct tbsm ta cback 
out — via tba fpont desk's "ChEck Out" intEPaction — by naan, thEy'll auto- 
matically do it and than hop into tba shuttla fnp tba pide to tha aippnpt. 

3. If ycu'pE playing ynup hDusahnld nn an ewnad vacation home lot, the 
aippopt shuttlE will appivE automatically at noon and whisk ynup Sims away 
fop theip joupoEy homa. 


Ending a Vacation Eariy 

If, for whatever reason, you wish to cut your Sims' vaca- 
tion short, the process depends on where they're staying. 

♦ Na HnmE Basa: Use any public phooES Vacation. ..End Vacatinn menu to 
summon the shuttle. 

♦ HntEl: ThEPE aPE two ways. Fipst, check nut via the fpont desk. This exposes 
the Vacation... menu on the public pbona. Use the End Vacation intepaction 
to summon the aippopt shuttle. Second, they can use thaip poom phona and 
USE the LeavE Vacation and Retupo HomE intepaction tn combine both steps 
in one. 

/ Campgpnund: Sims check out via any tent. This Exposes the Vacation... 
menu on the public phone. Use the End Vacation intepaction to summon the 
aippopt shuttle. 

♦ Vacation Home: Pick up the housa phnoE and use the Leave Vacation and 
Ratupn Home intepaction tn being the shuttle. 


Checking Out 

Checking out of a hotel means it's time to pay the piper... 
err... Bellhop. Well, that's not exactly true. If your Sims 
have money to cover the final cost of the bill, it's immedi- 
ately deducted from their household funds. 



whether Sims are in a hotel 
or campground, they must 
check out before they can 
end their vacation. If you 
don't direct them to do it in 
time, it'll happen by itself 


If, however, they don't have enough cash left to pay 
the bill at check out time, they're still allowed to leave, 
but the amount of the bill is added to the next delivery of 
household bills back home. 

Although campgrounds are free, your Sims must still 
check out before they can summon the shuttle, or else it'll 
be done automatically. 





While youp Sims needn’t have enough money to 
cover their hotel bill at the end of the vacation, 
you’d better find a may to get the cash pretty soon after 
arrival. If your Sims can’t pay the next round of household bills 
mhen they return home, the Repo Man’s gonna come calling. 
And he Is not Interested In seeing vacation snapshots! 


Obviously, if your Sims are staying in an owned vaca- 
tion home, there is no need to check out and no final bill to 
settle. The shuttle comes and they're done. 

Vacat] 

At the end of a vacation, Sim receive the fruits of their 
adventurous wanderings. The final individual scores for all 
party members are added together and averaged to make 
each party member'sfinalvacation score. 


n^tc 

During a vacation, you never see any tally of this 
score, though your 51ms periodically tell you mhat 
they think of the vacation so far (“This vacation mas morth 
every penny”). This is actually a reflection of the current score 
level. Your Sims’ level of success is only revealed mhen they 
return home either rested and refreshed or, if things go poorly, 
not so much. 
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Points are added or subtracted when any of the 


following occur: 

Event Points 

Party mamber lasas a relationship (Friend, Crush, etc.) with -2D 

a Sim not in the party 

Party member loses a relationship (Friend, Crush, etc.) with -3D 

a Sim in the party 

Party member witnesses someone die -5D 



-IDD to -Cl Awful Jetlag and Cranky 


Party member gains an Enemy -25 

Sim dies -2DD 

Another Sim in the party dies -IDD 

Party member freezes or gets heatstroke -GD 

Party member gains any Vacatian Memento +2D 

Party member gains a positive (non-Enemy) relationship toward any Sim +15 
Party member gets married or engaged while on the vacation +5D 

Party member loses an Enemy +15 

Party member discovers a secret lot (once per party per vacation) +4D 


motm 

If a member of the party dies in sight of the other 
members, they aii get penalties for both the death 
of a team member and witnessing a Sim die. 


When Sims get home from 
even a decent vacation, you 
can choose one to three 
benefits to help ease back 
into real life. 


Upon return home, each member's points are tallied 
and then averaged for a final, albeit unstated, score. 
Though this score is never revealed, its result dictates 
what and how many "Vacation Benefits" each party 
member receives. 




The Vacation Benefits window appears if the final 
average vacation score was 25 or higher and shows how 
many benefits each party member may choose. You can 
choose for members individually or press the Apply to All 
Sims button to select the same benefits for all members. 
Members may choose: 


nota 


I For playable non-household Sims, you can choose 

I their benefits the next time you load their home lot. 

If, however, you used the Apply to All Sims button, the benefits 
will already be applied. If, however, the vacation score was 
negative, the negative effects will be in place. If more than one 
effect has been earned since the Sim’s lot was last loaded, the 
most recent set will be active. 


Because they're never played, non-playable group members 
(townies, service NPCs, etc.), don’t receive any benefits. 


Benefit Effect 

Carefree Sims get an extra Want slat far 48 hnurs. 



Nice/Grauchy persnnality is shifted 3 paints tnward 
Grnuchy. 



Fnrgiving 


Negative relatianship effects taward ether Sims are 
reduced by twe thirds for 48 haurs. 



Industriaus 


Sim gets +3D jab performance score for 48 hours 
(N/A far child). 



Je no sais guai 


Sim becames mare attractive (+8D) for 48 hnurs 
(N/A far child or Bigfaat). 
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Benefit Effect 



Skill/Talent Badga/hamewark rata is dacraasad 
far 48 haurs. 



Camfart, Fun, and Saaial maxad nut far 24 haurs. 


Rafrashad Skill/Talant Badga/hamawark rata banusas 

aaaraa far 48 haurs. 



Veiunica 

Carefree houre rerraintng^ 

Jo no 3019 quo( f48 hors rorai ning) 
lndu9tnou9 (40 hour* rcmninif>Qj 


fj 


To see what benefits are in 
effect and for how long, 
point to your Sim's portrait 
on the screen's leftside. 



not€ 


I Vacation benEfit EffEcts add to any similar 

sEasonal EffEcts (for ExamplE, fall's skill boost 
is similar to RsfrEshEd). ThEy do not, houjEVEr, stack if one 
vacation’s bEnefits arE still in EffEct luhEn thE Sim rEturns from 
a subsEquEnt vacation. 
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Vacation accommodations permit something unprecedented in The Sims' 2: the ability to treat a second lot as home. 

How much like home they are and how accessible they'll be to your Sims, however, varies with the kind of accommodation 
you choose. 

This chapter introduces you to the ins-and-outs of hotels, campgrounds, and vacation homes and clues you in on how 
to build your own. 


Accomm^^^ 

There are three kinds of places Sims can stay while on vacation, each with its own rules, benefits, and drawbacks: 
AccBinnmdatiDn Advantages nisadvantagas 

Hctel Lots nf amenitiES, high Sim traffic, hausakaEpiag sarvica, roam sarvica Casts manay, can’t access invantary, can’t ra-madal 

Campgrnuad Nn cast, simple chack-in/chack-nut Nn rasarvad rnnms, fawar amanitias, aa hausakaaping service, 

can’t access invantary 

Vacatinn Hamas Nn bills nr par day charges, nn check in/chack nut, fully usaabla Vary axpansiva tn purchase, can’t change hnma hasa during single 

rasidantial Int, ramndaling DK, invantary access vacatinn 



Where will your Sims call 
home for the holidays? 


When your Sims go on vacation, they must stay at 
one of these kinds of lots in order to have the freedom 
a vacation demands. Where Sims put down stakes is, as 
discussed in the Vacationing chapter, called your Sim's 
"home base." Without a home base at a hotel, campground, 
or vacation home you can't: 


-r Sava 

/ Add/Ramnva items frnm Sims’ invantary (vacatinn hnmas nnly) 

^ Taka Sims tu Cnmmunity Lnts 
♦ Let them sleep in bads 

Sure, you could decide to take Sims on vacation and 
never establish a home base. Though the free hotel tour 
of Twikkii Island may sound exciting, traveling "baseless" 
loses its shine pretty quickly. 



notfl 

The process of choosing a place to stay is covered 
in detail in the Vacationing chapter. 
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There are, as generally discussed in the Vacationing 
chapter, three kinds of vacation accommodations. 

Vacation Homos 

Vacation homes allow your Sims, for the first time ever, to 
own more than one home lot. This is an extraordinary new 
power, but it comes with certain limitations. 

Functionally, vacation homes work identically to home 
lots. Your Sims can cook their own meals, sleep in beds, 
hire Maids and other service Sims, build skills, and use 
Build and Buy mode. 


a 


n®t€ 


UnlEss they arE occupiEd, vacation homES can’t 
bE altEPEd in Buy or Buiid modES dirEctiy from thE 
NEighborhood viEui. To EntEr Buy/Buiid modES, at iEast onE 
Sim from thE owning housEhoid must bE physicaiiy on thE iot 
bEforE you can switch from Uve modE to Buy or Buiid modES. 



lot, 


Buy and Build mode are only 
available when you're playing 
the lot. 


What the owners of vacation homes can't do, however, 
is critical. They can't: 

♦ Ga ta work 

♦ Age 

♦ Stay far mara than savaa days 

♦ Visit the lat withaut paying far airfare 


Pretty much as in the real world, there is-even for 
homeowners-no such thing as a permanent vacation. 
Having a vacation home may mean vacationing more often 
(because they don't have to pay for hotels), but they can't 
ever stay for more than seven days without returning 
home and paying for another flight back to paradise. 
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A few other things are different: 

4 Nn bills tn pay 

♦ Taans cannot run away whan on vacation homas 

♦ No ana gaas tn school nr jobs 
) Taans cannot leave for college 
/ No pets 

^ No adoption allowed 
/ No toddlers or babies 

The instant your Sims set foot on their vacation home 
lot, they can't change their home base for the entire 
vacation, even if they own more than one. Sims can still 
visit hotels and campgrounds. They can even check in, 
but they can't save and will be forced to check out if they 
leave the lot. 

By contrast, Sims who begin their vacation in hotels or 
campgrounds can freely visit other hotels or campground 
lots (as if they were Community Lots) or may change to a 
different hotel or campground (or vacation home) when- 
ever they please. 

Buying a Vacation Home 

Sims can purchase vacation homes only from their home 
lot. They can't, for example, go on vacation, stay at a hotel, 
decide that this would be a great place to have a house, 
and buy themselves a place. Nope, they must do it from 
home. 



Vacation real estate is 
purchased from home on 
either the phone or computer. 
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If you havE The Sims™ E Open for Business, youp 
Sims’ computEPS and homE phonES alPEady havE 
thE REal GstatE mEnu fop buying and SEiiing Community Lots. 
That mEnu nouj has a nEUj “PupchasE Vacation HomE” sub- 
intEPaction. 

Your Sims' home phones and computers now have 
a new Real Estate. . . menu for buying and selling vaca- 
tion homes. Buying a vacation home is as easy as picking 
a vacation destination (from those assigned to the base 
neighborhood) and choosing from any unowned vacation 
home lots. 

nota 

To incPEasE a vacation destination’s SElEction 
of vacation homes, you can eithep place any 
unoccupied PEsidentiai lot fpom the Lots and Houses Bin op 
piacE an empty peguiap op beach iot, zone it PEsidentiai, and 
buiid a vacation home on it. 

See the Buiid Mode Additions chaptep fop infopmation on 
piacing and buiiding on beach iots. 

Property owners get a deed 
that signifies their owner- 
ship. It can make a handsome 
floor or wall decoration. 


If your Sims' household has enough money, they gain 
immediate ownership of the lot. Its deed appears as an 
object in the calling Sim's inventory. This deed can be 
dragged out of inventory as a decorative object. 

SelljngaVaca^ 

The simplest way to sell a lot is via the Sim's base neigh- 
borhood home phone or computer with the Sell Owned Lot 
interaction. 





Intra-household transfers 
can be executed on the deed 
Itself 


Transfers can also be done on a Sim's home lot via the 
deed object itself Place it anywhere on the lot and then 
use "Sell Back to the Community" to get the same price 
you'd get if selling via phone or computer. 

(ggHMl'aOoinl 

Due to dEppEciation of thE objEcts in a vacation 
home, youp Sims may take a ioss luhcn SElling 
vacation homes. 

If you wish instead to transfer ownership between 
household members, you can do so with the deed object's 
Transfer Ownership to. . . interaction. This makes the 
selected Sim the owner of the lot and gives her the power 
to move the deed into her inventory or sell it. 

I n heriting Vacat jon Homes 

Owned Community Lots pass upon the death of the owner 
through a series of possible recipients: 

1. THe iTiEmbEr of ths ownEr's hajEEhold (Ieeh dp oldEr) with thE highEst 
LifEtimE RslatiDnship to thE ownEP. 

2. ThE DwnEp's clasEst mapriEd dp hlood PElativE (tEEn dp dMep). 

3. ThE DWDEp’s clDSEst fpiaad. 

4. Back tD tha cammunity (hacDmas UDDWDEd). 

If a deed passes in this way, the new owner is informed 
of the inheritance and given the new deed the next time 
that Sim's home lot is loaded, or immediately if he was on 
the same lot with the former owner when she died. 

nota 

PlayEPS with The Sims™ E Open for Business can 
also seII a vacation home by placing the deed fop 
salE on a home business op oujnEd Community Lot. Fop full 
details, see The Sims™ E Open for Business Prima^ Officiai 
Game Guide, Chaptep 4. 
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Vacation 



The gold suitcase icon means 
someone in this Sim's house- 
hold owns that vacation 
home. 


When booking a vacation, you can elect to send your Sims 
to an owned vacation home; it's indicated in the Choose 
Accommodations panel with a golden suitcase icon. Your 
Sims are taken directly to their vacation home where, 
without any further steps, you can save them or send them 
out to explore other lots. 

If, instead, you choose to select accommodations on 
arrival, any of the household's vacation homes will appear 
in Neighborhood view with a gray suitcase icon. 

Or you can choose to begin their vacation in a hotel 
or campground. If you wish to later switch to a vacation 
home, check them out of the hotel and use the phone's 
Vacation... Try Different Lodgings interaction. Any owned 
vacation homes are highlighted with a golden suitcase icon. 

In any of these situations, once your Sims enter an 
owned vacation home in Live mode, they can't change 
home base-even to another owned vacation home-for the 
entire vacation. The lesson: make very sure you want them 
to stay at a vacation home before directing your Sims to it. 

Endlnqayac^^^ 

To end a vacation from a vacation home, you can either: 

♦ Use thfi VscatiDn...End VaEaticn intaractian an the hnma phana 

♦ Wait until nnnn nn tha vaaatiDn’s final day and lat it and automatiaally. 

The home phone is your 
tool for manually ending a 
vacation. 



Note that because vacation home lots (unlike hotel 
lots) are saved when the vacation ends, any messes or 
other changes will still be there when your Sims next use 
the house. 


Hotels 

Hotels don't provide all the control of home, but they 
make up for it in comfort and convenience. For the most 
carefree vacation experience, you'd be hard-pressed to do 
better than any of the hotels in the vacation destinations. 
Getting the most out of them, however, requires an under- 
standing of how they work. 

In essence, hotels are Community Lots that can be 
temporarily converted (via checking in) into a limited 
home lot, gaining some but not all of the functionality your 
Sims see at their own abodes. Being mindful of this dual- 
identity helps you remember what can and can't be done 
on hotel lots: 

■'/ Yau can save 

I Sims can't build skills, avan if chackad in 

-r Yau can't mava nbjacts in nr nut nf Sims' invantnrias 

/ Yau can't use Build nr Buy made 


not« 


HL 

I Sims can get married on hotei iots, but that’s not 

I because of anything speciai about hoteis. That’s 

because of the new Community Lot marriage feature, discussed 
in detaii in the Vacationing chapter. 


This hybrid nature also means that a hotel requires a 
few extra formalities before it becomes your Sim's home 
base. 


Checking in Hotels 

choosing a hotel when a vacation is booked neither 
reserves a suite or sets the hotel as our Sim's home base. 
For that to happen, you must go through two steps: 

1. Rasarva a suite by clicking an its hatal dear 

2. Chack in at hatal desk 



prlmagame5.com 


Protected by copyright. Unauthorized or unlawful copying or downloading expressly prohibited. 



GQ[^ 


If youp Sims are going to siuitch hotsis op end theip 
vacation caply, be supe to check out befope noon to 
avoid being chapged fop the next night. 




Step I ; Reserve a Suite 

when your Sims first arrive at a hotel, they must reserve a 
suite or suites before they're allowed to check in. 



Click on a hotel suite's door 
to claim it. This turns the 
door sign yellow. 



nota 

When you reserve a suite for your Sims, the door 
sign turns yeilouj. No one eise may claim this suite, 


but your Sims can't use it until they check in at the hotel desk. 


Hotels are always empty when Sims without home 
bases arrive, but they won't remain so for long. You'll have 
about an hour before other vacationers start to arrive and 
pick suites. Thus, you have only a bit of time to nail down 
the suite or suites of your choice. 




nota 


The arrival of other tourists mill never shut your 
party completely out of a hotel; they always leave 
enough beds for everyone in your party to sleep at the same 
time. Waiting too long mill, however, limit your choices Call the 
ground floor suites may be taken, for example). 


When you've spotted a suitable suite (or suites), click 
on their doors and use the "Reserve Suite" interaction. 
Reserving a suite doesn't, however, set your Sim's home 
base; it merely prevents any tourist parties from booking 
the suite before you have a chance to check in at the 
front desk. 


'3Q[5) 

Though it makes sense to book enough beds for 
all the Sims in your party, it’s not required. You can 
always add more suites later if sleeping becomes a problem; 
the hotels never fill up beds that your party might potentially 
require. 



nol^i 


n 

All suites are billed from noon to noon. So, if you 

I add a new suite at 1 1 a.m. the day before the end 

of a vacation, you’ll be charged for two days (the one just 
ending and the next). 


Step Z: Check In at Hotel Desk 



To seal the deal and make a 
hotel your Sim's home base, 
check in at the front desk. 


Finally, and this does finally establish your Sims' vacation 
home base, locate the front desk and use its "Check In" 
interaction. This interaction shows you the daily rate for 
the suite or suites you've selected and sends your Sim to 
finalize the process. When it's done, the suites are theirs to 
use for as long as they wish. Your Sims can now be saved 
and may travel to any campground, hotel. Community Lot, 
or secret lot to which you wish to send them. 



when your Sims check in, all 
reserved suites' door signs 
change from yellow to green. 
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Suite Locking and Do Not pisturb 

Checking into a suite gives your Sims exclusive access to 
it. If you want anyone other than all Sims in the traveling 
party (and the Housekeeper or room service delivery) to 
get in, you can use the door to control access. 



The Do Not Disturb sign 
keeps Housekeepers from 
walking in whenever they 
like. 


Checked in suites offer several access-control settings 

on their hotel door 

♦ Dd Not Disturb: PrevEnts HousEkEEpEr NPC from EntEring thE suitE. In fsEt, 
it's thE o/7//thing you nan da ta kaap bar aut. It won't, howEvar, kaap nut 
tha Ballhop if ha's dalivaring raam SErviaa. 

♦ Allow HausakEEping: RamovE a Do Nat Disturb sign. 

♦ Lock.. .Allow HousEhald Dniy: Prevents entry by all Sims but mEmbers of the 
traveling party. Dees not keep nut HausekEEper or Bellhap NPCs. If a Sim is 
part of an Outing or Date [The Sims'" 2 Nightlife, the date or outing group 
members will also be admitted. 

♦ Look.. .Look for All Sims: Prevents entry by all Sims including the Sim locking 
the door. Doesn't keep out HousekEEper or Bellhop NPCs. 

♦ Lock.. .Allow Me Only: Prevents entry by all Sims but Sim locking the door. 
Doesn't keep out HousekEEper or BEllhop NPCs. 

♦ Dniock: Remove any lock on the door. 
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The lock interaction won't 
keep out the Housekeeper, 
but it will work on other hotel 
guests and even your own 
Sims. 


inotfl 


n 

I Suites needn’t be locked every time your Sim goes 

I ^ b 3 in or out; they remain locked indefinitely until you 

direct your Sim to unlock them. 


Also, locks keep Sims out but can’t lock them in. If, for 
example, you change the lock setting in a may that excludes 
someone currently in the room, that Sim can get out but can’t 
get back in. 


Tourist Suites 


Suites claimed by tourists are not freely accessible to your 
Sims and their contents and any Sims within are, in fact, 
invisible in Live mode. 



This suite isn't empty, just 
claimed, so the contents are 
invisible until one of your 
Sims enters the suite. 


Each claimed suite is private so, in Live mode, you 
can't see inside any non-playable Sim's suite. The contents 
of the suite become visible only if your Sim is permitted 
inside. 

When a non-playable tourist is in his suite, the suite 
displays a thought bubble informing you what the suite's 
inhabitants are doing: 



Tourists can be sleeping... 


Protected by copyright. Unauthorized or unlawful copying or downloading expressly prohibited. 




having Fun in their suite... 


or be away doing vacation 
stuff. 




Even sleeping Sims will 
answer if they have a well- 
established relationship with 
the person knocking. If not, 
well, they'll express their 
displeasure. 



If tourists are in their suites with the door locked, 
your teen or older Sims can try to gain access by knocking 
(click on the door and select "Knock on Door"). If, however, 
the inhabitants are sleeping, they'll answer the door if one 
of the Sims inside has a Lifetime Relationship toward the 
knocking Sim above 20. If Lifetime Relationship with 
everyone is too low, the tourists will refuse to answer 
(displayed by a thought bubble with your Sims's face 
crossed by an "x"). 


Check Out Time 

Check out time at every hotel is noon. On the last day 
of your Sims' stay, this is the time their vacation ends 
and the shuttle comes to fetch them. 


when check out time nears, 
you'll know it. 


peek 

into locked suites by 
siaitching the game into 
Options mode. You can’t 
move or manipulate 
anything, but you can at 
least confirm which Sims 
are inside. What you see, 
however, might be disillu- 
sioning; sleeping tourists 
are actually just standing 
inside the suite. Some 
things, I guess, weren’t 
meant to be seen. 


When tourists are in their suite or off lot, their suite 
displays a thought bubble informing you what the suite's 
owner is doing: 

^ SleEping: Bed icon 

♦ Off Lot: Sun icon 

♦ Having Fun: TV-Fun icnn 


You can 


On Other days, check out time is the moment when 
your Sims will be charged for the next day. If, therefore, 
you intend to change hotels or move to a campground 
or vacation home, do it before noon so your Sims aren't 
charged for a day they won't be using. 

You receive a warning about check out time at 
around 11 a.m. 
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Adding/Remoym^^ 

You may, at any time, add vacant suites to your traveling 
party's bill. If a suite is vacant, you can use the door's Add 
Suite to Bill interaction to gain full and exclusive access. 


Housekeeping 

The Housekeeper NPC cleans up any messes on the entire 
hotel lot, including your Sims' suites, and will enter to do 
so even if your Sim is asleep. 



n@ta 

To find out houj much money your Sims ouje so far 
for their hotel stay, use their suite phone’s Check 
Bill interaction. 



Not enough space? Try 
adding a suite to your bill. 


Conversely, once the party holds more than one suite, 
doors to all their suites include the Remove Suite from 
Bill interaction. This signals that your Sims don't want 
exclusive control of the suite after the next check out 
time. Until then, however, they retain full access, including 
locking, whether you want it or not; it's paid for after all. 



not* 

Th€ obj€cts in vacant suites cannot be used by 
anyone. 


Hotel 

As mentioned above, the nightly rate for hotel suites is 
determined by two factors: 

♦ Size (numbEP of tiks within its walls) 

♦ Value af abjects 

The exact nightly rates of all hotel suites in Twikkii 
Island, Takemizu Village, and Three Lakes are listed in the 
Vacations Destinations chapter. 



The Housekeeper keeps 
things tidy m the guests' 
suites and everywhere else. 


To prevent the Housekeeper entering, use each door's 
Do Not Disturb interaction. 


eaySOoua 

A Do Not Disturb sign stays on your Sim’s door 
untii you remove it. Remember that no cieaning 
ujiii occur ujhen that sign is up, so don’t forget to Aiiouj House- 
keeping ujhen privacy isn’t needed. 



Room Service 

whether a hotel has a restaurant or not, guests can order 
room service any hour of the day. 



notfl 

Ordering room service garners the caiiing Sim a 
Vacation Memento. 



Food right to your suite?!? 
What will they think of next? 


Sims order room service via their suite phone's Room 
Service. . . menu, where you must select whether to order 
for the caller only or for a group (the customary eight 
servings) and what food to select. 
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Food selection varies by time of day and comes in a 
range of prices: 


Food Mealtime Single Cast Group Cost 


Bakod Alaska 

Lunch/Dinner 

N/A 

§132 

Barry Pia 

Lunch/Dinner 

N/A 

§114 

Caka 

Lunch/Dinner 

N/A 

§114 

Caraal 

Breakfast 

§B 

§3B 

Chaasacaka 

Lunch/Dinner 

N/A 

§138 

Chaf Salad 

Lunch/Dinner 

§11 

§BB 

Chili Can Carna 

Lunch 

§22 

§132 

Crapes Suzatta 

Lunch/Dinner 

N/A 

§132 

Cup Q' Raman 

Lunch/Dinner 

§7 

N/A 

Galatin 

Lunch/Dinner 

N/A 

§3B 

Grillad Chaasa Sandwichas 

Lunch 

§13 

§78 

Hamburgars 

Breakfast/Lunch/Dinner 

§27 

§IB2 

Labstar Tharmidar 

Dinner 

§31 

§ISB 

Lunch Meat Sandwiches 

Lunch 

§ID 

§BD 

Mac and Chaasa 

Dinner 

§12 

§72 

Omelettes 

Breakfast 

§13 

§114 

Pancakes 

Breakfast 

§2D 

§I2D 

Park Chops 

Dinner 

§24 

§144 

Salman 

Dinner 

§25 

§150 

Spaghetti 

Dinner 

§IB 

§108 

Toaster Pastries 

Breakfast 

§5 

§3D 

Turkey 

Dinner 

N/A 

§150 

TV Dinner 

Lunch/Dinner 

§7 

N/A 


Room Seryjce Men^ 


Breakfast 

Lunch 

Dinner 


Cereal 

Baked Alaska 

Baked Alaska 

Hamburgers 

Berry Pie 

Berry Pie 

Omelettes 

Cake 

Cake 

Pancakes 

Cheesecake 

Cheesecake 

Toaster Pastries 

Chef Salad 

Chef Salad 


Chili Con Came 

Crepes Suzette 


Crepes Suzette 

Cup 0’ Ramen 


Cup O' Ramen 

Gelatin 


Gelatin 

Lobster Thermidor 


Grilled Cheese Sandwiches 

Mac and Cheese 


Hamburgers 

Pork Chops 


Lunch Meat Sandwiches 

Salmon 


TV Dinner 

Spaghetti 

Turkey 

TV Dinner 


when a Sim summons room service, the NPC Bellhop 
takes the call and brings the tray up to the suite. The cost 
of the food isn't paid immediately but is added to the final 
hotel bill. 

The Bellhop will enter the suite even if it's locked. He'll 
even ignore the Do Not Disturb sign; because your Sims 
summoned him, he figures it's ok to barge right in. 

HoUl Restaurants 


not* 

If you don’t have The Sims™ B NightHfe \r\s\sW^A, 
restaurants in a given hotel luon’t exist; the rooms 
ujill just be empty. 
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Hotels can contain restaurants for the dining pleasure 
of guests and visitors. These function just like normal un- 
owned Sim restaurants (circa The Sims" 2 Nightlife), but 
with a few changes: 

♦ BGcausE thE PEstaurant is aniy part af tha lat, ths sarving aPEa is limitGd 
ta tfiE raam that cantains ths hast padiurn. Na ssatiag ar tabls SEPvicG will 
aEEur autsidE that raaai. 

♦ Sims aan’t skip aut aa ths bill. 



If you're building your own 
hotel with a restaurant, make 
s u re th at th e resta u ra nt 
podium and the seating area 
are in a contiguous room 
without any separation via 
walls, half-walls, doors, etc. 


Like a normal restaurant-but unlike room service-a 
restaurant bill is paid immediately out of family funds. 

Non-yacation Hotels 

Hotel lots can be placed in non-vacation neighborhoods to 
allow your Sims a home-away-from-home. 

If you place a hotel lot from the Specialty Lots Bin in 
a non-vacation (base, business district, downtown, etc.) 
neighborhood, your Sims can travel (via car, walking, or 
taxi) to it as a Community Lot. 

Though hotels largely function as standard Commu- 
nity Lots, there's one service the latter can't offer: a bed to 
sleep in. One of the big limiting factors in visiting Commu- 
nity Lots is that your Sim must, eventually, go home to 
sleep. When staying at a hotel, therefore, your Sims can 
enjoy the lot's amenities and avoid work, school, etc. for as 
long as they can afford to stay. They can't, however, save 
on non-vacation hotel lots; that can only be done at their 
real home. 

While on a non-vacation hotel lot, your Sim can 
visit other Community Lots. While away from the hotel, 
however, choosing "Home" from the traveling options will 
send them back to their real home, not the hotel. 



prlmagame5.com 


Campgrounds 

Campgrounds share much of their underlying clockwork 
with hotels, but with one crucial difference: staying at 
them is free. 



Campgrounds are hotels... 
without the hotel. Sims can 
sleep m a bed, save, and 
travel to Community Lots. 



not* 

SlEEping in a tent garners your Sim a Vacation 
Memento. 


Like hotels, campgrounds give your Sims a place to 
sleep (tents) and enable saving and travel to Community 
Lots and to other campgrounds and hotels. To change 
accommodations, your Sims must check out of the camp- 
ground (via any tent) before they can set up a different 
home base. 

Unlike hotels, however, campgrounds are free. Your 
Sims can stay their entire vacation at a cost of exactly §0 
per day. Over a seven-day vacation that's. . . let's see. . . §0. 
Not bad, eh? So, what's the catch? 

Campgrounds aren't as well appointed as hotels, 
with fewer high-end Need objects and attractions. Tents, 
though passable sleeping objects, aren't going to provide 
as much Energy replenishment as the beds in hotels. This 
means more time sleeping and less time vacationing. If, 
therefore, you're planning to put your Sims up in a camp- 
ground, make sure it's a long vacation. 


notfl 

There’s no maid service on campgrounds, so your 
Sims ujiii have to ciean up their omn messes or reiy 
on other Sims to do so. 



(heckingln 

To check into a campground, click on any tent and select 
"Check In." That's it, but you don't get quite the level of 
choice as in a hotel. 
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To check in, dick on any tent. 
Remember, though, your 
Sims don't have dibs on any 
particular tent on the lot. 


Though you must check in via an individual tent, your 
Sims have no exclusive claim to that or any other tent, nor 
do the other tourists staying on the lot. You can, however, 
always count on having enough places to sleep; the 
number of tourists is controlled so that all of the Sims in 
your party can have enough tents to sleep simultaneously. 

Tents and Campgrounds 

Tents alone do not a campground make. They can actually be 
placed on any kind of lot, functioning as a normal bed. Only on 
a campground lot, however, mill they contain their hotel-esque 
functionality, alloming Sims to check in and check out. 

On vacation and non-vacation Community Lots (including 
other hotel and campground lots when your Sim already has a 
home base) and any home lot (vacation or otherwise), the tent 
functions as a relatively uncomfortable bed. 

Once your Sims check in via a tent, the campground is 
their home base. It can, however, be changed by checking 
out and going to another hotel or campground or to an 
owned vacation home. 

(hecklncj Out 

when it's time to leave a campground-either to go home 
or set up a new home base-just click on any tent and 
select "Check Out". 

Building Custom Hotels or 
Campgrgu^ 

note 

For information on placing hotel lots, see the Build 
Mode Additions chapter. 





You can't officially build your own hotels or campgrounds, 
but let's not let that stop us. With a handy zoning cheat, 
you can turn any Community Lot into a hotel/campground 
or build your own from scratch. 




Hotel doors should always 
face out from the suite. 




Whether you're modifying or creating hotels, it's 
imperative that you observe the following rules or they 
will not function properly: 



A shared bathroom may seem 
practical, but it will defeat 
any attempts to lock the hotel 
suite doors. 


/ Hatel daars /77i/5( always face DJt. 

-/ Hatal suites should not have mara than one hatal dour leading into them. 

♦ Hotel suites with hotel doors that share a bathreem will not he 
properly locked. 


Every hotel must contain at least one of each of the 
following objects: 


♦ Hotel desk (ConciergoSum Desk by Welcome Home Furniture) 

♦ Hotel door (Solidity Door) 
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The Sims™ S University wetersns luill notice that 
hotels are assembled much like dorms. The simi- 
larity is clear, but the differences are many. Paramount among 
them: you can’t use Buy or Build modes ujhile playing a hotel, 
and hotel suites can consist of more than one suite (not so of 
their college analogs). 


Modifying Existing Hotels 

To alter an existing hotel, go into Neighborhood view and 
switch into Buy or Build mode, and load the lot. 

You can change the decorations and add objects, but 
can't make any structural changes. To do that, you must 
temporarily change the zoning of the lot: 

1. Laad the hotel lot. 

2. Open up the cheat window ( Ictri | + |o Shift | +[^) and type changelatzoning 
community. This rezones yaur lat as a Community Lot. 

3. Save and exit ta the neighhorhaod. 

4. Relaad the lot. You now have full Buy/Build mode tools and privileges. 

5. When done, open up the cheat windaw ( Ictri | + |-i>Shift| +f^) and type chan- 
galntzoning hotel to restore hotel zoning. 

B. Save and exit to Neighborhood view. 


Making a Campground 

what differentiates a campground from a lot full of tents 
is the zoning. Unless the lot is zoned as a hotel, it can't be a 
campground. 

But, there's another catch: there can't be a working 
hotel on the same lot. If, therefore, the lot contains either 
a hotel desk or hotel door, the tents will offer the check in 
function, but the lot won't be a campground. 

Boiled down, then, here are the steps to creating your 
own campground. 

1. Start by placing a Community Lot of any size in a vacation neighborhood. 

2. Enter the lot and build your desired "hotel." 

3. Place at least one tent (Action Traveler's Action Tent) on the lot. 

3. Open up the cheat windaw ( Ictri | + |-i>Shift| +f^) and type chongalotzoning 
hotel This will rezane yaur lot as a hotel. 

4. Save and exit to Neighborhood view. 

If you're altering an existing hotel to turn it into a 
campground, remember to delete all hotel desks and 
doors. See Modifying Existing Hotels, above, for details. 


Making Custom Hotels 

To make your own hotels: 

1. Start by placing a Community Lot of any size in a 
vacation neighborhood. 

2. Enter the lot and build your desired “hotel.” 

3. Open up the cheat window ( Ictri | + |'i>Shift| +(^) and 
type changelotzooing hotel This rezones your lot as 
a hotel. 

4. Save and exit ta Neighborhoad view. 
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Far East Bow 




Memories last forever, but you can't stylishly place a 
memory on the coffee table to show your friends. Sure you 
could assault them with a gripping though unbidden tale 
of your scrumptious beachside meal, but that might be 
considered. . . presumptuous. 

It's so much more graceful to adorn one's world and 
person with things and behavior that scream "I have been 
to exotic places and drunk deeply from the well of worldli- 
nessl" Not only does this just make one a broader, more 
interesting individual, it raises the chance that someone 
else might, of their own free will, ask: "So, where'd you 
learn to dance like that?" Then you can regale them with 
your bite-by-bite account of how Pineapple Surprise tastes 
at three in the morning, without fear of social awkward- 
ness. 

This chapter enumerates and explicates the various 
abilities, objects, and experiences your Sims can collect 
on vacation and how these baubles and behaviors improve 
your Sims' lives. 


Acquired Abjljd 

Some of the most interesting things your Sims can acquire 
while on vacation are new and exotic abilities that they 
can bring home and keep doing forever. 

Vacationing Sims can learn to do new local: 

♦ GesturES 

♦ DancES 

) MassagES 

Gestures 

Each of the three vacation destinations is known for its 
signature gesture. All the locals know this gesture and can 
perform it expertly. If your Sims are on the receiving end 
of a destination's local gesture enough times, they too will 
be able to execute it like a native. 




Island Hang Loose 



Sims learn local gestures when the greeting is used 
toward them. Getting good at it, however, requires 
repeated exposures. 

The first time a Sim is gestured at with a destination's 
local gesture, it becomes available in their Gesture. . . menu. 
They can also do it autonomously. At first, your Sim will 
perform the gesture awkwardly and to diminished effect. 



Once one gesture is known, 
the Gesture... menu appears 
among your Sim's available 
interactions. 


After accepting the gesture three times, the Sim 
automatically becomes proficient at it, earning a memory 
("Learned New Gesture") and a Vacation Memento. 
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Once one of your Sims is proficient at a gesture, he 
can teach it to your other Sims by using it on them. After 
three gestures, the gesture will be fully learned by the 
other Sim. 


■5Q[p) 

Note that Sims do not get better at a gesture by 
doing W., but rather by receiving it. Therefore, give 
your Sims some free time on vacation destination Community 
Lots to act autonomousiy and be gestured at by locals. If you 
dominate all their time ujith directed actions, no one mill have 
an opportunity to use the local gesture on them. 



Knowing a local gesture is beneficial for several 
reasons: 

/ MEmentas: Each Sim that fully lEarns a dastinatian’s gastura gats ana af 
tha 45 availabla Vacatian Mamantas. 


/ Far East Sacrat Eat: Qna way ta gat tha Anciant Dragan Lagand Scrall fram 
tha Far East dastinatian's sacrat let NPC (tha Wisa Did Man) is tn gastura 
tn him with a parfact Baw. 

♦ Faster Sncializing: Lacals lava racaiving thair cultura's signature gesture 
and ExpariancE a larger ralatianship bnnst than far nnrmal gestures. 



Giving the wrong gesture 
can result in confusion and 
offense. 


e a (a ft Bom 


pi I Note that the locals in each destination don’t feel 
L ot I J too marmly about gestures from other destina- 
tions, and they’ll be downright offended if your Sims greet 
them with the gesture from their most disliked destination. The 
gestures listed belom, if given to the wrong locals, will produce 
an automatic rejection and relationship drop. 

! Island dislikas: Far East 


I Far East dislikas: Mauntain 
/ Mauntain dislikas: Island 
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When acting autonomously, Sims will use these 
gestures most often: 

♦ Whan an vacatian in the gastura's hnma dastinatian (that is, Baw in any 
dastinatinn based an the Far East tamplata). 

/ Far several days after they return hnma. Gradually, the navalty af tha new 
gesture will wear aff as Sims settle back intc their Everyday life, and thay'll 
use it lass and lass. 

Local gestures can be initially acquired only in vaca- 
tion destinations, but they can be spread to others who've 
never been to that destination. Once one of your Sims 
knows each gesture, she can teach it to any other Sim by 
performing it three times. 

Dances 

There are few things Sims enjoy more than moving in 
unison. Hence the rampant popularity of the Smustle. 

If one Sim starts doing the Smustle, half the crowd will 
suddenly gather and fall in step. 

Imagine, then, their excitement to learn that going 
on vacation allows them to learn three more dances for 
getting their collective groove on. 

not« 

Technically, of course, Tai Chi is not a dance. In 
The Sims™ 2 Bon Voyage, however, it shares a 
similar method of learning and system of Joining and moving in 
unison. However, it is, as you’ll read below, activated differently 
from the proper group dances. 

Each vacation destination features its own signature 
dance: 

/ Island: Hula 
/ Far East: Tai Chi 
/ Mauntain: Slap Danaa 

When you see a local doing 
the local dance, get your Sims 
to join so they can make it 
their own. 
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To learn a new dance, Sims must join a local who's 
already performing it. Until your Sims know a dance, they 
can't initiate it themselves. 

These dances are quite foreign to the inexperienced 
Sim, so only maximum Dancing skill guarantees immediate 
grace. When learning a local dance, the chances that Sims 
dance clumsily, capably, or perfectly are dictated by their 
overall Dancing skill. 



Doing local dances also builds Dancing skill, but rate 
of skill increase depends on the current Dancing skill. 

For example, Sims with Dancing skill of 1 will learn local 
dances at 25 percent the rate of Sims with Dancing skill of 
9 or 10. 

Once a Sim has joined a dance one time, he can 
initiate it. If you have any playable Sims who don't already 
know the dance, they can then learn the dance by joining 
the Sim who does. 


Each dance has different effects on your Sim and, in 
one case, a different way to start. 

Dances can be initially learned only on vacation but 
can be spread to other Sims when your Sims do the dance 
back home. 

Hula 


Island: Hula 


Once learned, Sims can initiate the Hula by using its inter- 
action on any music source (such as stereos). Depending 
on their relationship and their current Fun level, other 
Sims (including playable Sims who don't already know the 
dance) will join autonomously. 

Doing the Hula satisfies Fun and depletes Energy. If 
other Sims join, all dancers get Social. 

Slap Dance 


Mountain: Slap Dance 


Once learned, Sims can initiate the Slap Dance by using 
its interaction on any music source (such as stereos). 
Depending on their relationship and their current Fun 
level, other Sims (including playable Sims who don't 
already know the dance) will join autonomously. 

Doing the Slap Dance satisfies Fun and depletes 
Energy. If other Sims join, all dancers get Social. 


prlmagam»&ootn 
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■S3[5) 


To instantly befriend Bigfoot on the Mountain 
destination’s hidden lot, start a Slap Dance via 
the stereo in his house. Bigfoot /oves to Slap Dance and mill 
almays join. Once he does, your Sim mill immediately get the 
Ask Bigfoot to Move In social regardless of their relationship. 


TaiChi 



Unlike other "dances" Tai Chi is, once learned, begun with a 
self-interaction (a la yoga). Because it's more exercise than 
dance, you'll find that the more your Sims do Tai Chi, the 
more beneficial it will become. 

Doing Tai Chi at all proficiency levels satisfies Fun and 
(if others have joined) Social. Unlike other dances, Tai Chi 
satisfies-ratherthan depletes-Energy and also satisfies 
Comfort while depleting Hunger and Hygiene. Once a Sim 
masters Tai Chi, doing it slows their normal Need decay 
rate and (if they're on a home lot) builds Body skill. 

■ 33 [ 5 ) 

Once your Sims convince the Far Bast hidden lot’s 
Wise Old Man into socializing, one may to prove 
your Sim morthy of knoming the Dragon Legend is to do Tai 
Chi. He’ll almays Join and consider your Sim morthy of his 
attention. 



Massages 

All Sims can help comfort their fellow Sims with a massage 
table and the commonly known Swedish massage. Legend 
tells, however, that masseuses and masseurs in distant 
lands know exotic massages to soothe the muscles and 
cleanse the soul. 


Island: Hot Stones 


Far East: Acupressure 


Mountain: Deep Tissue 


Vacationing Sims can, with a bit of time and a fair chunk 
of money, acquire these mysterious skills and unleash them 
on overly stressed friends and family back home. 



Because Tai Chi is an exercise rather than a dance, it 
isn't dependent on Dancing skill, but rather Body skill. The 
higher the Sims' Body skill, the faster they'll learn Tai Chi. 



n#tc 

Learning each local massage earns a Vacation 
Memento. 


Your Sim can learn new massages by seeking out 
massage table objects (Soft'n'Tender Massage Table) on 
vacation destination Community Lots and invoking its 
Learn Massage interaction. Fora mere (or not-so-mere) 
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§500, the NPC masseuse will give your Sim the local 
massage while explaining how it's done. Your Sim emerges 
from the table refreshed and with complete knowledge of 
how to perform the local massage like a pro. 


Ask your Sim's masseuse 
to teach the local massage 
technique. 


As the masseuse gives the 
massage, she explains how 
it's done. 


Local massages can be taught only by NPC masseuse/ 
masseurs on vacation destination Community Lots. Unlike 
dances and greetings, local massages cannot be taught to 
another Sim. 

All massages have the same effects: replenishing 
Energy, Comfort, and Social, and building relationship with 
the giver. 


Object^Based 

Sims can bring home all manner of experiences and 
objects from their travels. Several of these are acquired or 
experienced through interaction with certain objects. 

In some cases, these objects can be placed in any 
neighborhood you wish, but the only time you'll encounter 
them already in place is in vacation neighborhoods. For 
example, you can eat Mountain food on any Community 
Lot on which you place the Mountain food stand (Flippin' 
Fred's Flapjack Shack). 

Foods 

Each vacation destination has a trio of signature dishes 
that capture its cultural essence. Your Sims can sample 
these dishes at food stands when they visit. 





You must try Pineapple 
Surprise when you visit the 
island! It's divine! 


Far East: Nutritious Noodles 
Food Stand 


Island: Taste of the Tropics 
Food Stand 


Mountain: Flippin' Fred's 
Flapjack Shack 


no'l^s 

UnlikE thE massagE tablES, thiE food stands and 
thE dishiES ttiEy sepve aPE not contpollEd by thE 
kind of vacation dEstination, but pathEP youp choicE of food 
stand. InstEad of onE objEct, food stands aPE avaiiabiE as thPEE 
distinct objects in the Buy mode cataiog, each of ujhich can be 
piacEd on any Community Lot in any kind of neighbophood. 

Thus, if you’vE put these thpee stands on iocai Commu- 
nity Lots, youp Sims can sampie dishes and PEceive Vacation 
Mementos fop aii thpee destinations mithout evep ieaving home, 
it’s mope fun, though, if they taste this exotic fape in its native 
iand, dontcha think? 
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Mauntain 



For each kind of food stand, one of the three dishes 
will score your Sim a Vacation Memento: 

♦ Far East: Chirashi 

♦ Island: Pinaappla Surprise 

♦ Mauntain: Flapjacks 


Far East Island 

Pagada by Dh Tha MamDrias Littia Chast af Bnnty Bit a' Vug 

Dali by Dh Tha Mamnrias Privata Island Figurina Lumbarjack's Pride 


Souvenirs 

Souvenirs are purchased from countertop souvenir racks. 
Each rack sells two different kinds of souvenir appropriate 
to the rack's theme. Note that the offerings are dictated by 
the rack (Simple Seller Souvenir Rack) itself, not the desti- 
nation on which they appear. 



Simple Seller Souvenir Rack- 
Far East Edition. 


Simple Seller Souvenir Rack- 
Island Edition. 


Simple Seller Souvenir Rack- 
Mountain Edition. 


■5Q[p) 

Remember to buy five souvenirs from each 
vacation destination's corresponding souvenir 
rack. Any five mill do; five of one item or tmo of one and three of 
the other. If you place five souvenirs from the same destination 
on a ShoiuMeOff Rack of Glory in your Sim’s home, it’ll exert 
pomerful passive effects on nearby Sims. 
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Pirate Ship 


not« 

Though you can place this object on any beach lot 
luith sufficient space— it’s a massive object— and a 
long enough coastline, you can find one already in place in the 
Tiuikkii Island vacation destination on the South Gnd Beach 
Community Lot. 



The Swashbuckling Shipwrecker by Impressive Installa- 
tions is a massive and intricate object with myriad ways to 
have fun. One of these, however, can snag your Sim a very 
valuable decorative object. 


Plunder 



Do you dare sneak inside 
the captain’s cabin? Only if 
you're not afraid ofp...p... 
p... pirate ghostsi! linkies! 


The Plunder the Captain's Cabin interaction sends your 
Sim through the door to the dead pirate captain's cabin. 
Most of the time, the Sim will emerge either empty handed 
or with one of these objects deposited in her inventory: 

Item Value Enviranmeat 

Captain's Log §B75 ID 

Bald Daublaan §bCD ID 

Treasure Map §2, SOD ID 


All of these objects can decorate your Sim's home-for 
big Environment score boosts-or sold for many, many 
Simoleons. 
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Digging for Treasure 


Digging isn't justfor dogs 
anymore. Sims can dig 
in their yards or almost 
anywhere else to find valu- 
able and powerful objects. 


Sims can use the Dig for Treasure interaction on any piece 
of open outdoor terrain (except beaches). Digging Sims 
will randomly find: 

♦ Nothing 

♦ A dng bone 

♦ A map to a sacrat lat 

♦ A valuable item 

♦ A watar main. ..and a big mass 
/ A warthlass item 




noltfl 

FailuPE to find something doesn’t mean the Sim 
liion’t get lucky if he tries the same hole again. 


(saofl'SDoiiii 

An open hole is a mess that brings down 
Environment score until it is filled in. The deeper 
the hole (as indicated by the size of the dirt pile), the bigger 
the negative effect. Note that very Clean Sims mill fill in holes 
autonomously and pets may autonomously continue to dig 
holes your Sims began, or roll in the dirt piles for Fun. 

Filling in holes builds Cleaning skill, but depletes Hygiene. 



If Sims find something, it goes directly into their 
inventory. What the Sim is likely to unearth depends, in 
part, on whether he's on a vacation lot. 

Treasure Objects 

Sims can find a variety of objects of varying value: 


notfl 

For players mith The Sims™ 2 Seasons, your Sims 
can't dig for treasure in heavy snom. 


It takes a while to dig a hole deep enough to find 
something. A few moments after the dirt pile next to the 
hole reaches its largest state, your Sim may randomly find 
something. 

Click on any existing hole 
or a dirt pile (even if it was 
originally dug by a pet) for 
a fresh opportunity to find 
something. It's faster than 
digging a new hole. 


Once a hole is fully dug, Sims can dig there again for 
a new chance to find something. Digging into an existing 
hole is much faster than creating a new hole, so click on 
any dirt piles you see rather than starting a new hole. 
When starting with an existing hole, it takes only a few 
strokes of the shovel to either hit something or come up 
empty. 




Rocks 

Sims can pull out three kinds of rocks. All three carry the 
same Environment score (1) if used as a decorative object, 
but they vary in resale value: 

♦ Skippy the StanE: §25 
-t Racky the Rack: §5D 
/ GrEta the Granite: §75 


Treasure Chests 



The treasure chest is a deco- 
rative object of great power 
and beauty. 


Sims may find a treasure chest, an object of great financial 
and decorative value. Chests glow spectacularly when 
placed on the ground and exert a whopping effect on Envi- 
ronment (10) score. Alternately, they can be sold for an 
equally shiny §5,000. 
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Maps to Secret Lots 

Excavating Sims can uncover a map to a secret lot. To 
which lot, however, depends on where the Sim is digging. 

If the digging takes place on a lot in a vacation destination, 
the first map will always be for that destination's secret 
lot. If, on the other hand, the digging is on a lot in a non- 
vacation neighborhood, the map could be from any of the 
three possible secret lots. 

nol^fl 

If th€ digging Sim already has a map to a secret 
lot in her inventory, the map she find ujill be to one 
of the other lots. If a Sim carries all three kinds of maps, she 
mill never find a map mhile digging. 


Secret maps can be mounted 
on the wall for decoration, 
lust don't forget to pack it if 
you send your Sims on vaca- 
tion. 




a 


n©t« 


I If your Sims use the lucky shrine and get a 

particular blessing, the next time they dig, they’re 
guaranteed to find a map to a secret lot. 


Maps to secret lots can serve three purposes: 

♦ A Sim with this map in his invantary can visit the sacrat lat when visiting any 
vacatinn dastiaatian af tha carraspandiag type (that is, tha map ta tha 
Hiddan Bnrrnw will wark in any Mauatain-basEd vacation dastination). Tha 
hiddan lot will an// appear as a dastination whan tha Sim walks nr takas a 
taxi if it's in tha Sim's invantnry. 

/ Maps can ha sold far §40D aach. 

/ Maps can act as decorative objects on either surfaces (ground, floors, 
tables, counters, etc.) nr on walls for a substantial Eavironmaat score (3). 


Bones 

Sometimes Sims find old bones. These are worth §55 on 
resale, but carry no Environment score. They can, however, 
be used by pet dogs to satisfy their Chew and Fun needs 
(store-bought chew toys cost §55). 


|l|ttin9 a Water 

There is a chance that any digging Sim may hit an under- 
ground water main, causing an unexpected deluge. This 
spray of water quickly creates several Environment- 
reducing puddles in the immediate area. 

Sometimes you get treasure, 
sometimes you get a geyser 
in your front yard. Such are 
the risks of treasure hunting. 


To stop a water main break, the hole must be filled in. 
Clean Sims do this autonomously, while other Sims must 
be directed to do it. As with all water messes, the puddles 
must be mopped up to undo the leak's enduring effect on 
Environment score. 


Combing for Seashells 

Your Sims can't Dig for Treasure on the beach, but they can 
get their hands in the sand and comb for seashells. This 
special ground-based interaction is available exclusively 
on the useable sections of beaches and can provide a Sim 
with a nice collection of pretty decorative items, jewelry to 
wear, a story to tell, or maybe just a pinchl Or they can find 
nothing but a handful of sand. 

Digging in the beach can 
unearth some pretty decora- 
tions for your Sims' home or 
body. 


These collectables-while vacation-themed-can all be 
found on any beach on any kind of neighborhood. 

nota 

Finding anything luhiiE bEachcombing Earns your 
Sim a Vacation MEmEnto. 
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Unlike Digging for Treasure, beachcombing doesn't 
leave any unsightly holes that bring down Environment 
score or need to be filled in. 

Objects 

Most often, beachcombing Sims will unearth objects that 
can be placed on the ground or surfaces in their home (or 
vacation home lot). Possible finds include: 



Beach treasures can be 
placed for decoration or used 
as a conversation starter. 



Conch Once placed as decorative objects, these beach trea- 

sures offer three benefits: 

; / Baast to Enviranment scare: The Effect isn't large, but every little bit counts. 

: / Fun far Viewing: As with all decnrative abjects, their decnrative qualities 

: can be canverted into Fun satisfaction if ynur Sim uses the object's View 

; interaction. 

: / Share Discavery Story with...: Each placed beach treasure affers the Share 

: Discavery Story with... social. Chaase a Sim to tell abaut one af these 

Colored glass i fascinating objects to satisfy Fun and Social and build Daily relationship. 


Clam 


Jewelry 

Beaches conceal pieces of jewelry that can't be bought 
in stores. When your Sim finds these trinkets, they don't 
appear in inventory, but rather become available as 
jewelry options via the Change Appearance interaction 
(on mirrors, vanities, etc.). 



Found objects are placed directly into your Sim's 
inventory, from which they can be dragged and sold (each 
fetches §430) or put on display. 




pomsgamsacom 
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Possible finds include: 



Clamshell bracelet 


Clamshell earrings 


Clamshell necklace 


Seaglass necklace 



Crabs 


Ow! Pinchy! 


Occasionally, beachcombing Sims get a nasty pinch from a 
crab rather than a shiny bauble. 


Two of the three vacation secret lots offer powerful 
objects as their rewards. 

Ancient Dragon Legend Scroll 

If your Sims can get the attention of and endear them- 
selves to the Wise Old Man on the Far East destination 
secret lot ("The Pagoda in the Shadows"), he'll regale them 
with the ancient dragon legend. Any Sim who listens to the 
tale-whether they have any relationship with the Wise Old 
Man or not-gets a copy of the legend in their inventory in 
the form of the Ancient Dragon Legend Scroll. 


Telling the dragon legend is a 
communal Fun experience. 


This object enables any Sim who holds it in his inven- 
tory to tell the dragon legend to others. 




n®t€ 


Sims who listEn to the dragon lEgend from anyone 
other than the Wise Oid Man won’t receive their 
own scroii. The teiier can, however, gift the scroii to another 
or you can drag it out of one Sim’s inventory and into another 
Sim’s inventory. This wouid transfer the abiiity to teii the story 
to another, but the originai Sim wiii have to acquire another 
scroii before she couid teii it again. 
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Your Sim can only tell the 
dragon legend when this 
scroll is in the Sim's inven 
tory. 


Sims who possess the Ancient Dragon Legend Scroll 
can use the Talk... Tell Dragon Legend interaction on 
others to satisfy Fun and Social and build Daily relation- 
ship. The beauty of this object is that several Sims can 
simultaneously listen to the legend and together satisfy 
their Needs and build relationship with the teller. It's a 
great way to build-up several relationships at once. 

While a Sim is telling the dragon legend, other Sims 
can use the Listen to Dragon Legend interaction on the 
teller. Sims will do this autonomously, especially if they 
have high Nice or Serious personalities. 

Sims can also ask the possessor of the Ancient Dragon 
Legend Scroll to tell the story with the Ask to Listen to 
Dragon Legend interaction. This is especially handy if the 
teller is a non-playable Sim, because Sims won't tell the 
tale autonomously. 

The Ancient Dragon Legend Scroll can also be used 
as a decorative object (Environment 3). It can be wall 
mounted or placed on the ground or surfaces (just like a 
secret lot map), but the Sim who had it will lose the ability 
to tell the tale. 

Finally, the Ancient Dragon Legend Scroll can be sold 
for §518. 


Voodoo Doll (Mr. Mickles) 

Fix all of the Witch Doctor's broken stuff on an Island 
destination secret lot ("The Mysterious Hut"), and he'll 
reward you with a magical object. The Mr. Mickles voodoo 
doll empowers your Sim to do nearly untold mischief. 




Do you feel hot Mr. Mickles? 
Oh yes you do! My, it is 
getting hot in here, isn't it? 
Mwahahaha! 


Mr. Mickles can be placed on the ground or any 
surface, but it has no effect on Environment score. It's also 
worthless to sell in Buy mode and can't be marked for sale 
on a Sim-owned business lot (The Sims' 2 Open for Business). 



nota 

Getting a Mr. Mickles earns your Sim a Vacation 
Memento. 


Teen and older Sims who keep a Mr. Mickles in their inven- 
tory gain a set of new Sim-to-Sim social interactions for 
manipulating and torturing other Sims. 


not« 


HL 

I Teens may only use Mr Mickles’ Romance curse 

I IKE on other teens. Likewise, adult and older Sims can’t 

use the Romance curse on teen Sims. 


Warm Up 



This curse raises 
the target's internal 
temperature if you have 
The Sims' 2 Seasons. 
Otherwise, it depletes 
Comfort instead. 
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Cool Down 



This curse lowers 
the target's internal 
temperature if you have 
The Sims' 2 Seasons. 
Otherwise, it depletes 
Comfort instead. 


Agitate 



This curse inspires the 
target to do a Poke 
interaction on the 
closest Sim, regardless 
of their relationship 
or whether the social 
is normally available 
between them. Take care 


that your Sim isn't the 
closest to the target when doing this curse. 


Shake Up 



This curse induces 
severe nausea, massively 
depleting the target's 
Comfort and possibly 
causing him to vomit 
(lowering Hygiene and 
creating an Environment- 
slamming mess too). 


Utinkify. 


This curse severely 
depletes the target's 
Hygiene. 
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Saturate 



This curse seriously depletes 
the target's Bladder need. If 
it was already low, the target 
will have an accident. 


Friendship 


The target of this curse 
feels very friendly 
toward the Sim, raising 
their Daily Relationship. 
If relationship rises high 
enough, a Friend or Best 
Friend relationship will 
be created with the Sim. 


Each repetition of this spell on the same Sim decreases 
its effect. 



Romance 



The target of this curse 
will feel very romantic 
toward the Sim, raising 
their Daily Relationship. 
If relationship rises 
high enough, a Crush or 
Love relationship will be 
created with the Sim. 


Each repetition of this 
spell on the same Sim decreases its effect. 


notfl 

Placing five Mr. Mickles dolls on the special 
souvenir rack (“ShoiuMeOff Rack of Glory”) has an 
interesting effect on those standing nearby. They’ll be magically 
covered in beesi 
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Back^^^ 

An object of such power must, of course, be used with 
caution and restraint. If Mr. Mickles is used too often in a 
short time, there's a chance a curse will backfire. A back- 
fired curse boomerangs the intended effect onto your Sim 
If a Friendship or Romance curse backfires, your Sim will 
get one of the other curses instead. 


The first task is to find the Ninja. He randomly shows 
up on Far East Community Lots. If you can spot him and 
do the Learn to Teleport interaction, he'll challenge your 
Sim with an enigmatic riddle. Don't sweat the answer too 
much, however, because both the riddle and the correct 
answer are random. 

If your Sims answer the Ninja's riddle correctly, they 
immediately gain the Teleport locomotion interaction. 


notfl 

Using one of your Sim’s Mr. Mickies-enabied curses 
on the Witch Doctor miii have disastrous resuits. 
Not oniy ujiii he take it amay, but the intended effect miii 
rebound on your Sim. Ingratitude has its price. 



NPC-|,e»^^ 

Some collectable vacation abilities are acquired from 
specific NPCs (rather than locals in general). Only one of 
these abilities (Teleport), however, is exclusive to one vaca- 
tion destination. The sea chantey and the fire dance can be 
learned anywhere there's The Swashbuckling Shipwrecker 
by Impressive Installations pirate ship or a Scorchin' 

Matt's Mat fire dancing mat, respectively. 

Ninja Teleport Ability 

visitors to a Far East vacation destination may spy a 
mysterious presence on Community Lots: the shadowy 
Ninja. This curious character is particularly noticeable for 
the way he moves about the lot, disappearing into a puff 
of smoke and materializing elsewhere. With a bit of luck, 
this teleport ability can be yours. 



Tired of walking, skipping, 
or running? How about 
teleporting? Just click on the 
ground and travel faster than 
ever before. 



not€ 

Learning to teleport earns your Sim a Vacation 
Memento. 


Sing Sea Chantey 

Occasionally, Sims plundering the captain's cabin on The 
Swashbuckling Shipwrecker by Impressive Installations 
pirate ship object will be chased out by the specter of 
Pirate Captain Edward Dregg. 



Sing along with Captain 
Dregg's ghost to learn his 
song of the salty sea. 


Once the captain appears, he'll stand guard over his 
cabin's door, preventing further intrusions. In other words, 
once you awaken the captain's ghost, you can't plunder 
the cabin again until you leave the lot and return. 

This doesn't, however, mean that you can't get some- 
thing else out of the ghostly apparition: socialize with him 
and he'll teach your Sims a salty sea chantey. This handy 
social is a group activity that gives everyone Fun and Social 
and teaches the song to any who don't already know it. 

Before anyone can enjoy this ancient tune, however, 
one of your Sims needs to charm it out of the translucent 
captain. Using the very limited socials available to your 
Sim, you must build Daily relationship to 7 before the 
Learn Sea Chantey social appears. 
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It may take a couple repetitions of the Learn Sea 
Chantey social before your Sims learn the tune well 
enough to do it themselves. When they learn it fully, they'll 
gain the Sing Sea Chantey social, which is available on any 
other child or older Sim. As a bonus, any Sim who receives 
this social learns the song and can sing it to others. 


noto 


HL 

I LEarning thiE See ChantEy from thiE captain’s ghost 

I OP from any othEP Sim Earns your Sims a Vacation 

McmEnto luhEthEP thEy hEar thE song on vacation or not. 


Fire Dance 



what? You thought you'd get 
a flaming torch during the 
lesson? There'll be plenty of 
chances for that later. 


Wherever you find a Scorchin' Matt's Mat and its built-in 
Fire Dancer NPC, your Sim can learn the impressive fire 
dance. 



not« 

Learning the fire dance luiii earn your Sim a 
Vacation Memento. 


Your Sims can watch the Fire Dancer at work and 
that's fun and all. But, for a mere §75, he'll agree to teach 
your Sim his rather dangerous routine. 


It takes a while to fully learn-you can chart your 
Sim's progress by the learning bar over bis head-but the 
rewards are so worth it! The fire dance means Fun for your 
Sim and any who stop to watch. Plus, it looks so very cool! 

Once learned, you can direct your Sim to Perform > 
Fire Dance anywhere. Your Sims can even make money 
with their performances by Performing for Tips. . . 

(The Sims' 2 Nightlife only). 




^tc 


LEarning ttiE fiPE dancE— luhEttiEP in a vacation 
nEighborhood or any ottiEP kind— garnEPS your Sim 
a Vacation Memento. 


(pIlfMpn 

Many of your Sim's vacation collectable objects can be 
displayed as decorative objects. Though they can be placed 
on any surface, they'll never look better than in a Show- 
MeOff Rack of Glory display case. 

They look especially good if you fill the rack with 
certain combinations of items. Let's just say the right 
objects can have a powerful effect on Sims that behold 
or even stand near them. Try these combinations and see 
what happens: 

/ FivE Far East sauvanirs 
j FivE Mauntain sauvanirs 
/ FivE Island sauvanirs 
/ FivE saasliElls 
/ FivE Mr. Miaklas dulls 

See the New Objects chapter for the secrets behind 
the ShowMeOff Rack of Glory. 


not* 

Sims nEEdn’t compiEtE thE firE dancE training to bE 
abiE to do it. if, houjEVEP, thEy don’t fuiiy iEarn it, 
thEy’ii just do it quits badiy, dropping ths torch and burning 
their hinders with aiarming frequEncy. They can pick up iessons 
mhePE they ieft off (progress miii be preserved), but they’ii have 
to pay another §75. 
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Mementos 


of course you know Sims collect memories in their 
Simology> Memories panel. What you may not know is that 
they reserve a special place within the Memories panel for 
certain pivotal vacation experiences. This place is called 
the Vacation Mementos panel and it's revealed by clicking 
on the new suitcase-shaped Vacation Mementos button. 
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The Memories panel now 
contains a new suitcase- 
shaped button to reveal your 
Sim's Vacation Mementos. 


The Vacation Mementos panel contains 45 achieve- 
ments that your Sim can have or amass while on vacation. 
At first, all 45 are shaded and mysterious. Point at them 
with your cursor and you'll see a cryptic explanation of 
what each slot represents. As your Sims individually taste 
each experience, the slot will fill with the Memento's icon 
and a clear explanation of what was achieved. 



As a Sim experiences each 
Item, It gets filled in and its 
name is revealed. 


To relieve the suspense and permit you to plan your 
Sim's vacations more strategically, the table below shows 
the full list of Vacation Mementos along with both their 
cryptic and unlocked title and the location where each can 
be most easily had. 



nota 


Many Vacation MemEntos can bE achiEVEd outsidE 
thE vacation destinations, but oniy if you piacE 
certain vacation-themed objects on your standard home iot or 
Community Lot. These are marked with an " * ”. The iocations 
iisted for these Mementos are where your Sims can experience 
them as soon as you instaii The Sims™ 2 Bon Voyage. 


items marked “Generai” are cumuiative or can be achieved 
on any vacation destination. 


The Vacation Destinations chapter iists which Mementos 
can be uniocked in them and notes throughout this book indi- 
cate when something wiii iead to a Memento. 


Cryptic Name Unlocked Name Where to Find 



A singing pirate? 

w. 

V 

Learned a sea chantey Island* 


Be gjided to all the local sights 


Went an all of the tours General 


Became a frequent traveler 


Had five good vacations General 


Cheek out local sights 


Went an a tour General 


Dance with the fire loving locals 


Learned to fire dance Island 


Discover a vacation secret 


Discovered a secret lot Genaral 


Enjoy a hearty mountain meal 

© 

Ate flapjacks Mountain* 


Enjoy a meal delivered right to your reom 


Ordered room service General 


Enjoy a warm cup of tea 


Drank tea far East* 


Enjoy yeur trip 


Had a good vacation General 
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Cryptic Name Unlocked Name 


Hang loose with the locals 


Loarnod to hang loose 


Where to find 



Escape to an island paradise 

s 

Went on an island vacation Island 


Explore the wilderness 


Went on a mountain vacation Mountain 


Eenne and navigate at the beach 

Played on the pirate ship 

Island* 

Eind a lead to hidden secrets 

found a secret map 

General 

Eind an island secret 

E3 Gat a vnodon doll 

Island 

m Eind the buried treasure! 

Oug up a treasure chest 

General 

Enllnw a guide to five new sights 

1 Went on five tours 

General 

Get an album to share with your friends 

K 

Ordered a photo album 

General 



Hit that target 


Gat a bull’s-eye at axe throwing Mountain* 


Immerse yourself in tradition and culture 


Went on a Far East vacation Far East 


Join in ancient exercise 

m 

Learned Tai Chi Far East 


Landscape the Zen way 


Raked a Zen garden Far East* 


Learn a Far Eastern tale 

a 

Learned the dragon legend Far East 


Learn the ancient massage of the Far East 

a 

Learned acupressure massage Far East 


Learn the local ways 

E9 

Learned all of the gestures General 


Learn to dance like the mountain men 

i 

Learned to slap dance Mountain 


Learn to spread relaxation with heat 


Learned hot stone massage Island 



Learn to work nut tension the mountain way 

Q 

Learned deep tissue massage Mountain 


Make a furry friend 

m 

Befriended Bigfnnt Mountain 


Make a wish! 


Wished at the lucky shrine Far East* 


Pay homage to an ancient civilization 


Made an offering at the monkey ruins Island* 
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Cryptic Name UnlDckad NamE WharE to Find 



Pound your chost like a true mountainaEr 


Laarnad to chast pound Mountain 


Shaka that grass skirt on tha baach 


Laarnad to hula danca Island 


Slaap undar tha stars 


Slapt in a tant Mountain* 


Stay on tha log and win! 


Won at log rolling Mountain* 


Taka a bow 


Laarnad to bow Far East 


Third tima's tha charm 


Had thraa good vacations Ganaral 



Travel like a ninja! 

IQ 

Laarnad to taiaport Far East 


Traa rings tail an intarasting tala 

0 

Examined the tree ring display Mountain* 



Try a fishy aastarn delicacy 

m 

Ate chirashi Far East* 


Try a fruity island treat 

□ 

Ata pinaappla surprise Island* 


Uncover all the vacation sacrats 


Discovarad all of the secret lots Ganaral 


Use those tiles and win! 

B 

Won at mahjong Far East* 


What can you find in the sand? 

3 

Found a beach treasure Island* 


Memento Monikers 


not« 

MEmEntos arE a purEly individual ExpEriEncE, so 
only Sims ujho participatE in an ExpEriEncE gEt a 
MEmEnto for it. If onE Sim in tfiE group, for ExamplE, finds tfiE 
map to ttiE SEcrEt lot, only that Sim gEts thE MEmEnto EVEn if all 
thE Sims thEn follouj hEr to thE lot. 

NotE also that MEmEntos arE distinct from vacation scoring 
Events (see the Vacationing chapter for details), though 
Earning one is ujorth vacation score points, and a feuj indi- 
vidual Mementos— such as getting a secret map— affect both. 


The Memento count and the 
corresponding Memento 
Moniker represent how 
adventurous your Sim is on 
vacation. 




As a Sim collects mementos, his Memento count and 
its corresponding progress bar get bigger. The more 
Mementos a Sim accumulates, the grander his Vacation 
Memento Moniker will become. The table below lists all the 
monikers and how many Mementos are required for each. 


Memento 

Mementos 

Memento 

Mementos 

Moniker 

Reouired 

Moniker 

Reouired 

' ' 

Bumbling Tourist 

D 

Gifted Globetrotter 

15 

Stumbling Sightseer 

2 

Veteran Vacationer 

2D 

Rambling Roamar 

5 

Taiantad Trakkar 

3D 

Excited Excursionist 

8 

Elite Explorer 

4D 

Jaunty Jat-Satter 

ID 

Savvy Traveler 

42 

Able Adventurer 

12 

1 ? 
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choosing where to send your Sims on vacation is much 
easier if you know what awaits them and where they can 
call their home-away-from-home. This chapter will guide 
you through the three vacation destinations, the process 
of creating custom destinations, and all pre-made hotels, 
houses. Community Lots, and families you'll now find in 
their respective bins. 

Each of the three vacation destinations is based on 
one of the three basic destination templates: Island, Far 
East, and Mountain. The template on which a destination 
is based determines many of its features: 


4 DEstination EffEcts: Sims vaEationing in a dastinatian ExpariEnEE changas in, 
far ExamplE, thnir Nnads, skill-bailding spnad, Rnlatianship Effants, Eta. 

♦ DanEE: Yaar Sims nan Isarn ths indiganaus dansE by jaining with danaing 
lacals. 

/ Jawalry: Cartain jawalry piEEES ara Exalusivaly availabla an Eaah vacatian 
dastinatian typE. 

♦ Massaga: Messeuses and massEurs wnrking massaga tablas in a vaaatinn 
dEstinatinn knnw and nan tnaab thn dEstinatinn's indiganaus massaga. 

/ Sauvanirs: Tha abjEEts said in a dEstinatian's sauvanir rank. Tha prE-mada 
dastinatians aantain aniy tbair matabing sauvanir rank abjEEts. Yaur Eustam 
dastinatians can mix and match the kinds nf sauvEnir racks if yau sa 
ebaasE. 

♦ Faad Stand Farn: Fand SErvad in a dEstinatian's fnnd stands. Tbs prE-madE 
dastinatians cantain anIy thsir matching fnnd stand abjEcts. Yaur eustam 
dEstinatinns can mix and match the kinds nf faad stands if yau sa chaasE. 

4 GasturES: Yaur Sims can learn the indigEnnus gEsture by being greeted by 
lacals and repeating the gesture tbemselvES. 

♦ Default Seasanal Pragressinn [The Sims'" 2 Seasons Each destinatinn 

sets the seasanal pragressinn. This can be changed at the neighbarhaad 
level. Nate that the seasanal quadrant in yaur Sim’s hame neighbarhaad 
dictates the current seasnn far their vacatian. Thus, if yaur Sims gn an 
vacatian in their seennd quadrant at hame and it's spring when they leave, 
they’ll arrive at their destinatinn in /Y^secand quadrant. Thus, it pays tn 
cansider the seasan in a destinatinn far maximum enjayment. 


■ 
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♦ Lncal Simningy: Lacals frnm a destinatinn will share several features nf their 
Simningy (such as high Dutgning, etc.). They alsn particularly dislike the 
USE nf gestures fram une af the nther destinatinn types (far example. Far 
East lacals hate the Mnuntain gesture) and will lese many Daily Relatinnship 
paints if yaur Sims use it an them. 




notfl 


The three built-in vacation destinations have one 
thing that custom vacation destinations won’t: a 
secret lot. Once your Sims learn horn to get to these lots, great 
rewards await those who can solve the problem posed by each 
lot’s NPC. See the Vacation Collectables and new NPC chapters 
for details. 


Twikkii Island 



♦ Destinatinn Type: Island 

f Destinatinn Effects: Increased pnsitive Daily/Lifetime Relatianships frnm 
rnmantic sncials. All attractian baasted. 

t Dance: Hula 
f Massage: Hat Stane 

7 Snuvenirs: Little Chest nf Baaty, Private Island figurine 
t Secret Lnt/NPC: The Mysterinus Hut/Witch Dnetur 

♦ fnnd Stand fare: Luau Ribs, Pineapple Surprise, and Teriyaki Mahi-Mahi 
f Greeting Gesture: Hang Lease 

♦ Default Seasanal Pragressinn [The Sims'" 2 Seasons Summer, Summer, 

Summer, Summer 

Local Simoloqy 

♦ High Charisma 

♦ High Dutgning 

♦ High Playful 
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♦ Turn Dn: Fitnnss 

♦ Turn Off: Fatness 

4 Disliked Gesture: Far East 

♦ Decreased relatianship requirements far Kiss sacials 

♦ Increased Relatinnship gains frnm Admire sncials 

Vacation Momontos 

♦ Ate pineapple surprise (“Try a fruity island treat") 

♦ Fnund a beach treasure (“What can yau find in the sand?") 

♦ Gat a vnadan dall ("Find an island secret”) 

♦ Learned a sea chantey ("A singing pirate?") 

♦ Learned hat stnne massage (“Learn ta spread relaxation with heat") 

♦ Learned to fire dance ("Dance with the fire laving locals") 

♦ Learned to hang Innse ("Hang loose with the locals") 

♦ Learned to hula dance (“Shake that grass skirt on the beach”) 

♦ Made an offering at the monkey ruins (“Pay homage ta an ancient civilizatinn”) 

♦ Played an the pirate ship (“Fence and navigate at the beach") 

4 Went on an island vacation ("Escape to an island paradise”) 


Hotels 


BiosomW^^ 



♦ Single: §328 
4 Single: §3GD 

♦ Double: §393 

♦ Double: §393 

♦ Double: §443 

♦ Double: §425 

♦ Triple: §B82 



f Single: §435 
/ Double: §924 
f Double: §599 
/ Split Double: §471 
> Triple: §835 


Potterhouse Bungalows (PSSS) 




Twjkkii Beach Hotel 



/ Single: §875 

♦ Single: §72B 
/ Double: §899 
f Double: §I,D73 

/ Split Double: §819 

♦ Triple: §1,118 



Vacation Homes 

Brickstone Chateau 
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Brickstone Retreat 


Majestic Ruins of Jumbok IV 


Features 


Vacation Mementos: 

t Made an affaring at the mankay ruins 
♦ Ata pinaappla surprisa 


Community Lots 
Ancient Ruins of Numchuck 


Seawater Beach Paradise 


Features 


Features 


springs 


Vacation Mementos: 

/ Ata pinaappla surprise 
/ Made an affaring at the mankay ruins 


Vacation Mementos: 

♦ Fnund a beach treasure 

♦ Learned ta fire dance 


Fruitville Village 


South End Beach 


Features: 

/ Faad stand 
♦ Grccery shopping 


Features: 

/ Beach 

^ Clothes shopping 

♦ Food stand 

/ Jewelry rack 
/ Pirate ship 

♦ Souvenir rack 


Vacation Mementos: 

/ Ate pineapple surprise 


Vacation Mementos: 

♦ Ate pineapple surprise 

♦ Found a beach treasure 
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4 LEarnGd a saa chantay 

♦ Playad an tha pirata ship 

Twikkii Beach Boardwalk 

Features: 

♦ Baaah 

♦ Campfira 

♦ Clathas shapping 
4 Fira Danaar 

♦ Faad stand 

♦ Jawalry rack 

♦ Sauvanir rack 

Vacation Mementos: 

♦ Ata pinaappla surprisa 

♦ Faund a baach traasura 

♦ Learnad tn fira danca 

Whitesand Hot Springs 


Features: 

4 Faad stand 
4 Flat springs 
♦ Massaga tabla 
4 Sauna 


Vacation Mementos: 

♦ Ata pinaappla surprisa 
4 Learnad hat stana massage 




Secret Lot 

TheMysUriqusHut 



Vacation Mementos: 

^ Gat a vaadaa dull 
f Discavarad a secret Int 
♦ Discavarad all nf the secret lots (I af 3) 


Takemjzuyilla 



♦ Dastinatian Type: Far East 

♦ Dastinatian Effects: Increased skill building 
4 Dance: lai Chi 

f Massage: Acupressure 

4 Sauvenirs: Pagada by Qh The Mamnrias, Dali by Dh The Memarias 

♦ Sacrat Lnt/NPC: Pagada in the Shadaws/Wisa Did Man 

♦ Faad Stand Fare: Chirashi, Raman, Steamed Rice Bawl 
f Greeting Gesture: Bew 

♦ Default Saasnnal Pragrassien I f/ie S/ms"' 2 Seasons aniyj: Spring, Spring, 
Fall, Fall 
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Local Simology 

/ High CrEativity skill 
/ High Nice 
/ High NebI 

4 Cald CardEning hadgE 
/ DislikEd GEsturE: Mauntain 
/ InEPEasEd RElatianship rEguirEmEnts far Kiss saEials 
/ InEPEasEd RElatianship gains frnm Gift snaial 
/ InEPEasEd RElatianship Iesses far IrritatE and Prank saaials 


Vacation Mementos 

♦ AtE chirashi ("Try a fishy Eastarn dEliEaEy”) 

/ Drank tEa (“Enjay a warm aup nf tEa”) 

/ lEarnEd BEuppEssurE massaga ('lEarn tha anEisnt massaga af tha Far East") 

♦ LEarnEd Tai Ghi (“Jain in anaiEnt EXEraisE") 

♦ LaarnEd tha dragnn lagsad ("LEarn a Far EastErn tala") 

/ LaarnEd ta haw ("TakE a haw") 

♦ LEarnEd ta tElapart (“Traval lika a ninja!") 

♦ Raknd a Zeb gardEn ("LandscapE tha Zan way") 

♦ Want an Far East vanatian ("ImmarsE ynursalf in tradition and oulturE”) 

/ Wishad at tha luoky shrina ("Maka a wish!") 

/ Wan at mahjong (“Use thosa tilas and win") 


Hotels 

Flaming Dragon Hotel (SSS) 

i DoublE: §777 

♦ DoublE: §7B4 

♦ Split Doubla: §7G5 
^ Split Doubla: §7BZ 
i Singia: §B4D 
/ Singia: §B48 



Jade's Exclusive Villas (SSS) 



f DoublE: §447 
/ Split Doubla: §4SD 
♦ Quad: §I,D2B 
> Quad: §314 


Steaming Dragon Hotel (SS) 



/ DoublE: §424 
f Doubls: §557 
/ DoublE: §5B8 
/ Singia: §392 
/ Split Doubla: §B3B 
-f Tripia: §B39 



r^i ■ 
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Vacation Homes 

Green Thicket Manor 


Pear! Mist 



Community Lots 

Immortai Zen Garden 

Features: 

4 Food stand 

♦ Tea tabla 

♦ Zan garden 


Vacation Mementos: 

♦ Ata chirashi 

♦ Drank tea 

♦ Raked a Zen garden 




Features: 

/ Clothes shopping 

♦ Food stand 
/ Jewelry rack 

♦ Lucky shrina 
/ Mahjong table 
/ Sauvenir rack 
r Starea 

Vacation Mementos: 

♦ Ate chirashi 

♦ Learned Tai Chi 

♦ Wished at the lucky shrine 

♦ Won at mahjong 

Takemizu 



Vacation Mementos: 
♦ Ate chirashi 
r Raked a Zan garden 


Features: 

4 Clothes shopping 

♦ Food stand 

♦ Grocery shopping 

♦ Jewelry rack 

♦ Souvenir rack 

♦ Zen garden 


primoflamae.cnm 
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Takemizu Vil laqe Hot Springs 

Features: 

/ Faad stand 

♦ Hat springs 
^ Massaga tabla 

♦ Staraa 
f Tea table 

Vacation Mementos: 

4 Ate cbirashi 

♦ Laarned aaapressure massage 
/ Learned Tai Cbi 
f Drank tea 

Three Corn^ 

Features: 

/ Faad stand 
-f Grocery shopping 


Vacation Mementos: 

♦ Ate cbirashi 




Secret Lot 

Pagoda |n the Shadows 



Vacation Mementos: 

/ Learned the dragon legend 
♦ Discovered a secret lot 
/ Discovered all ef the secret lots (I of 3) 


Three Lakes 



/ Destination Type: Mountain 

f Destination Effects: Increased Daily and Lifetime Relationship gains from 
non-remantic socials, faster boost to fishing skill building 

/ Dance: Slap Dance 

f Massage: Deep Tissue 

r Souvenirs: Bit e' Vug, Lumberjack's Pride 

♦ Secret Lot/NPC: The Hidden Burrow/Bigfoot 

♦ Food Stand Fare: Dbar-brailed Catfisb, Dbicken Pet Pie, Flapjacks 
/ Greeting Gesture: Ghost Pound 

♦ Default Seasonal Progression: Fall, Fall, Winter, Winter 


fir . 
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Local Simoloqy 

4 High Body skill 

♦ High ActivE 
^ High Sloppy 

♦ Maximum fishing skill 
^ Dislikad BasturE: Island 

♦ Turn Dn: Stink 

4 IncrnasEd Rnlatinnship and Fun from Play sanials 

♦ IncrnasEd nhanuE of rujEEting jokas 

Vacation Momontos 

4 AtE flapjacks ("Enjoy a hnarty mountain mEal") 

♦ BEfriEndcd Bigfnnt ("Makn a furry friund") 

♦ Examinud thn truE ring display ("TrEE rings tall an intnrEsting tain") 

♦ Got a bull’s-EyE at axE throwing (“Hit that targEt") 

♦ LEarnsd daap tissuE massaga ("LEarn to work out thn tnnsion thn 
mountain way”) 

♦ LEarnsd to ahnst pound ("Pound your ahnst liks a trus mnuntainEEr") 
4 LEarnsd to slap dancs ("Lsarn to dancE liks ths mountain mEn") 

♦ Slspt in a tsnt ("SIsEp undsr ths stars") 

♦ Want an a mountain vaaatinn ("Explars ths wildErnEss”) 

♦ Won at log rolling ("Stay an ths log and win") 

Hotels 

Axe Wood Campgrounds (Free) 



Blau Hills Resort (P) 

♦ Daubls: §722 
4 Doubls: §712 
> Doubls: §GB4 
/ Doubls: §521 

♦ Doubls: §484 
/ Split Doubls: §438 


Hunter's Bedrock Inn (SS) 

^ Doubls: §411 

> Doubls: §4DB 

♦ Singls: §379 
/ Split Doubls: §408 

> Tripls: §553 

♦ Tripls: §555 




Sky Vista Hotel 

♦ 
4 
4 

> 

4 


Three Lakes Cabins (SS) 


4 

4 

4 




Doubls: §914 
Split Doubls: §915 
Doubls: §1,135 
Doubls: §I,D55 
Tripls: §1,289 
Singls: §945 


Split Doubls: §4ID 
Singls: §3D9 
Doubls: §45D 
Tripls: §790 
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Smooth Rock Spa 


Vacation Homes 

Copper Ranch Retreat (S30^67) 


Features: 

♦ Foad stand 


Vacation Mementos: 

^ Ate flapjacks 

♦ Laarnad daap tissua massaga 


Villad|Sim^ 


Three Lakes Market 


Features: 
r CInthas shapping 
/ Fnad stand 
♦ Gracary shapping 
y Jawalry raak 
r Snuvanir raak 


Community Lots 

Lumber Mill Range 


Vacation Mementos 

/ Ata flapjacks 


Three Lakes Plaza 


Features: 

/ Axa thrawing 
r Campfira 
♦ Faad stand 
/ Leg railing 
/ Tree ring display 


Features: 

♦ Fnad stand 
/ Sterna 


Vacation Mementos: 

♦ Ate flapjacks 

t Examined the tree ring display 
f Get a bull's-eye at axe thrawing 

♦ Wan at lag railing 


Vacation Mementos 

/ Ate flapjacks 
♦ Learned ta slap dance 
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Wallowa Park 


Features: 

^ GracEpy shopping 

♦ SouvEoir rack 

♦ Thee ring display 


Vacation Mementos: 

♦ ExamioEd thE trEE ring display 



Secret Lot 

Hidden Burrow 



Vacation Mementos: 

♦ BEfriEndEd Bigfnnt 

4 DiscavErEd a SEcrat lot 

♦ DiscavErEd all nf tha SEcrat lats (I nf 3) 

Anatomy of Vacation 
Destinations 

Vacation destinations function as separate neighborhoods 
from your Sims' base neighborhoods. The Sims visiting 
vacation destinations can come from the base neighbor- 
hood (or other associated neighborhoods) and will return 
to it when they depart. 


notfl 

If you'vE built custom collEge tomns in 
The Sims™ E University, you’ll notice that vacation 
dEstInatlons and hotel lots function similarly to college tomns 
and dorms, respectively. Despite these commonalities, there are 
some significant differences. 



Actually, any vacation destination is a template that 
can be repeatedly associated with any or all base neigh- 
borhoods, with each incarnation existing entirely separate 
from every other. If you have three base neighborhoods, 
for example, there can be three Twikkii Islands, each with 
totally different visitors. 

Within vacation destinations, there are five different 
kinds of lots: 

♦ HotEls: Can only Be placEd prE-mada frcm tha Spaaialty Lats Bin. OffiEially, 
yau can't maka year awn hatEls and can’t significantly edit them cncE 
placed. Uncfficially? We'II get tc that later. Hctels can ba visited befere cr 
EVEn after yaur Sims establish a hame base. Tc change hctels, year Sims 
mast check cat cf their carrent heme base. 

♦ Vacatian Hemes: Exactly like residential lets in the base neighberhaads. 
Can't be visited by taxi. Can cniy be parchased via Real Estate phena mena 
fram yaar Sim's heme let. 

4 Cammanity Lets: Bailt and fancticn Exactly like base neighbarhacd Cemma- 
nity Lets. Can be visited by taxi. Can't be ewned. 

♦ Secret Lets: One per pre-made vacatian neighbarhaad. Can't ba placed and 
can’t be made fram scratch cr meved ance placed. Can cnIy be visited by 
greaps cf Sims with at least ane Sim (wha mast initiate the trip) whe has 
the secret let's map in his inventcry. 


Editing a Vacation Destination 

Vacation destinations can be substantially, but not entirely, 

edited from the Neighborhood view. Here's a helpful list of 

what you can do: 

♦ Add, mavE, ar delete neighberheed deccratiens. Several new deenratinns fit 
nicely inta any vacatian destinaticn. 

♦ Place ucccccpied houses from the Lots and Houses Bin tc serve as vacation 
homes. These may include custom content houses. Once vacation hemes 
are owned, they can be edited via Buy/Build modes only if the owners are 
currently saved within them. 

♦ Place pre-made and unalterable hotels from the Specialty Lets Bin. 

♦ Place and edit pre-made Community Lets. These may also include custom 
content lots. 
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r Place Empty lets and specify whathar theyVa rasidantial nr community. To 
make a custom hotel, you’ll have to place a residential lot, enter it in Buy/ 
Build mode, and enter a special cheat code (see the Vacation Accommoda- 
tions chapter) to zone it as a hotel. Once that’s done, you’ll still need to 
place certain objects for the lot to actually function as a hotel. 

r Build private residences or Community Lots from scratch. 

Creating a Vacation 
Pestinatipn 

Many of the steps for creating a new vacation destination 
are identical to the procedures for base neighborhoods. 
See The Sims’ 2 Prima' Official Game Guide. 


The Vacation Destination 
Chooser's Create Destination 
buttons begin the process. 
This is what the window looks 
like if you have one or more 
pre-built destinations that 
haven't been assigned to the 
base neighborhood. 


not« 

You can create any kind of vacation destination 
you want— medievai casties, race cars, whatever— 
but it must be based on one of the three tempiates. So, even 
if your custom destination is a North African casaba, severai 
eiements miii be based on your choice of tempiate: 

? Attire cf locals 

/ Available massages on any massage table abject 
/ Default seasons (this can be changed in the normal way) 

/ Destination effects (such as faster skill building) 

■t Jewelry in jewelry racks 
/ Local dance 
/ Local greating gesture 
> Personality, skill, etc. of tba locals 
f Tours 

/ Whether the ninja appears (Far East only) 

This may iead to some incongruities— kimono-ciad iocais in 
your Oid West vacation destination— but that’s the way it is. 


In the Create Custom Destination tool, choose a 
terrain file as the canvas for your new destination. 




To begin the process, access the Vacation Destination 
Chooser and select one of the three Create Destination 
buttons below the Create a Vacation list. Which button you 
use determines which vacation template will be used for 
your destination. 


If you have assigned all three 
pre-made destinations, the 
Vacation Destination Chooser 
will look slightly different. 


The Create Vacation Destination tool contains 
templates for the three types of vacation destinations: Far 
East, Island, Mountain. To add a new destination, press the 
desired Create Custom Destination button below the list of 
pre-made destinations. Note that if you've already added 
all three pre-made destinations, this list will be empty. 



not« 

Vacation destinations can use the same terrain 
fiies as base neighborhoods. Severai of these were 
instaiied with your game, but new ones can be created via the 
toois in SimCity™ 4. 




Choose a terrain file on which 
to build your destination. 


Finally, enter the name and description of your new 
vacation destination and decide whether the terrain will be 
lush, dirt, desert, or concrete. 
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Name your destination and 
choose its terrain. 


Your new destination will now be listed among the 
available templates for the currently loaded base neigh- 
borhood. It will not, however, be available from other base 
neighborhoods. 



Once you've made your 
first custom destination, 
it'll appear in the Vacation 
Destination Chooser. To 
access any unassigned pre- 
made destinations, press the 
Create Custom Destination 
button. 


notfl 

JhiESE hotEls and all thiE lots listEd bEloia arE 
also availablE in homE nEighborhoods, but thEy 
function a bit diffEPEntly outsidE vacation destinations. See the 
Vacation Accommodations chapter for details. 



Hotels (Specialty Lots) 



Pre-fab hotels can be found 
in the Specialty Lot panel in 
vacation neighborhoods (and 
base neighborhoods too). 


Choose from two pre-made hotels of different sizes and 
price ranges. 


Vacation Destination Essentials 

There are only a few hard and fast rules about what should 
be in a vacation destination, but there are several elements 
that probably should be present. Some, if missing, will 
make game elements unavailable. 

A good vacation destination must have at least one 
hotel, vacation home, or campground or Sims won't be able 
to establish a home base. Beyond that, a good destination 
should have: 

/ Hatels af variajs capacitias, with roams of various prices (sea the Vacatioo 
Accammodatiuos chapter far details oo creating custam hotels) 

f Same vacatian hamas in a range of cost, perhaps including a campground 
for Sims with limited funds 

♦ Community Lots 

Specialty Lots 

Some pre-made hotel lots can be found in a vacation desti- 
nation's Specialty Lot Bin. 


BVInn(S) 
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Lots and Houses Bin 


Unoccupied-Re^ 


The Lots and Houses Bin contains several unoccupied 
Community and home lots that can grace your vacation 


BV|lome(Sip,2^ 



BV Estates (S64, 9^ 


♦ Attractions: Mahjong tables, retail, Far East food stand, Zen garden 


BV General Store 


destinations or any other neighborhood. 


G8 
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New Families 


A world so full of vacation adventure needs a family of 
adventurous vacationersi Enter: the Traveller family. 


Traveller 



♦ Family Funds: §GD,0DD 




not« 

As an added treat, the Traveller family already 
oians all available jewelry items. 


NaniE AspiratiDn Age Age Days Left Gender Neat Dutgalng Active Playful Nice Caakjng^^ M Gharisma Bady Logic Creativity Gleaning Career Track Job Name Job Level 


Trunt 

Knawladga 

Adult 

2B 

Mala 

2 

G 

7 

4 

G — — — 2DD IDD 

Trisha 

Papularity 

Adult 

2B 

Famala 

5 

G 

4 

5 

5 — — — 

Tina 

Grew Up 

Child 

G 

Famala 

4 

G 

7 

4 

4 _ _ 
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So much about vacationing is about stufF What stuff to 
pack, what stuff to leave behind, what stuff to bring back 
for the kids, what stuff to leave in the cab on the way to 
the airport. Sure, taking a holiday is about lots of other 
things, but stuff is high on the list. 

The Sims~ 2 Bon Voyage understands this-it offers a 
tantalizing slate of new objects for your Sims' homes 
(vacation and otherwise) and Community Lots. 

This chapter will guide you through all things "object" 
including changes to old objects, a full catalog of new Buy 
mode objects, and analysis objects that don't come from a 
catalog. 



C/OO 

hO 

cjn 


MW 

a 

cjn 


C/OO 

hO 

hO 


MW 

OD 

oa 


MW 

r>o 

oa 


a a a a oo a a a a a a a a a a 


ChM9M to Qjd 




— ho Osj oa i~~i — 


Clothing Booths 



Community Lot clothing booths can now be used as 
an away-from-home dresser. With the addition of the 
dresser's Plan Outfit... and Change Into... options, Sims 
can change into any outfit they already own or have just 
purchased. 


X 






cw 


c/3 


X 


X 


X 


X X X X X X X 


X XX X 


XX X X X 


X XX XX X 


X X X XX X X 


X 


X X X X X X X X X X 
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Sofas 

Luxury's Lap Loveseat 


Ql>j?ct Catalog 


Comfort 


/ PricE: §3BD 
4 Nee( 1 EffEcts: Comfort 5 


LiyingCh^ 

Grassco Foldm^^ 

♦ PricE: §30 

/ Nee( 1 EffEcts: Comfort 4 


Slmokyo by Mount^^^ 

♦ PricE: §015 

♦ NeeJ EffEcts: Comfort 7 




Dining (ha|n 

The Schottel Chair 




/ PricE: §725 

f NeecI EffEcts: Comfort 7 (Sit/Nap), 
Comfort B (Loungo), Enorgy 2 (Nap) 

r NeecI Max: Eaargy up ta 70 (Nap) 


Beds 

TheEr9onomize^ 



♦ PricE: §875 

♦ NeecI EffEcts: Comfort 3, Eoorgy 3, Euo 
2 (Jomp), Eovironmoot 2 


nellacious Headboard Double Bed by Sir Sleepalot 
Industries 



/ PricE: §1,750 

r NeecI EffEcts: Comfort 4, Enorgy 4, Eon 
2 (Jomp), Environmont 3 


The Double Bed of Wonderment 



♦ PricE: §2,750 

r NeecI Effocts: Comfort 0, Enorgy 0, Eon 
2 (Jomp), Eovironmoot 5 
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'The Sample"^^ Seat 

! PricE: §40D 
/ NeecI EffEEts: CDmfErt 5 



Action Traveler's Action Tent 



! PriEE: §B5D 

t NeecI EffEEts: CDmfErt 3, EnErgy 3, 
EnviranmEDt I 

/ NeecI Max: EnErgy up to 75 (SIeep) 


Interactions: 

♦ GeI In: Up tn twD Ehilcf ar nldEr Sims nan aEEupy a tEnt at ana tima. Catting 
in tfiE tEnt npEns atiiEr nEstEci intaractinns (suah as SlaEp, WaDHaa, Eta.). 

/ Jnin: Chile] ar alcJEr Sims aan jain a Sim alrsady in thE tant. Jain PEplaaES 
"CEt In" whan ann Sim DEEupiES tha tast. 

♦ Ask tn Jain: A Sim insids ths tant aan invita anathar ahild ar aldar Sim ta 
gEt in thE tant. 

♦ Slaap: Up ta twa ahild ar aldar Sims aan slaap in thn tEnt. NatE that tants 
arsn't tarribly aarnfartahlE, sa Sims aan anly rEplanish Enargy up ta thrEE- 
quartErs af tfiEir Enargy maximum. 

♦ Talk With...: WfiEn twa Sims arE in a tant, thny aan aanvarsE. 

♦ WaaHaa/fry far Bahy with...: WfiEn twa Sims arE in thn tnnt and havE a 
suffiaiEnt rElatianship, thay aan WaaHaa in tfiE "privany” af tfiE tEnt. Tants, 
af DDursE, arE anything but privatE, sa this is uansidErEd a publia WaaHaa. 
This mEans that it will satisfy a Sim's Want tn WnnHaa in publia and will [Ihe 
Sims" 2 Nightlife anly) inaur tha puritaniaal wrath af Mrs. CrumplEbattam if 
sHe's naarby. 



Sims can talk in the tent. 


When a tent is on a home or Community Lot, it behaves 
(ike a simplified bed. 

When, however, it's on a campground lot, it gains addi- 
tional functions, turning each tent into a one-room hotel. 



not« 

See the Vacation Accommodations chapter for 
detaiis on luhat makes a campground. 


/ ChEEk In: Sim chEaks inta tha campground tha statad par day prica. Nata 
that thay da nat aatually chEak inta any particular tent; unlike at hatels, 
yaur Sims and all athers an the lat can use any tent they please. Checking 
in ta a tent makes the campgraund yaur Sims' hame base, permitting them 
ta save and tn travel ta Cammunity Eats. 

♦ Check Out: Checks cut af the campgraund. Checking nut remaves the lat 
as yaur Sims' vacatian hame base, disabling bath saving and traveling ta 
Cammunity Lets until anather hame base is established. Just as in hntels, 
ynur Sims will be autamatically checked nut af a campgraund at naan an 
the last day af their stay. 



Or communicate in more 
intimate ways. 



not€ 

See the Nem Socials chapter for availability and 
acceptance of this WooHoo/Try for Baby. 


r^i 
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Swing Away Mammock 



♦ Price: §8DD 

♦ Need Effects: Comfort 3, Eoergy 3, 
Eon 2 (Play On), Environment 2 

♦ Need Max: Eon up to 80 (Play On) 



Interactions: 

♦ Relax: Child or older Sim takes a leisurely recline in the hammack for an 
infusion of Comfort. There is a chance, based on Body skill, that a Sim will 
fall out of the hammock. 

♦ Play On: Sim rocks back and forth, enjoying the thrill of nearly falling out of 
the hammock and satisfying both Fun and Camfart. 

♦ Daydream: Available when a Sim is in the hammock. The Sim chills on the 
hammock, thinking about Sims he or she knows and satisfying Comfort, Fun, 
and Sacial. 

♦ Read: Available when a Sim is in the hammock. Sim reads in the hammock, 
satisfying Fun and Comfort. 

♦ WooHoo/Try for Baby: When a young adult or older Sim is relaxing in a 
hammock, he or she can WnoHoo or Try for Baby with a Sim with sufficient 
relationship. Likewise, the Sim not in the hammock can initiate WaaHoo/Try 
for Baby on a Sim who’s in the hammock. 

♦ Listen to Music/Watch TV: While lying in the hammock, a Sim can have a bit 
of extra Fun by listening to a nearby stereo or watching a nearby televisian. 



Feel the Breeze Mammock 

♦ Price: §1,100 

♦ Need Effects: Comfort 3, Energy 3, 
Fun 2 (Play On), Environment 4 

♦ Need Max: Fun up to 80 (Play On) 


Same as the "Swing Away Hammock." 



Surfaces 

Tables 



WooHoo doesn't get much 
more public than this! 



Customer pining Table 

♦ Price: §340 
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Endjables 

End Table by Splendid Scenes 


Shelves 

ShowMeOff Rack of Glory 



This special wall-mounted display case can hold up to five 
small objects, just like any other display case. Unlike stan- 
dard display cases, however, the ShowMeOff has a hidden 
ability when loaded up with vacation souvenirs. 

When the rack displays most objects, it can be viewed 
for Fun. When, however, it contains certain combinations 
of objects, it also exudes a passive "effects"-while not 
exactly a punishment, it'd be hard to call it a "benefit"-to 
any Sims nearby. 


Strategically locate this rack 
for significant benefits. 
Putting a rack full of Far 
East souvenirs near a skill- 
building objectwiU have a 
pronounced effect on a Sim's 
rate of learning. 





not€ 


The vacation destination souvenirs don’t need to 
be identicai; they need oniy be bought from the 
same kind of souvenir stand (such as Far East, Mountain, etc.). 


/ FivE Far East sauvEnirs: Sims gain fastEr skill-building. 

♦ FivE Mauntain sauvanirs: Nan-ramantic sacials ara mara EffactivE. 

/ Fiva Island sauvEnirs: Ramantic sacials arc mere EffcctivE. 

♦ Five SEashclIs: Sims gain slawcr Bladder decay. 

♦ Five vaadan dnll cbjects: Nearby Sims may imagine they' re being attacked by 
Bees (see "Bees,” in the Vacatianing chapter). 



Of course, five Mr. Mickles 
voodoo dolls will impress 
visitors, but is it worth the 
apian hallucinations? 


nota 

if the identicai area-of-effect of multiple racks 
overlap, the effects don’t stack. If, for example, two 
shelves boost skill rate, a Sim lifting weights between them 
won’t get a double boost to skill rate. 



Miscellaneous 

Tea Time Table 



-f Price: §85D 

-f Need Effects: Enviranment 2, Bladder -I 


r^i ■ 
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B|9 Pond Peddlers^ 


"Tea darling?" "Oh, yes, just 
like our Far East holiday!!" 


♦ NeecI EffEcts: EnviranmEEt I 


This Far East-themed table enables Sims to enjoy quiet, 
profound tea-guzzling gab sessions. The first Sim to use the 
object's Drink Tea interaction is the server, pouring tea for 
any other Sims seated at the table. Sims will drink and talk, 
replenishing Social, until disengaged by you or forced to 
leave by the tea's depleting effect on their Bladder need. 


B|9 Pond Peddlers ^ 


PricE: §24 

♦ NeecI EffEEts: EnviranmEEt I 


Pecoratiye 

Plants 


Fanciful Finic^ 


♦ PricE: §179 

♦ NeecI EffEcts: EnviranmEEt I 


Big Pond Peddlers 
Seaweed Mini 


♦ PriEE: §8 

♦ NeecJ EffEEts: 
EnviranmEEt I 


Bodacious Bonsai Bonanza 


♦ PricE: §220 

♦ NeecI EffEEts: EnviranmEEt 2 


B|9 Pond Peddlers 


♦ PriEE: §ID 

♦ NeecJ EffEEts: EnvirnnmEnt I 
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ForeveRedwood Potted Tree 


"Lost" by Sims of the Sea 



Sculptures 

619 Pond Peddlers 



B|9 Pond Peddlers 



-r PricE: §55 

-r NeecI EffEcts: EnvironmEnt I 


"At Rest" by Sims of the Sea 

-t PricE: §125 

♦ NeecI EffEcts: EnvironmEnt I 


♦ PricE: §I8D 

r NeecI EffEcts: EnvironmEnt I 


Pratnatical ly Rearing Morse 

/ PricE: §220 

r NeecI EffEcts: EnvironmEnt 2 



Toucan Lola Statue 





| Vd|| . 
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The Fro9 of Good Tidin9s 


Serenity Sf^uared by Fountams of Maine 



♦ Price: §420 

4 Need Effects: Environment 3 


Dragon? 


♦ Price: §430 

4 Need Effects: Environment 3 



A Deary Good Frjen^ 



4 Price: §405 

♦ Need Effects: Envirenment 4 


Unknown And^ 



♦ Price: §505 

4 Need Effects: Environment 4 



4 Price: §580 

4 Need Effects: Environment 4 


A Far East-themed fountain (known as a Shishi Odoshi). 
Like all fountains, it freezes in the winter and can be 
temporarily vandalized with the Add Soap interaction. 


Sand Waves Zen Garden 



4 Price: §1,250 

4 Need Effects: Comfort 2, fun I, 
Environment 10 



not« 

The Zen garden is a t>/g object (six by eight tiies), 
perhaps too big for many residentiai iots. 


Interactions: 


notfl 


[j^ 

Grooming sessions can be resumed if your Sim is 

L interrupted. The pattern ujiii, however, fade from 

the point at which the Sim stopped, so don't stay away too 
iong if you want to pick up where your Sim ieft off. 



Zen gardens can be havens 
for quiet introspection. ..and 
unnatural levitation. 
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♦ GrcDiTi: Dhe Sim at a time may raka the Zan gardan far Fun and Cnmfart. Dn 
a hnma Int, anaa a quadrant is graamad, tha pattern fades gradually aver 
24 hnurs. Dn Cnmmunity Lnts, fully graamad quadrants dan't fade nr return 
tn their ungraamad state until the Int is exited. 

♦ Meditate: Up ta fnur Sims, even thnse withaut the required Lngia skill (3), 
aaa meditate simultaneausly an the Zen garden. Meditating allaws Sims tn 
freeze their Needs and Mnnds indefinitely far as Inng as they meditate. Even 
if the Sim hasn’t amassed any af the hidden Meditate skill paints, he nr she 
will, after a time, vanish and reappear, finating aver the garden. (Nnrmally, 
nnly ExperiencEd meditatnrs aan flaat.) Meditating an a Zen garden dees nnt 
build Meditate skill. 

♦ View: The garden ean, like any deanrative nbjeat, be viewed far Fun. 



not« 

If a Zen gardEn is covEPEd in hEavy snoiu (^The 
Sims™ 3 Seasons on\[i'), it can’t bE rakEd. If, 
hoiuEVEP, quadrants ujepe grooniEd bEfoPE thE snoiu, Sims can 
mEditatE ovep thEm. 


notfl 

Fop full dEtails on MEditation, see “HiddEn Skills” 
in ChaptEP 9 of The Sims™ 3 Prima’s‘“ Officiai 
Game Guide. 






♦ Priae: §I,30D 

♦ Need Effects: Fun I, Envirnnment G 


This large sculpture is a font of essentially useless histor- 
ical facts when each of the tree's rings were formed. Sims 
can Examine it for Fun and, perhaps, to find out who Don 
Lothario was with each time he's viewed it. 



Spiritual Shrine of Odd Blessings 



r Price: §2,50D 
/ Need Effects: Envirnnment 7 


Interactions: 

This mystical object bestows blessings both good and ill. 

With the Toss Coin interaction, Sim throws a §1 into 
the shrine. Whether it lands is based on Body skill; if it 
misses, nothing happens. If the coin lands, however, the 
result is random. 


This may look painful, but 
the suddenly wealthier Sim 
doesn't feel a thing. Except 
the overpowering urge to 
throw one of those new coins 
into the shrine. 



nota 


A Sim lulth no Body skill has a 75 pEPCEnt chancE 

L of thpoiuing a coin successfully. Each point in Body 

skill adds five pEPcent. Thus, a Sim luith Body 5 op highEP luill 
never miss. 


82 


pnmagamGs.coin 


Protected by copyright. Unauthorized or unlawful copying or downloading expressly prohibited. 




Even getting a coin into the shrine isn't a guarantee 
that blessings will follow. In fact, there's a 50 percent 
chance that nothing at all will happen. Still, each of the 
following has a 10 percent chance of occurring: 

♦ Great Sacrat: Tha next time year Sim daas samathing that aauld lead him ar 
har to a map ta a saarat lat (such as digging, gaing an a tour, ate.), ha ar 
sha will cartainly find it. 

4 Vast Fartuna: Sim is paltad by a rain af cains warth §I,QDD. 

♦ Lucky Career: Far three days, there's a CD percent chance the Sim will 
receive a chance card while at wnrk; any chnice yau make frnm these cards 
will be carrect. 

♦ Bees: Sim will be attacked by bees. 

4 Scratching: Sim gets peisen ivy. 


nota 


If a blEssing is going to bE positivE, thE shrinE luill 
glow gpEER. If it’s nsgativE, it’ll glow PEd. If no 
blEssing is fopthcoming, it will glow...clEap. And by “clEap” we 
mEan “not at all.” 


A Sim may only use a shrine once per hour. Even if 
there are multiple shrines on the lot, only one toss per 
hour is allowed. 


HuuuugeBill 


♦ Price: §5,Z5D 

♦ Need Effects: Enviranment ID 



He's Bill. And he's huge. If a giant lumberjack asks you if 
you want flapjacks... you say "YES''I! 


Telling Tori Gate 


4 Price: §7,5QD 
/ Need Effects: Enviranment ID 



Temple of Jumbokj^ 


ShuShu'sHow Now Bu Lion 


♦ Price: §3,Z5D 
4 Need Effects: Enviranment ID 


ShiShi'sFrouFrouFuLion 


4 


Price: §3,Z5D 

Need Effects: Enviranment ID 





♦ Price: §I5,DDD 
4 Need Effects: Enviranment ID 



Interactions: 


The old soap trick has some 
unexpected consequences 
when you mess with a god! 
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♦ Sit: Child DP aldEP Sims can sit an the wall araund the paal and dip thair 
hands in the caal water far Fun and Cnmfnrt. If the water happens ta 

be lava, the Sim will instead burn his ar her hand, lasing bath Fun and 
Camfart. 

♦ Make Offering: Child nr alder Sims can tnss a aain inte the water/lava 
far Fun. If the fauntain is flawing water, there's a chance they'll receive an 
abject in their inventnry. If the fauntain has became lava, giving an affering 
may turn it back ta water. Making an affering casts nn maney. 

r Add Snap: Just as with ether fauntains, child nr alder Sims can mischie- 
vausly vandalize it with a bit af snap pnwder far big Fun. Unlike ether 
fauntains, hnwever, the temple resents this. The water transfarms intn 
red-hat lava, spanking the vandalizing Sim intn a drnp in Bladder need. 

♦ View: Sims can view the temple far Fun. 



You'd think it'd be hard not to 
notice that the cool fountain 
has turned to fiery lava, but 
Sims on vacation do let their 
minds wander. 


Paradjse Lost (and Found) 

/ Price: §375 

/ Need Effects: Environment 3 


Not Rf<i[l.yAntiers Display 

/ Price: §575 

/ Need Effects: Environment 4 


Almost There by Artis Cool 




Cojlectible Poster ^ 



4 Price: §149 

/ Need Effects: Environment I 


Under the Uorizon by Sam Stewart 

f Price: §290 

/ Need Effects: Environment 2 



f Price: §725 

/ Need Effects: Environment G 



Tokonoma Serk^ 



/ Price: §775 

/ Need Effects: Environment 7 
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The Waij of Si9nificant Confusion 



♦ Price: §790 

♦ NeecI Effects: Envirenment B 


This Olde Cabin by Manz Gunters 

4 Price: §1,050 
♦ Need Effects: Envirenment 7 


Blades of Masamune 

♦ Price: §1,300 

♦ Need Effects: Envirenment 9 




Ru9$ 

Tantalizin(| Tatami R1J9 

^ Price: §400 



A Tropical Dream 

♦ Price: §475 


''Lie Like a Bear'' 

♦ Price: §550 




Throwdown by Around the World RU9S 



Miscella^^^^^ 

Fun for the Roof III 



Price: §90 

♦ Need Effects: Envirenment I 


i 
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These interlocking, Far East-inspired roof decorations look 
best when placed on the apex of roofs. They'll interlock 
if situated properly, so rotate them as usual if they don't 
look right. 



These new roofline deco- 
rations combine in many 
different ways. 


Oyer the Ran^e Motel Si^n 


I 



PricE: §99 

NeecI EffEEts: EnvironmEnt I 



Another way to get your 
Sims to travel on foot. 


Fun for the Roof II 



r PricE: §110 

r NeecI EffeEts: EnvironmEnt I 


See Fun for the Roof III. 



Fun for the Roof IV 


SimCrossin9byS^ 



PriEE: §IDQ 

NeecI EffEots: EnvironmEnt I 


This sign is not just decorative, it represents an alternate 
way for your Sims to use their new Walk to Lot. . . interac- 
tion. This new mode of transportation can be activated as 
a self-interaction on the active Sim or you can use it from 
this sign. 



r PricE: §129 

r NeecI EffEEts: EnvironmEnt I 


See Fun for the Roof III. 



JLI 
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Over the Ran^? Sign 



Backyard Pyramid^ 



♦ Price: §5GD 

4 Need Effects: Envirenment 4 


This and the five other modular pieces allow you to make 
freeform, flat-topped pyramid. Aligned pieces will auto- 
matically blend. This piece is a narrow side piece. 



These pyramid pieces can 
create some pretty complex 
structures. Sims can't, 
however, climb them. 


Dragon on the Roof 



♦ Price: §7DD 

4 Need Effects: Environment B 



This dragon sculpture looks 
best in its proud and proper 
place, peering down on the 
mortals below. 


Backyard Pyramid^ 


not« 

The sixth piece of this set is the Backyard Pyramid 
“Step it Up,” found in Buiid mode in Staircases. For 
fuil detaiis on building pyramids, including multistory pyramids, 
see the Build Mode Additions chapter. 




4 Price: §950 

♦ Need Effects: Envirenment B 


This second pyramid part is a wider side piece, double the 
width (two tiles wide) of the Little One. 


Aspiring Spire by Architectural Elements 



4 Price: §I,IDD 

4 Need Effects: Environment 7 


Like the Dragon on the Roof, this spire is a roof sculpture 
that can be placed anywhere. 


This roof decoration can be placed on the apex of roofs (or 
anywhere, really). 
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Backyard Pyramid 





♦ PhCE: §1,150 

t NeecI EffEEts: EnvironmEnt 7 


This pyramid segment contains an arch to make "door- 
ways" in your pyramid structures. 

Backyard PyramM 

/ PriEE: §I,4DD 

r NeecI EffEEts: EnvironmEnt ID 


This pyramid piece creates an outside corner. 



Electronics 


TVs and (omputen 

Stationary Concle^^^^ by Splend |d Scenes 



r PriEE: §I,2DD 

♦ Skills: Cooking (Watoh Yummy Channol), 
Body (Work Out), MEohaoioal (Ropair) 

r Nasd EffEEts: fun 7 (varisd by Sim’s rsao- 
tion ta ohannEl): Enargy -3, Comfort -3, 
HygiEOE -7 (Work Cut); Environmant 3 


To evoke that elusive hotel look-and-feel, this new televi- 
sion comes embedded in its own hutch. Functionally, it's 
just like every other TV. 


Lighting 

Table^^^ 

Mountain Man^ ^ 


Backyard Pyrainid'l^ 



4 PrioE: §t,3DD 

4 NeeC Effacts: Environmant ID 


This pyramid piece creates interior corners. 



4 PrioE: §33 

4 NeeD Effacts: Environmant I 


Lod9in9 Lamp by Economical Effects 



/ PriEE: §I8D 

T Nasd Effaots: Environmant I 
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So Bricjht |t Almost Smelb Lamp 

♦ Price: §215 

♦ Need Effects: Envirenment I 


Fjoor Lamps 

WildWIjd^^^ 

♦ Price: §230 

/ Need Effects: Environment I 


Wall Lamps 

SaunaSooth^^ 

♦ Price: §100 

♦ Need Effects: Environment I 


This lamp is not limited to saunas. 

Stylish WajI Scon 





Ceiling Lam^ 

Soft wind Cei Iip9 Lamp 

t Price: §135 

/ Need Effects: Environment 1 


Imperial Mane Ceiling Lamp 

♦ Price: §230 

♦ Need Effects: Environment 2 


Survival of the Fittest Fixture 





/ Price: §250 

7 Need Effects: Environment 2 


Hobbies 

Creativity 

Bosenklavier Model B 



♦ Price: §200 

♦ Need Effects: Environment I 



♦ Price: §4,000 

^ Skills: Creativity (Play), Mechanical (Tone) 

♦ Need Effects: fun 10 (Play), Fun 4 (Watch), 
Environment 0 

The functions the same as 
other pianos. 
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Recre^^^ 

Axe-olutelyThro^ 



/ PricE: §380 

♦ NeecI EffEEts: HygiEHE -7, Fun 4 (Play), 
Fun 2 (Watah), Enviranmant I 



not« 

Success at axE throiuing is basEd on a Sim’s 
MEchanicai skiii. 


Interactions: 



why do Sims love axe 
throwing? Don't axe me why. 

t Play: Teeh nr aldEr can play 
far Fun. If Sims arn watching, 
playnrs rncEivE Sncial taa. 

/ Watch: Teec and nldcr. Satis- 
fies Fun and Sccial. Watchers 
react based en Grauehy/NicE. 


Soft'n'Tender Massage Table 



How this object behaves depends largely on where it's 
located and where the playable Sim using it has been on 
vacation. 


L€arn€d Massages 

GvEry young aduit or oidEr Sim knows how to givE thE SwEdish 
massagE. OthEr massagES arE iEarnEd from massEUSES on vaca- 
tion iots (for a fEE of §SOO). OncE a Sim iEarns a massagE, 
hE OP shE can givE it to othEr Sims. ThE thPEE kinds of iEarnEd 
massagE arE: 

/ Acupressure (Far Fast) 
r Hat Stnnes (Island) 
r Deep Tissue (Mnuntain) 

While on vacation, Sims 
can experience exotic local 
massages and even learn how 
they're done-for a fee, of 
course. 


For moPE dEtaiis on iEarnEd massagES, see thE Vacation 
CoiiEctabiES chapter. 



If the massage table is on a Community Lot-vacation 
or otherwise-it'll spawn a masseuse who'll give the 
massage for a fixed price (§100). Which massage will be 
available depends on the Community Lot's neighborhood. 

If it's a vacation neighborhood, the destination's signature 
massage and Swedish massage will be offered. If it's in any 
other kind of neighborhood, only Swedish massage will be 
offered. 

Community Lot massage tables offer two interactions: 

/ Buy Massage: Purchased massages satisfy Fnargy, Camfart, and Social needs. 
All massages cast §IDD. 

♦ Laarn Massage: Playable Sims can pay an NPC massausa tn taach them 
a new massage. The playable Sims receive a massage (satisfying Fnergy, 
Comfort, and Sncial) and learn a new massage they can offer tn others on 
their home lot. Learning a massage costs §5DQ. 


not« 

If you havE The Sims™ E Open for Business, thE 
massagE tablE opEPatES much like the salon chair 
object. When your playable Sim is visiting the lot, the NPC 
masseuse will man the table. When you’re playing the lot as the 
business owner, the object can be assigned an employEE or be 
worked by one of your playable Sims. The massage SElection 
depends on which massages the Sim knows. 

See The Sims™ 3 Open for Business Prima's^ Official Game 
Guide for full owned-business functionality. 
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If the massage table is on a home lot (vacation home 
or standard residence), there are two interactions avail- 
able for each massage the active Sim knows: 


At home, Sims can treat their 
friends to a Swedish massage 
or any massage they've 
learned on their travels. 


♦ Ask far Massage: Yaung adult ar aldar Sims can raguast any athar young 
adult ar older Sim give them any massage they know. AccaptancE or rajec- 
tion is basad an relationship and other factors (sea the New Socials chapter 
far details). 

♦ Give Massage: Young adult ar older Sims can affer any other young adult 
or older Sim any massage they know. Acceptance or rejeetion is based on 
relationship and other faetors (see the New Socials chapter for details). 



Four Blessin9 Mahjon Table 



♦ Price: §840 

/ Need Effects: Fun 0 (Play), Fun 4 (Watch), 
Sacial (Play and Watch), Environment 5 


Mahjong can be played recreationally (child or older) or 
for money (teen or older). Either way, players get Fun 
(even if they're just sitting and waiting for others to join) 
and Social just for playing, and big and small Fun bonuses 
for winning and losing, respectively. Chances of winning 
are influenced by each Sim's Logic skill. 


Interactions: 

♦ Play for Mooey: Teen or older Sims can sit at the table to start a game. If 
at least ane Sim joins, the game begins. Each game puts §IDD per player at 
stake. At the end of a game, the winning Sim collects the winnings and a 
new game begins. Players stay at the table even if their Fun is maxed out. 

4 Play for Fun: Child or older Sims can sit at the table ta start a game. This 
warks identically ta playing far money but no Simoleons change hands. 

♦ Watch: Sims watch the Sims playing at the table and cheer or boo based on 
Daily Relationships with the players. Booing decreases Daily Relatianship and 
cheering increases it. 


peluxe L09 Roiljn^ Pit by Burly's Birlin^ 



4 Price: §I,8DD 
4 Skill: Bady 

♦ Need Effects: Fun ID, Energy -I, 
Sacial (Watch) 


Sims can log roll for entertainment and competition, 
though luck favors those with higher Body skill. Happily, a 
dedicated log roller will become better with time, because 
doing it also builds Body skill. 



Everyone gets wet. It's only a 
question ofwhen. 


Interactions: 

♦ Log Roll: Child or older Sims change into swimsuits and balance atap the 
log. Sims rolling solo may, depending on Body skill, fall off. Whether playing 
alone or competitively (up to two Sims), Sims earn Fun and lose Energy as 
long as they play. Winning gives an extra boost of Fun and losing or falling 
while railing alone decreases Comfort. 

/ Watch: Sims can watch lag rolling for Fun and Social. 


Sweat It Out Sauna 


♦ Price: §4,DDD 

4 Need Effects: Comfort 8, Environment B 



The sauna is a Comfort object that also presents an oppor- 
tunity for romantic pursuits. 

The sauna can be placed indoors or outdoors as a free- 
standing room, and its walls are built automatically using 
standard, unfinished wall segments. These, along with the 
floor, can be covered any way you prefer. 
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Saunas come with their 
own walls. Don't forget to 
cover them with something 
relaxing. This? Probably not 
that relaxing. 


If the sauna is placed indoors, 
It can use existing walls as 
long as nothing (windows, 
wall decorations, etc.) is 
attached to them. 


not« 

If any of thiE lualls around the sauna, including the 
automatically built ones, are delEted luith thE Wall 
tool, thE sauna ujIII bE sold and dslEtEd. 



♦ Use Sauna: Teeh ar aldar Sims wha aran't pragaant and shnwing (day Z ar 
3) can USE the sauna. While in the sauna, Sims gain CemfErt and deplEte 
HygienE (what with all the sdivitzin^. It alsn incPEasES intErnal tEmpEratuPE 
[The Sims" 2 Seasons If SEVEPal Sims aPE tegEthEP, they all gain Sacial. 

♦ WaaHnn/fpy fnp Bahy: Ynung adult np eIBep Sims can WnnHaD dp Tpy fap 
Baby in the sauna. ThEy'll shaa nut any "thipd-whEEls" befaPE the paam fills 
with a discPEEtly apaguE amaunt af steam, and fipEwapks ensue. This is 
aansidePEd a ppivate WaaHaa fap Want/Feap aahiEVEment. 



eaoii'SQom 

A louj Body skill Sim mith louj SnErgy may pass out 
upon Exiting thE sauna. 


Ancient Sqa 
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This in-ground pool works similarly to a hot tub: it 
satisfies Comfort, Fun, and Social (if multiple Sims share 
it) and raises Sims' internal temperature (The Sims" 2 
Seasons only). 


Miscellaneous 

Dressers 



Party 

Where's My M 

/ Ppiae: §2,5DQ 

♦ Need Effeats: Fun 3 

♦ Need Max: Fun up tn 50 (Juggle) dp 8D 
(Make Dpinks) ap 5D (Cansume Dpiaks) ap 
70-90 (Opink fpam Battle, depends an 
Playful/Sepiaus) 


This works exactly like other bars. 

Miscellany 

LoqsqfBumin^^ 

♦ Ppiae: §245 

♦ Need Effects: Camfapt 2, Fun 2, 
Envipcnment 4 
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Interactions: 


♦ Light Fire: Tgeh or nIdEr can ignita campfira. It burns far abaut ana-and-a- 
half hnurs. 

♦ Sit Araund Campfira: Child ar nldar Sims (up tn faur at a tima) sit by camp- 
fira, satisfying Cnmfart, Fun, and Sacial and raising intarnal tamparatura 
[TliB Sims" 2 SeasDns], 

♦ Raast Marsbmallnws: Satisfias Fun. Cnaking skill dictates whathar Sim's 
marshmallow ignites. Eating marshmallows satisfias a small amount af 
Hungar. 

r Warm Hands: Child or older Sims can warm their hands for Camfart. 

♦ Add Logs: Once a campfira burns out, this is the only available intaractian. 
Once logs are added, the campfira can be raignitad. 


The Swashbuckling Shipwrecker by Impressive 
Installations 

^ Price: §32,7G7 

4 Need Effects: Fun 10, Environment ID 


This fully interactive pirate ship is massive in both size 
and entertainment value. There's so much to do, it might 
inspire you to buy a bigger home lot for your Sims so they 
can have one of their own. 


Explore Pirate Ship: Child and 
older Sims wander around 
the ship, just having a look 
around. Satisfies Fun. 


Walk the Plank: Child and 
older Sims can satisfy Fun by 
pretending to walk the plank. 
Though they'll never actually 
fall off the plank, Sims with 
low Body skill may briefly lose 
their balance and nearly fall, 
earning them a reduced dose 
of Fun and an adrenaline- 
inspired drop in Bladder. 





Man the Wheel: Child or 
older Sims can satisfy Fun 
by pretending to steer the 
grounded ship. 


Raise/Lower the lolly Roger: 
Child and older Sims can hoist 
or strike the ship's llama- 
and-crossed-veggies colors 
for Fun. 




Fence with Cutlass: Child 
and older Sims can take a 
few hacks at an authentic 
pirate dummy with an equally 
authentic pirate sword for a 
bit of Fun. 



Climb Crow's Nest: Child and 
older Sims can pretend to be 
the ship's lookout by scut- 
tling up to the crow's nest. 
This offers a great view and 
some Fun. 



Plunder the Captain's Cabin: 
The truly daring can venture 
inside the old pirate's cabin 
to see if there are any souve- 
nirs for the taking. After a 
while the Sim will reemerge 
empty handed, with a valu- 
able find (found in the Sim's 
inventory), or in flight from 
ghost of the ship's captain. 
The last possibility is, indeed, frightening atfirst, but presents a 
handsome opportunity for vacation memorabilia. See the Vacation 
Collectables chapter for more information on the Ghost Captain and 
the Sea Chantey. ^ 
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nota 


na 

Sims also gain a nem 5im-to-5im IntEraction 

k ^m3 anytime thiEre’s a pirate ship on the lot. The 

Play. ..Ask to Play Pirates interaction initiates a chaotic and far- 
ranging make-believE game aboard the ship. For details, see the 
Neuj Socials chapter. 


Community Lot Only Objects 

Appliances 

Nutritious Noodles Food Stand 

♦ PricE: §4,5DD 

/ NeecI EffEEts: HjngEr ID, EnvironmEnt 10 


Each vacation destination has a signature food stand that 
serves three regional dishes for your Sims to try. Sims can 
use these stands as a quick and cheap (each dish costs 
§25) way to eat on vacation and, if others are eating at the 
bar, satisfy a bit of Social. 

This Far East-themed stand serves: 

♦ Chirashi 

♦ RamEn 

♦ StEamEd RIee BdwI 




If you want your Sims to 
collect as many mementos 
as possible (see the Vacation 
Collectables chapter for 
details), make sure they eat 
the Chirashi. Note that the 
stand doesn't need to be in 
a Far East neighborhood to 
score toward the memento. 


\M 


nota 


Food stands can be used to generate income on 
an owned Community Lot if you have The Sims™ 2 
Open for Business. 


Any of the three food stands can be set up in any 
vacation or standard neighborhood. In fact, they can all 
be placed on any neighborhood, but only on Community, 
owned Community, or hotel/campground lots. 



Eating at food stands feeds 
not only the body, but also 
creates lasting holiday 
memories. 


nota 

Beyond ordering food or asking for travel advice 
(“What’s Cool Around HereP”) the NPC working 
these stands can’t be interacted with in any way. Nor can you 
either direct your Sim to work the stand or assign an Employee 
to work it. 



Hippin' Fred's Flap^ 


/ PriEE: §4,5DD 

/ NeecI EffEEts: HjngEr ID, EnvironmEnt ID 


This Mountain-themed stand serves: 

♦ Dhar-broilEcJ Datfish 

♦ Dhickna Pat Pin 

♦ Elapjacks 
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If you want your Sims to 
collect as many mementos 
as possible (see the Vacation 
Collectables chapter for 
details), make sure they eat 
the Flapjacks. Note that the 
stand doesn't need to be in a 
Mountain neighborhood to 
score toward the memento. 


Taste of the Tropics Food Stand 



♦ Price: §4,5DQ 

4 Need Effects: Hunger ID, Envirenment ID 



This Island-themed stand serves: 

♦ Luau Ribs 

♦ Pineapple Surprise 
/ Teriyaki Mahi-Mahi 



If you want your Sims to 
collect as many mementos 
as possible (see the Vacation 
Collectables chapter for 
details), make sure they eat 
the Pineapple Surprise. Note 
that the stand doesn't need 
to be in a Island neighbor- 
hood to score toward the 
memento. 


Electronics 

Neukum Systems "Ethnomusico" World Music 
Wall Speaks 

♦ Price: §4DD 

♦ Need Effects: Fun 2 



Neukum Systems "Main Street" Big Band Wall 
Speaker 



Neukum Systems "Off^ 


♦ Price: §4DD 

♦ Need Effects: Fun 2 


Neukum Systems "Sound ^ 

♦ Price: §40D 

♦ Need Effects: Fun 2 




Hob^s 

Scorchin' Matt's Mat 



/ Price: §5,DDD 

r Need Effects: Fun ID, Envirenment 7 
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The Fire Dancer comes with 
the mat at no extra charge. 
All interactions for the mat 
are accessed by clicking on 
the dancer. 


This entertainment object, placeable on any Community 
Lot, comes with its own fire dancing NPC. Sims can watch 
the show for Fun or can, for a fee of §75, learn to do the 
fire dance themselves. 



Learning the fire dance takes 
time and hard work, but boy 
does It impress the folks back 
home. 



not« 

LEarning to do the firE dancE is a MEmEnto itEm. 
See thE Vacation CoiiEctablES chaptEr. 


4 Watch Fire Dance: Sims (tcddlar and nldar) can watch the fire dance far 
Fun (and, if others are watching, Sacial) and will cheer or boo based an 
relationship. Vampires, PlantSims, werewolves, and zombies will cower from 
the fire. 

♦ Learn Fire Dance: Teen or alder Sims can pay the Fire Dancer to teach 
them the ancient art of fire dancing. The learning bar over the Sim’s head 
indicates prngress toward mastery nf the dance. Learning Sims get Fun and 
Social. 

♦ Wait for Performance: If the Fire Dancer is taking a break, your Sim will 
stand in position to wait for the next show. 


not« 

Due to thE risk of accidEntal SElf-immolation, doing 
thE firE dancE is a ionsiy businEss. Though 
obsErvErs may taik among thEmsEivES, thEy ujiii not sociaiizE 
with thE Sim doing thE dancE for fEar of distracting him or 
her. As such, doing the fire dancE causES Sociai to dEcay at a 
siightiy incrEasEd ratE. 
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Misce^ 

Concier^oSum Desk 

♦ Price: §I,4B5 


This desk is one of the objects that make a hotel lot. 
Without at least one of these, the lot won't function. 

For full details on hotel desks, see the Vacation 
Accommodations chapter. 

ConciergoSum Desk by Welcome Home Furniture 




The larger version of the hotel desk. 

SparkleMaster Jewelry Rack 



/ Price: §I,5DD 

! Need Effects: Fun 4, Envirnnment B 



jewelry racks provide another 
way of adorning Sims of all 
ages and sexes. 
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This countertop point-of-sale rack offers jewelry for sale, 
but its stock depends on where it's located. On non-vacation 
Community Lots, the rack offers a wide selection of brace- 
lets, rings, earrings, and necklaces. On vacation lots, 
however, the selection also includes a location-specific 
collection of local jewelry. Thus, this rack will have 
different inventory when it's used in a Mountain, Island, 
Far East, or non-vacation neighborhood. 


nota 


I Buying jEiuElry, like clothing, enhances the 

li ujardpobe of every member of the household, 

regardless of age. If a piece can be worn by teens or older, 
buying the adult version also makes the piece available to teens 
and elders. 


Cr€ate-A-5im J€UJ€lry 


UK; 

M 


rn 






The new Rings, Bracelets, 
Necklaces S. more panel in 
Create-A-Sim makes jewelry 
available to all new Sims. 


Jewelry can also be applied to new Sims in Create-A-5im. A new 
panel (“Rings, Bracelets, Necklaces & more”) in the Makeup, 
Facial Hair & Glasses panel (#4) allows you to add jewelry to 
your Sim on a per outfit or universal basis. 

You’ll also see the same option in mirrors and vanities. 

Sims get Fun from buying jewelry. 

Simple Seller Souvenir 

nn not* 


I The souvenir objects purchased from these 

racks are placed in your Sims’ inventories and can 
be sold or displayed on surfaces. For details on each, see the 
Vacation Collectables chapter. 


♦ PricE: §2,500 

/ NeecI EffEcts: Fun 4, EnvimnmEnt 7 



Souvenir racks are countertop point-of-sale displays that 
dispense two different objects (§75 each). Though the 
visual design of the stand and the specific objects it stocks 
differ in its three destination-specific versions, all three 
souvenir racks work the same. 


not* 


I In fact, all three souvenir stands work Just like the 

L familiar countertop videogame rack. Players with 

The Sims™ B Open for Business will find that they can be used 
In a 5lm-owned business in exactly the same manner. 


This Far East themed rack sells: 

♦ Pagoda by Oh Tha MEmnriES 

♦ Oall by Ob Tho MEmoriES 


not* 


I Remember that five souvenirs from the same 

t Mil destination (i.e. three pagodas and two dolls or any 
other combination) will have a magical effect when displayed 
in a ShowMeOff Rack of Glory (see above), so make the nice 
souvenir vendor happy and buy In bulk! 


Simple Seller Souvenir Rack-Island Edition 


^ A 

1: 





-f PricE: §2,500 

-f NeeO EffEcts: Fun 4, EnvimnmEnt 7 


This Island-themed version of the souvenir rack sells: 

♦ Littla ChEst af Booty 
-f PrivatE Island FigurinE 

Simple Seiler Souye^^^ 



^ PricE: §2,500 

♦ NeeO EffEcts: Fun 4, EnvimnmEnt 7 
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This Mountain-themed version of the souvenir rack sells: 

♦ Bit a' Vug 
4 LumbErjack's Prida 


Fpm 4 Objects 

Sims can find several kinds of objects by doing the Comb 
for Seashells interaction on beaches or the Dig for Trea- 
sure interaction on any outdoor, diggable surface. Objects 
found from each source behave differently. 

Combing for Seashells can reveal: 

♦ AbalDEE 
4 Clamsball 

4 CalarEd Glass 
4 Canah Bballs 

♦ Canal 

♦ Pinahy Crab 
4 Band Dallars 
4 Shall BraEElat 
4 Shall Earrings 
4 Shall Naaklaca 
4 Starfish 

All objects but the crab and jewelry go directly into 
the Sim's inventory, can be displayed at home or worn 
(using Change Appearance at a mirror), and can be the 
source for the Share Discovery Story With. . . interaction. 

The crab is an unpleasant surprise for unlucky beach- 
combers, pinching the Sim and scuttling away. 

When digging for treasure, Sims can find several 
objects of varying value. These objects can be displayed 
and sold, but they can't be used to tell a Discovery Story. 

4 Bona 
4 Racks 

4 SEcrat Lot Maps 
4 Traasura Chasts 


Sims can also unearth objects from the Buy Mode 
catalog, including: 

4 I2th Cantury Sang Dynasty Sculptad Vasa 
4 Adarabla Dcaan LinEr 

♦ ChickanfEad Charlia Sculptura af Fun 
/ CnavEX Stanawara by Simpnrtars Inc. 

4 Dragnn? 

/ Dramatically Rearing Hnrsa 
4 Earthanwara Trin by Pastnral Pnultry Designs 
4 Hydrncyaaic Cat Na. 7 
4 Itty Bitty Clay Vases 

♦ Knzy Kitsch Gnnma 
4 Little Tiki Idnl 

4 Majnr's Ranstar by Franc-D-Pbila Designs 

♦ Musee Piblic "Callactinn Sculpture" 

♦ Odd RaDactian af Grace 
/ Patted Pntantial 

4 Shapes in Space 

/ The Backnning Cat frnm Warldly Stuff Inc. 

/ The Daruma Wishing DnII by “Suki Dasu" 

/ Tba Frng nf Gnnd Tidings 
4 Tba Impnsing Falcnn 
4 Tba Little Jug nf Wishes 

♦ Tba Measure nf a Sim 

♦ Tba Prntntypa XD4 "Angstarnaut" Rnbnsuit 
r Tba Tray n' Orbs frnm Orby Designs 

4 Tnucaa Lnia 

Full details on these objects, and how you acquire 
them, can be found in the Vacation Collectables chaptei 


fas) 
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Finished sandcastles erode over time. 


Non-Cataloq Objert^ 

Some very complex and powerful objects aren't available 
from any catalog, but arise naturally in the world. These 
objects don't cost anything, but they may be just as impor- 
tant to your Sims' lives. 


Beach-Based Interactions 



nota 

Beach interactions are unavailabie when there’s 
heavy snow accumuiation. 


Build 

4 Skill: Creativity (hame ar vacation home lots) 

♦ Need Effects: Eon 4, Social 

Beaches can be used for a great many things, but one that 

creates a new object is building a sandcastle. 

Interactions: 

♦ Build Sandcastle: Available an beaches an either home or Community Lots. 
The builder gains Euo and — on home, vacation home, owned Community 
Lots, or hotels — builds Creativity. The quality af the sandcastle depends on 
the Creativity of the Sim wha initiated the sandcastle. If, for example, a Sim 
with Creativity I abandons a sandcastle he started and a Sim with Creativity 
IQ finishes it, the castle will be law quality. 

♦ Help Build Sandcastle: Child or older can join the building of the sandcastle. 
Both Sims get extra Sacial during building. 

♦ Ask far Sandcastle Help: Sim building a Sandcastle can be directed to invite 
any other child or older Sim to join the building. Both Sims get extra Social 
during building. 

♦ Continue Building: If building is interrupted, any Sim can use this interac- 
tion ta resume building. The quality of the castle is based on the Sim who 
started [\]E castle, not that Sim wha finishes it. 

♦ Destroy: Child or older Sims (may autonomously or by user direction) knock 
over or destroy a sandcastle. Nearby Sims, including builder(s), will react 
according to Personality. Deviant Sims (Child Sims with low Aspiration 
score) will autonomously do this more often. 

♦ Chew/Scratch: Pets can chew nr scratch sandcastles. 





Sims with Creativity 6-10 
build a palace that makes the 
tide feel guilty for washing 
it away. 


Destroying a sandcastle is 
an unkind thing to do, but 
it's fun for the destroyer 
who may harbor a secret 
desire for gigantism. ..and to 
live where there are lots of 
castles. 


Comb for Seas^^ 

Sims can dig in the sand to look for decorative objects. 
This interaction is different from the Dig for Treasure 
interaction in that it doesn't leave a hole and it reveals 
a different set of objects (no treasure chests or maps to 
secret locations). 
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No shovel is required to comb 
for seashells. An no unsightly 
hole left behind either. 


Beachcombing in a vacation neighborhood does give 
your Sim an opportunity to find certain indigenous jewelry 
items that can't be bought in stores. 

Getln(Oceanj 

Sims can enter the ocean itself and go for a swim. As with 
swimming pools, swimming builds Body skill. Unlike the 
manmade versions, however, Sims can't play Marco Polo. 



Watch Waves 


o. 



There's nothing like losing 
yourself in the rhythmic roar 
of the waves. 



Child or older Sims can relax on the beach and pensively 
watch the waves roll in and out. Wave watching Sims 
satisfy Comfort, Fun, and Hygiene and can be joined or ask 
others to join (satisfying Social as well). 


Eat Sand 


not* 

Sims can, thiEorEtically, drown lahilE swimming in 
thE ocEan, but you'ii havE to EittiEP turn off 
autonomy or takE a VEpy activE roiE in this cruEi fats. 



5 



Slit 

• 


The Get In interaction is 
available on ocean tiles only. 
If you don't get the interac- 
tion, try clicking a bit further 
into the water or a bit closer 
to the shoreline; it won't 
arise from either the beach 
or the transitional slope from 
beach-to-ocean. 



Mmmmm... gritty. 


Toddlers can do one thing on a beach that no other Sims 
can: eat sand. Why they'd want to is a mystery, but darn if 
they don't get some Fun out of it. 

Because toddlers can't go on vacation or to Commu- 
nity Lots, this interaction will be available only if the 
toddler is on a residential lot with a beach. 


Sunbathe 

what good is a beach if Sims can't sunbathe on it? 



Click anywhere on the beach 
to choose a nice sunbathing 
spot. 
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Sims can get a lovely bronze 
tan for a while or a nasty 
burn. Don't worry, though, 
either way the effect is 
purely visual; it causes no 
actual change in the Sim's 
Needs. 



not« 

Sunbathing can only be done during daylight 
hours. 


New Collections 



Sunbathing satisfies human Sims' Comfort need, Servos' 
Power need (The SimsT Open for Business, and Plant Sims' 
Sunlight need (The Sims T Seasons). 

If your Sim sunbathes long enough, three things could 
happen: 

k Suntan: 4D% 

♦ Sunburn: 3D% 

♦ Nn Effect: 30% 


The Collections panel contains five new collections: 

♦ Ban Vayaga 
/ Far East 

♦ Hotel 

♦ Mountain 

♦ Trooical 


Neither result has any effect on the Sim's 
Needs (though it may realize a Fear or Want) 
and lasts a fixed time before disappearing: 

♦ Suntan: 48 hnurs 
^ Sunburn: 24 hours 
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with three new cultures to explore and expropriate, your Sims will need some new social interactions. This 
chapter introduces you to every social nuance that'll make your Sims' vacations complete. 


Social Intera 


Interaction 

Menu 

Availability 

Daily 

A to B Above 

Availability 

Daily 

A to B Below 

And/Dr 

Availability 
Lifetime 
A to B Above 

Availability 
Lifetime 
A to B Below 

Crush ur 
Master/Mine 

Luve/Gu Steady 
ur Pack 

Persuoality 

IPet) 

Ask BigfoDt to Move In 

Main 

55 

IDD 

And 

5 

IDD 

— 

— 

Nat Autonemous 

Ask to Play Piratas 

Play 

-ZD 

IDD 

Dr 

D 

IDD 

— 

— 

Playful 

Bigfaat Hug 

Bigfoot 

25 

IDD 

Dr 

15 

IDD 

— 

— 

— 

3aw 

Gestura 

-ZD 

IDD 

Dr 

-2D 

IDD 

— 

— 

— 

]hast Pound 

Gastura 

-ZD 

IDD 

Dr 

-2D 

IDD 

— 

— 

— 

dang Lddsb 

Gestura 

-ZD 

IDD 

Dr 

-2D 

IDD 

— 

— 

— 

dula 

Dance 

— 

— 

— 

— 

— 

— 

— 

Nat Autanamous 

Listen to Dragon Lagand 

Main 

-IDD 

IDD 

And 

-IDD 

IDD 

— 

— 

Nice ar Seriaus 

Dffar/Ask far Massage 

Massage Tahla 

-IDD 

IDD 

And 

-IDD 

IDD 

— 

— 

Nat Autaaaaiaus 

Parfarm Fira Dance 

Entertain 

— 

— 

— 

— 

— 

— 

— 

Aative 

Parfarm Tai Chi 

Self 

— 

— 

— 

— 

— 

— 

— 

Nice 

Scare... 

Bigfnnt 

-IDD 

5D 

Dr 

-IDD 

5D 

— 

— 

— 

Share Discavary Stary with... 

Beach Callectahle 

-IDD 

IDD 

And 

-IDD 

IDD 

— 

— 

Seriaus 

Sing Saa Chantay 

Main 

-IDD 

IDD 

And 

-IDD 

IDD 

— 

— 

Qutgaiag ar Playful 

Slap Dance 

Dance 

— 

— 

— 

— 

— 

— 

— 

Nat Autaaaaiaus 

Taka My Picture 

Main 

-ZD 

IDD 

Dr 

-ID 

IDD 

— 

— 

Nut Autaaaaiaus 

Talk with... 

Tent 

-IDD 

IDD 

And 

-IDD 

IDD 

_ 

_ 

_ 
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User 

Directed 

AutanemDus 

If Accept. 
A's Social 

If Accept, 
A's Daily 

If Accept, 
A's Lifetime 

If Accept, 
D's Social 

If Accept, 
D's Daily 

If Accept, 
B's Lifetime 

If Reject, 
A's Social 

If Reject. 
A's Daily 

If Reject, 
A's Lifetime 

If Reject, 
B's Social 

If Reject, 
B's Daily 

If Reject. 
B's Lifetime 

Yes 

Ne 

15 

8 

2 

15 

8 

2 

— 

— 

— 

— 

— 

— 

Yes 

Yes 

5 

5 

1 

15 

B 

2 

D 

-ID 

-1 

0 

-ID 

-1 

Yes 

Yes 

10 

B 

1 

ID 

B 

1 

D 

-5 

-1 

0 

-5 

-1 

Yes 

Yes 

ID 

3 

D 

ID 

3 

D 

D 

-5 

-1 

0 

-5 

-1 

Yes 

Yes 

ID 

3 

D 

ID 

3 

D 

D 

-5 

-1 

0 

-5 

-1 

Yes 

Yes 

ID 

3 

D 

ID 

3 

D 

D 

-5 

-1 

0 

-5 

-1 

Yes 

Yes 

— 

— 

— 

— 

— 

— 

— 

— 

— 

— 

— 

— 

Yes 

Yes 

VariablE 

Variable 

Variable 

Variable 

Variable 

Variable 

— 

— 

— 

— 

— 

— 

Yes 

Ne 

5 

3 

D 

5 

3 

D 

D 

-2 

D 

0 

-2 

D 

Yes 

Yes 

— 

— 

— 

— 

— 

— 

— 

— 

— 

— 

— 

— 

Yes 

Yes 

— 

— 

— 

— 

— 

— 

— 

— 

— 

— 

— 

— 

Ne 

Yes 

2D 

-5 

-2 

2D 

-5 

-2 

-20 

-5 

2 

-2D 

-5 

2 

Yes 

Yes 

ID 

3 

D 

ID 

3 

D 

5 

-5 

D 

5 

-5 

D 

Yes 

Yes 

VariablE 

Variable 

Variable 

Variable 

Variable 

Variable 

Variable 

Variable 

Variable 

Variable 

Variable 

Variable 

Yes 

Yes 

— 

— 

— 

— 

— 

— 

— 

— 

— 

— 

— 

— 

Yes 

Ne 

D 

D 

D 

D 

D 

D 

D 

D 

D 

0 

0 

D 

Yes 

Yes 

15 

5 

1 

15 

5 

1 

— 

— 

— 

— 


— 
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Interaction 

Menu 

Availability 

Daily 

A to B Above 

Availability 

Daily 

A to B Below 

And/Dr 

Availability 
Lifetime 
A to B Above 

Availability 
Lifetime 
A to B Below 

Crush or 
Master/Mine 

Love/Gu Steady 
ur Pack 

Persunality 

(Pet) 

TeII About Travals 

Talk 

-2D 

IDD 

Dr 

-ZD 

IDD 

— 

— 

Outgoing 

Toll Dragon Lagond 

Main 

-lOD 

IDD 

And 

-IDD 

IDD 

— 

— 

— 

WooHoo/Try for Bahy 

Hammock 

85 

lOD 

And 

G5 

IDD 

ReguirEd 

ReguirEd 

Not Autonomous 

WooHoo/Try for Bahy 

Sauna 

85 

lOD 

And 

G5 

IDD 

Reguired 

Reguired 

Not Autonomous 

WooHoo/Try for Bahy 

Tent 

85 

lOD 

And 

G5 

IDD 

Reguired 

Reguired 

Not Autonomous 


Sjm^to-Sim 

Top Menu Interactions 

Usten to Dragon Legend 



♦ Wha: Child/tEEn/yaung adult/ 
adult/EldEP ta child/tEEn/ 
young adult/adult/aldEr 


Always accepted. Listening to the Dragon Legend feeds a 
Sim's Fun and Social. 


SingSeaC^ 



♦ Who: Child/tEEo/young 
adult/adult/Eldar to ohild/ 
tEEa/young adult/adult/ 
aldar 


a 


noto 


For instructions on houj to acquire the Sing Sea 
Chantey interaction, see the Ghost Captain in the 


Neuj NPCs chapter. 


To perform this social, the Sim must have learned the song 
from either: 

T Tha Ghost Captain Edward Dragg on a lat with thn pirato ship ohjEct 
/ A Sim who knows ths song 

Once the Sim has been taught the Sea Chantey, he can 
perform it by using this social on other Sims. 

The more singers there are (up to four), the more 
Social each Sim will get. 


Take My 



♦ Who: Child/tEEn/youog adult/ 
adult/oldar to ohild/tEon/ 
young adult/adult/aldEr 



not« 

For fuil dctaiis on the ncm snapshot-taking system, 
see the Vacationing chapter. 
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User 

Directed 

Autenemaus 

If Accept, 
A s SdcIbI 

If Accept. 
A s Daily 

If Accept, 
A's Lifetime 

If Accept, 
B's Social 

If Accept, 
B's Daily 

If Accept. 
B's Lifetime 

If Reject, 
A s Social 

If Reject, 
A s Daily 

If Reject, 
A's Lifetime 

If Reject, 
B's Social 

If Reject, 
B's Daily 

If Reject, 

B's Lifetime Game 

Yes 

Yes 

ID 

5 

1 

ID 

5 

1 

D 

-4 

D 

D 

-4 

D 

Yes 

No 

Variable 

Variable 

Variable 

Variable 

Variable 

Variable 

D 

-5 

-1 

D 

-5 

-1 

Yes 

No 

5D 

3 

1 

3D 

3 

1 

-5 

-G 

-1 

-45 

-G 

-1 

Yes 

No 

5D 

3 

1 

3D 

3 

1 

-5 

-G 

-1 

-45 

-B 

-1 

Yes 

No 

5D 

3 

1 

3D 

3 

1 

-5 

-G 

-1 

-45 

-G 

-1 


Always accepted. 

Holding up a camera while a bunch of Sims mill about 
and get posed can be tiring, so Sims accepting this social 
gets a periodic drop in Comfort. 

TellDra^ 


♦ Who: Child/tGEn/yDung 
adult/adult/EldEP ta child/ 
tEEn/yaung adult/adult/ Elder 


Sims can Tell Dragon Legend if they possess an Ancient 
Dragon Legend Scroll. This object can be acquired in 
two ways: 

nota 

For more information on the Ancient Dragon 
Legend Scroii and hoiu to procure it, see the Vaca- 
tion Coiiections and Nem NPC chapters. 


♦ By listening tn the Dragnn Legend as tnid by the Wise Did Man NPC an the 
Far East secret let ('The Pageda in the Shadnws”) 

♦ Getting it fram ancther Sim via the Gift interacticn nr by mnving it between 
inventories 

Accepted if 

1. Daily >-ID, ar 

2. Daily <-ID and Lifetime >ID, nr 

3. Daily <-ID, Lifetime <ID, and Dutgaing >D 




Telling the Dragon Legend satisfies Fun and Social and 
increases relationship with the listeners. 


Talk Interactions 

Tell About Trayels 


♦ Wba: Child/teen/yaung 
adult/adult/elder to child/ 
teen/young adult/adult/ 
elder 



This social becomes available only after a Sim has gone on 
and returned from a vacation of any length. If Sim B has 
been to the same destination(s) as the speaker, she'll reply 
with thought bubble icons from the same destination. 

1. Daily is positive and Lifetime >-10, or 

2. Daily is positive, Lifetime <-10, and Nice >5, or 

3. Daily is positive. Lifetime <-10, Nice <5, and 
Mood >60, or 

4. Daily is negative and Lifetime >5, or 

5. Daily is negative, Lifetime <5, and Nice >7 or 

6. Daily is negative. Lifetime <5, Nice <7 and 
Mood >80 
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Gesture Interactions 


Chest Pound 



nota 

Fop details on acquiring these three gestures, see 
the Vacation Coiiectabies chapter. 


The locals in each vacation destination have their own 
special gesture. Once your Sim has received the gesture 
three times either from a local or from another Sim who's 
completely learned it, she too can do it proficiently. Using 
the proper gesture with the proper locals yields substan- 
tial social dividends. 

Each vacation culture hold one of the other two 
cultures in particularly low regard. Hated gestures will be 
rejected (even if the Mood and Relationship requirements 
are met). Foreign-but-not-hated gestures get a shrug, but 
will still be accepted. 



♦ Who: Child/tGEn/young 
adjIt/adjIt/EldEr ta child/ 
tEcn/yaung adult/adult/cldEr 


I. LifEtiaiE >-ID, Daily >-2D, and 
Mend >-GD 


The reaction your Sims get for this gesture depends on 
who they use it with: 

/ Far East lacals: REj'Ect 
1 Island lacals: Accept and shrug 
7 Mauntain lacals: Accept and Chest Paund 
4 Anynne else: Accept and shrug 


DOW 


♦ Whn: Child/teen/ynung adult/ 
adult/elder ta child/teen/ 
ynung adult/adult/elder 


I. LifetimE >-ID, Daily >-20, and 
Mead >-GD 


The reaction your Sims get for this gesture depends on 
who they use it with: 

♦ Far East lacals: Accept and Bnw 

♦ Island lacals: Reject 

♦ Mauntain lacals: Accept and shrug 

♦ Anynne else: Accept and shrug 



Hang Loose 


Wha: Child/teen/ynung adult/ 
adult/elder ta child/teen/ 
ynung adult/adult/elder 


Lifetime >-ID, Daily >-2D, and 
Mnnd >-GD 


The reaction your Sims get for this gesture depends on 
who they use it with: 

I Far East lacals: Accept and shrug 
-t Island lacals: Accept and Hang Lease 
/ Mauntain lacals: Reject 
7 Anynne else: Accept and shrug 
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Pjay Interactions 

AsktoPlayP^^ 

♦ WfiD: Child/tEEn/yDung 
adult/adjIt/EldEr ta ahild/ 
tEEn/yaung adult/adult/ 
Eldar when a Swashbuckling 
ShipwrEckEP by ImpmssivE 
Installatinns piratE ship is an 
tfiE lat. 


Accepted if Sim B's: 

1. LifEtiaiE >10 and Daily is pnsitivE, nr 

2. LifEtiaiE >10, Daily is CEgativE, and NicE >2, cr 

3. LifatimE <10, Daily >10, and Nice >4 


Unlike most exercises, Tai Chi satisfies Comfort and 
Energy. When your Sim can do Tai Chi perfectly, these 
benefits (along with the amount of Social satisfaction, if 
others are doing Tai Chi too) get larger. It also depletes 
both Hunger and Hygiene, but the former becomes much 
smaller with expertise. 

Performing Tai Chi also builds Body skill (when done 
on a home lot) and increases Fitness. 


notfl 

When youp Sim is doing Tai Chi, he can get other 
Sims to join with the Sim-to-Sim “Let’s Tai Chi” 
interaction. It’s aimays accepted, even if the Sim doesn’t yet 
knouj houj to Tai Chi. 


Entertain Interactions 




This game can be played anywhere on a lot that contains 
the pirate ship object. In the game, one Sim plays the 
captain and the others do "pirate-y stuff" around the ship. 
Playing pirates is joinable and earns everyone Fun, Social, 
and increases to Daily Relationship. 

If a Sim rejects the offer. Daily Relationship declines. 


Perform Fire Dance 



notfl 

For full details on learning the fire dance, see the 
Objects and Vacation Coiiectabie chapters. 


Sejllnterad 

Main Menu 

Perform Tai (hi 




♦ Who: lEEn/yuung adult/ 
adult/Eldsr 


This self-interaction is available to Sims who've paid 
a Fire Dancer NPC for lessons and fully learned this 
dangerous art. 

Sims performing the fire dance satisfy their Fun 
and-if others are watching-Social, but deplete Comfort, 
Energy, and Hygiene. 

Alternately, Sims can "Perform Fire Dance for Tips" to 
make a bit of scratch on the side. 



notfl 

When PiantSims ( The Sims™ B Seasons do the fire 
dance, they depiete their Water need. 
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Main Menu 


Biqfoot Interactions 

A few interactions are exclusively directed toward or done 
by BigfootSims. 

Ask^^ 


♦ Wha: Child/tEEn/young adult/ 
adult/EldEr to Biglaat 


Bigfoot normally keeps to his secret lot in Mountain desti- 
nations. 1^^ however, your Sims find a map to the lot (the 
"Hidden Burrow") and develop a relationship with him, 
this social allows them to invite Bigfoot to be a member of 
their household. 




not« 

DEtails on horn to interact with Bigfoot can be 
found in the New NPCs chapter. 


Unlike normal invitations to move in, this special invi- 
tation is always accepted. Bigfoot becomes controllable 
while your Sims remain on his lot, but you won't see him 
again until your Sims return home from vacation. 

BlgfoolHug 


♦ Whu: BigfDDt to Ehild/tEEn/ 
yuung adult/adult/EldEP 



Accepted if Sim B's: 

1. Maad >-15, ar 

2. LifatimE >15 and Mood pasitivE, ar 

3. LifatimE <15 and Maad >30 

Sims receiving a Bigfoot hug get a boost of Fun but a 
drop in Hygiene and the big hugger himself gets Fun too 
(though a bit less than his hug-ee). 

Scare... 

^ Who: Bigfnat tn nan-hnusEhnld child/tEEn/ynung adult/adult/nldEr 

1. LifatimE >10, Maad >-IO, Playful/Sariaus >G, and Daily >5, ar 

2. LifatimE >10, Maad >-ID, Playful/Sarinus <B, and Daily >10, ar 

3. LifEtimE >10, Mnnd <-ID, and Playful/SErinus <B, nr 

4. LifatimE >ID, Mand <-ID, Playful/Sariaus >B, and Daily >B, nr 

5. LifEtimE <10, Maad >25, and Playful/SnriDus <7, nr 

B. LifatimE <10, Maad >25, Playful/Sarinus >7, and Daily >12, nr 

7. LifEtimE <10, Mnnd <25, and Playful/Snriaus <3, nr 

8. LifatimE <10, Mnnd <25, Playful/Sariaus >3, and Daily >15 

Bigfoot can have some fun by trying to scare non- 
household Sims (visitors, etc.). If a recipient accepts the 
interaction, she'll be scared and suffer a drop in Fun and 
decreases in Social and both Daily and Lifetime Relation- 
ship with Bigfoot. Bigfoot gets Fun and Social, but loses 
some relationship toward the victim. 

If, however, the victim rejects (as highly Playful Sims 
or Sims with high relationship will), they'll scare Bigfoot 
back and have some Fun (and Social) of their own. In this 
case, some of the effects are reversed: Bigfoot gets a drop 
in Social and both parties see a drop in Daily Relationship. 
Lifetime Relationship is, however, boosted a bit by this 
unexpected turnabout. 

This interaction is autonomous-only, you can't direct a 
controllable Bigfoot to scare anyone. 
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Beach Souvenir Interactions 

Share Discoyery Stor^ with v- 

♦ Who: Child/tEEn/yDLng adult/ 
adult/sIdEr ta child/tsEn/ 
yaung adult/adult/aldar 


Accepted if B's: 

1. Maad >2D, Daily >24, NIce >4, an 

2. Maud >22, Daily >24, Nica 4 ar Iess, ar 

3. Maad >24, Daily -24-24, Nica >G, ar 

4. Maad >2B, Daily -24-24, Niaa B ar lass 

When an object your Sim found while combing for 
seashells (see Vacation Collectables) is displayed on your 
Sim's lot, it can be used to initiate a conversation with any 
other Sim on the lot. 

Both the teller and the listener get Fun in addition to 
Social and relationship points. 



Hammock Interactions 

VtoMoolJr^ Baby 

/ Wha: Adult/aldar ta adult/ 
Eldar 



Available when one of the Sims is in a hammock. Consid- 
ered a public WooHoo. 

Accepted if Sim B's: 

1. Maad >15 and LifEtimE >B5, nr 

2. Maad >15, LifEtimE <B5, and Daily >B5, ar 

3. Maad >15, LifEtimE <B5, Daily 51-85, Dutgaing/Shy >8, ar 

4. Maad <15 and LifEtimE >7D, ar 

5. Maad <15 and LifEtimE <7D, and Daily >75 


Massage Table Interactions 


Ask for Massage.../Of f er Massage to. 



If there's a Soft'n'Tender Massage Table on a Sim's home 
lot, he can use it to offer or ask for a massage to or from 
any Sim on the lot. In either case, individual interac- 
tions appear for each massage that the massaging Sim 
has learned. All Sims know Swedish massage, but other 
massages can be learned from Masseur/Masseuse NPCs 
on vacation destination lots. 



not« 

Fop further details on learning massages, see the 
Vacation Collectables, New Objects, and New NPCs 
chapters. 


/ Far East: AcuprEssura 
♦ Island: Hat StanE 
-r Mauntain: Deep TIssue 
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Not all massages have the same effects. Each massage 
is listed below with its relative impact-on a scale of one to 
four-on Comfort, Energy, and Fun. 

Massage Carnfart Eaergy Fa a 


Acuprassura 

* 


* 

Daap Tissua 

** 


** 

Hat Stana 

** 

* 

*** 

Swadish 


* 

* 


Accepted if Sim B's: 

I. MddcI >5 and Daily >D 


Sauna Interactions 



Stereo Interactions 



notfl 

For dEtails on horn Sims learn local dances, see the 
Vacation Collectibles chapter. 


Hula 


♦ Who: Child/taan/yDung adult/ 
adult/aldar 


Once a Sim learns this local group dance, she can initiate 
it on any music source and invite others to join. Sims can 
also learn this dance by joining any Sim who's learned the 
dance. 

This dance depletes Hunger, Comfort, Energy, and 
Hygiene, but satisfies Fun and-if others join-Social. 



a 


notfl 


The Hula and the Slap Dance differ a bit In their 
effect on Sim's Needs. Slap Dance is a bit more 
physical, draining Energy and Hygiene more than Hula. Hula, 
however, satisfies more Fun. 


Available when both Sims are in a sauna. 

Accepted if Sim B's: 

1. Muod >15 and Lifatima >B5, an 

2. Mead >15, Lifatima <G5, and Daily >B5, ar 

3. Maad >15, Lifatima <B5, Daily 51-85, Dutgaing/Shy >8, ar 

4. Maad <15 and Lifatima >7D, ar 

5. Maad <15 and Lifatima <7D, and Daily >75 



Slap Dance 


Wha: Dhild/taan/yauag adult/ 
adult/aldar 
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niots 

No one loves to Slap Dance more than Bigfoot. He 
gets substantially more Fun and Social than other 
Sims and depletes half as much Energy. You’ll probably also 
notice that he depletes Hygiene much faster than average too. 



♦ Who: Child/tEEn/yaung adult/adult/EldEP 


Once a Sim learns this local group dance, he can initiate 
it on any music source and invite others to join. Sims can 
also learn this dance by joining any Sim who's learned the 
dance. 

This dance depletes Hunger, Comfort, Energy, and 
Hygiene, but satisfies Fun and-if others join-Social. 


Tent Interactions 

Talk with... 


Woo|loo/^^ 

♦ Who: Adult/EldEP to adjit/ 
Eldar 


Available when both Sims are in a tent. Considered a 
public WooHoo. 

Accepted if Sim B's: 

1. Macd >15 and LifEtima >B5, nr 

2. Maad >15, LifEtimE <B5, and Daily >85, ar 

3. Maad >15, LifEtima <B5, Daily 51-85, Dutgaing/Shy >8, ar 

4. Maad <15 and LifEtimE >7D, nr 

5. Maad <15 and LifEtima <7D, and Daily >75 
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Unless you travel well off the beaten path, the most 
frequent sight you'll see while traveling isn't ocean or 
ancient temples but rather other people. There are people 
to clean your room, people to sell you food, and people 
to provide you with unforgettable experiences. It's these 
individuals we turn to now. The characters that populate 
your Sims' world are a varied and fascinating lot, espe- 
cially if you know what makes them tick. 

The NPCs in The Sims" 2 Bon Voyage range in 
complexity, but can be broken down into three groups: 

♦ Vacation NPCs: Nan-playable Sims that appear — either exclusively nr 
primarily — in vacation destinations. 

♦ Secret Lot NPCs: Non-playabla Sims that appear exclusively on each vaca- 
tion destination's secret lot. 

♦ Objact-basad NPCs: Nan-playable Sims that exist only when a certain object 
is on tba let. 


VaMionHPb 

The Sims in this group are important and entertaining 
characters, but you'll mostly see them in vacation destina- 
tions. In one case-the Ninja-you'll only ever spot him in 
one particular type of destination (Far East). 

These Sims have very limited interactions and none 
can be befriended, married, etc. or any way interacted 
with outside their core function. 




notfl 

LEarning the Telepopt interaction earns your Sim a 
Memento. See the Vacation Coiiectabies chapter 
for detaiis. 


The Ninja appears only on Community Lots on Far East 
vacation destinations. His arrival is random and fortuitous: 
he can empower your Sims with an extremely fast and 
impressive means of locomotion. 

To freeze the Ninja and hear 
his question, do the Learn to 
Teleport interaction on him 
as quickly as you can. Pause 
the game if you find him hard 
to pin down. 


When you spot the Ninja, his only available interaction 
is "Learn to Teleport." Once you select this interaction, the 
mercurial character will cease poofing about the lot and 
wait for your request for wisdom. 


There's no right answer, so 
just go with your gut. 


What will this secret cost you? Nothing, but you must 
respond correctly to his enigmatic question. As with job or 
tour chance cards, there is no definitively correct answer 
to these conundrums, but one answer is randomly chosen 
as "right." Guess correctly and your Sim will immediately 
acquire the Teleport self-interaction. 


Shock friends and loved ones 
by suddenly materializing 
before them with your new 
Teleport self-interaction. 
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The Ninja will not appear in your Sims' Relationship 
panels and no other interactions can be done with him. 


Tour Guide 

The Tour Guide is your Sims' gateway to exciting vacation 
excursions. Outside simple logistics, however, your Sims 
won't have much use for him. 

This dapper fellow will always be found (24 hours a 
day) hanging around the sidewalk pay phone in all vacation 
neighborhood community, hotel, and campground lots. 

In each neighborhood, the Tour Guide's attire differs a 
bit in color, but you should have no trouble identifying him. 



Far East Tour Guide 


Mountain Tour Guide 


Island Tour Guide 


Each Tour Guide offers only two possible interactions: 


♦ Gn an Tour: This intEractinn allows tEBn or aldEr Sims to purahasE doe of 
tha vanation nEighbarhond's thrEE availabla tours. OnoE you ahaasE a tour 
far your Sim, thE oast is dsduEtEd from housEhnld funds. MomEnts latEr, 
thE tour transpartatian arrivES and whisks tha salEEtEd Sims off tliE lot far 
SEVEral hours (a la going tn work nr SEhaol). Typiaally, though not always, 
touring Sims rEturn with a map to a SEorEt lot or a tour-thEmEd ahaoEE 
aard. This ahoiEE rEsults in Eithar a bEnEfit or panalty. Tours also Earn 
MEmEotos for Eaah Sim. 

/ What's Coal HErE: To laaro gEOEral vaaation tips or hsar about iotErEstiog 
and uniquE fEaturES of your partiaular vaaation nEighborhood, ahild or oldEr 
Sims can just ask tha Tour Guido. 



The Tour Guide will not appear in your Sims' Relation- 
ship panels and no other interactions can be done with him. 



Unsavory Charlatan 


The Unsavory Charlatan 


Thieves are an unavoidable hazard of vacationing. In Sim 
vacation neighborhoods, however, there's only one thief 
and he's remarkably easy to spot. He wouldn't agree, but I 
think you will. 

The Unsavory Charlatan can actually appear on 
Community Lots in any kind of neighborhood, though he's 
more frequently seen in vacation destinations. When on 
non-vacation neighborhoods, the Unsavory Charlatan 
wears the traditional garb of the Unsavory Charlatan: top 
hat, long black mustache, etc. You know, like all Unsavory 
Charlatans. 
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The Unsavory Charlatan m 
his Mountain neighborhood 
disguise 


When trolling for gullible vacationers, however, he's 
much more devious. Or at least he thinks so. In each 
vacation neighborhood, he dons a distinctive indigenous 
costume to "blend" with the locals. Alas for him, the top 
hat is a bit of a giveaway. 



The Unsavory Charlatan 
in action 




HL 

I AnyonE foolish Enough to play gamES of chancE 

k Lilith thE Unsavory Charlatan ujIII likEly rsgrEt 

it. WhEn hE plays pool, cards, or mahjong, thE Unsavory 
Charlatan has a hsavily ujEightEd chancE of minning. BEcausE... 
ujEll...hE chEats, of coursE. 


Shortly after arriving on a lot, the Unsavory Charlatan 
will choose a victim, though not necessarily one of your 
playable Sims. Each time he successfully pickpockets a 
victim, there's a chance he will either select another victim 
or depart the lot. It's wise, therefore, to frequently monitor 
your Sims when this nogoodnik is skulking about. 

Once the Unsavory Charlatan chooses a playable Sim 
to victimize, his sneaky interaction-"Be Greeted"-appears 
in the Sim's queue. You can help your Sim avoid the 
encounter by canceling the interaction (by right-clicking 
on it), but only until it becomes your Sim's current action. 
Once its icon moves into the leftmost place in the queue, 
there's no way for you to intervene. 


You know the Unsavory 
Charlatan is about to strike 
when you see the "Be 
Greeted" in a Sim's queue. 



not€ 


n 

I BEcausE you can vielu, but not changE, thE queue 

I of a non-playablE mEmbEP of a vacation party Ca 

Sim who’s part of the group but not from the piayabiE Sims’ 
housEhoid), thEPE’s no way to hEip that Sim avoid thE Unsavory 
Chariatan. What’s moPE, if such Sims do faii victim, the funds 
aPE PEmovEd from thE piayabiE Sims’ housEhoid. 


Once your Sim has been accosted, the Unsavory Char- 
latan engages in an elaborate conversational sleight of 
hand that typically ends with the creep making off with 
§150 of your Sim's hard-earned cash. Victimized Sims get a 
depletion of both Fun and Comfort, but experience a bump 
in Social. Well, he is charming! 

Eventually, victimized Sims realize what has happened 
and grope for their suddenly lighter wallet. How long this 
insight takes depends on Logic skill; Logic 0 Sims take one 
hour and smarter Sims realize it much more quickly (-5 
minutes per Logic point) and flash a thought balloon of the 
perpetrator (if Logic 5 or higher). 



not« 

Sims with Logic 6 op highEP aiways immEdiatEiy 
PEaiizE thEy’vE bEEn pobbEd. 
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Sims may be able to challenge the Unsavory Charlatan 
to a fight. The Fisticuffs! interaction becomes available 
on the thief immediately after the crime occurs (unless 
the Unsavory Charlatan is already making his way off the 
lot). Victorious Sims get their money back while losers get 
fleeced for even more cash (§100) during the melee. 



Each of these Memories 
makes it 20 percent less likely 
that your Sim will be victim- 
ized again. 


♦ MEmariES: 2D pErcEnt chancE of rEjEctian par MEmary. 

♦ Logic: ID parcEnt chaaca af rEjactian par Logic skill poiat. 


If your Sim has the Body skill 
to tip the odds in his or her 
favor, it might be worth it to 
engage in a bit of Fisticuffs! 
with the Charlatan. 


If vigilantism fails or just isn't your bag, your victim- 
ized Sims can alert the authorities that the Unsavory 
Charlatan is in town. Using the pay phone's Report Foul 
Play interaction, Sims can inspire the police to be on the 
lookout for the famous thief They won't ever catch him, 
but the APB issued after your Sim's call ensures that he 
won't appear on any lot with the calling Sim for three days. 

■S0[p 

If thiE Unsavory Charlatan can be kept busy with 
gamES of chancE Cpool, mahjong, or cards) he 
E timE to stEal from anyonE. WhEn your Sims arE 
: thESE gamES, thsy can coax the pickpocket into the 
1 the Join interaction. Make sure, though, your Sim 
; game in question for fun, not for money. Though the 
t himseif initiate a game for fun, he ujiii Join them if 


Now, even Sims learn from experience, and smart ones 
learn even faster. For each time a Sim has been victimized 
by the Unsavory Charlatan (as represented by a Memory 
in the Memory panel) and every Logic skill point he or she 
possesses, the odds increase that the Sim will reject the 
"Be Greeted" interaction. Specifically: 




Thus, a Sim with sufficient Logic or several encounters can 
no longer be victimized. For example, the Charlatan can't 
ever again dupe Sims with: 

i Logic ID 

j Logic 8 or 9 aod oob run-io 
/ Logic G or 7 aod two ruo-ios 
/ Logic 4 or 5 aod thrcE ruo-ios 
4 Logic 2 or 3 aod four ruo-ios 
Logic D or I aod Gve ruo-ios 

The Unsavory Charlatan can't help but be helpful 
to travelers in need, though his assistance may not be 
entirely altruistic. As such, he has only one normally avail- 
able interaction: 

/ What's Goal Heoe: To Icaro gEoaral vacatioo tips or hear about iotarEstiog 
aod uoiguE fEaturas of your particular vacatioo OEighborhood, child or older 
Sims cao just ask the Charlatao. 


The Unsavory Charlatan will not appear in your Sims' 
Relationship panels and no other interactions can be done 
with him. 


nota 


I For thosE with The Sims™ E Nightlife on thEir 

k hard drivES, a trEat awaits if by somE chancE thE 

Unsavory Chariatan and Mrs. CrumpiEbottom arE on thE samE 
iot. ApparEntiy, thE scoundrEi is EnamorEd of thE unattain- 
ablE oid gray iady and wiii, on sight, attsmpt to woo hsr with 
a SErEnadE. ShE may or may not rEward his ardor with hEr 
customary savagE pursE-whipping. 


How doES this bEnsfit you? WEii, bEcausE both of thESE char- 
actErs can be a bit of a pain for your Sims, anything that keeps 
them both busy at the same time is a good thing. 
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kcMiptHPCs 

Certain new NPCs appear only on each pre-made vacation 
destination's secret lot. With one (rather hairy) exception, 
these Sims don't exist outside their lot, can't be contacted 
from home or invited over, and certainly can't be invited to 
live with or marry our Sim. Though Sims can build relation- 
ship with them while visiting these NPCs, the relationship 
disappears when your Sims finish their vacation. If your 
Sims return later on a separate vacation, they'll have to 
rebuild the relationship from scratch. 

Find full details on each of these NPC's lots and the 
challenges you must solve there in the Vacation Collect- 
ables chapter. 


When your Sims first arrive on the lot, they may only 
Greet the Wise Old Man who, unless your Sim is adept at 
the proper greeting, barely responds. Before your Sims can 
build a relationship with the Wise Old Man (the goal of this 
lot), one of them must get him to open up. There are two 
ways to manage this: 


Serving tea causes the Wise 
Old Man to warm to your 
Sims. 



Wise Old Man 



The wise Old Man resides in Far East vacation destina- 
tions, on a secret lot called The Pagoda in the Shadows. 

This peaceful man of meditation is the keeper of the 
ancient Dragon Legend and will teach it to anyone he 
deems worthy of its Fun-inspiring tale. 



Atfirst, the wise Old Man's 
only interaction is Greet. How 
your Sim greets the Wise Old 
Man depends on whether 
and how well they've learned 
the Far East greeting gesture. 
This? Not gonna cut it. 


notfl 

It’s best to visit ths WisE Oid Man’s iot oniy aftEP 
at iEast ORE of youp Sims has bEcomE an ExpEPt 
at thE Fap East gpEEting gEstuPE (thE Bom). OncE any Sim in 
thE gpoup so gpEEts thE WisE Oid Man, hE bEcomES opEn to 
sociaiizE mith all mEmbEPS of thE gpoup, mhEthEP thEy knom thE 
gpEEting op not. 



/ Far East Graating: Sims who parfarm tha Wisa Did Man's Great intaractian 
autamatiaally da either the Baw greeting gesture (at whatever proficiency 
they’ve learned) ar a standard wave (if they don't yet know the Bow). If they 
do the expert versian af the Bow, the Wise Did Man will happily sacialize with 
everyana in the party. 

/ Serve Tea: If yaur Sim uses the Wise Did Man's tea table (Serve Tea), the Wise 
Did Man will join and become open to socializiog. 


Once the Wise Old Man has 
opened up, you can skip the 
relationship building and 
earn the Dragon Legend by 
doing some Tai Chi with him. 



Once your Sims have earned the Wise Old Man's trust, 
they can use any available interaction with him. Skillful 
socializing quickly earns them (and every other playable 
Sim on the lot) the coveted Ancient Dragon Legend Scroll 
and the ability to tell it to others. Alternatively, Sims can 
prove themselves worthy of the scroll by doing Tai Chi with 
the Wise Old Man. 
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The Witch Doctor 


The Witch Doctor resides in Island vacation destinations, 
on a secret lot called the Mysterious Hut. 

When your Sims arrive, the only available interaction 
is Offer Help. The Witch Doctor has a big problem: several 
of his objects are broken. Only when they're repaired, he 
insists, can he offer any hospitality. 


iiiota 


ClEarly, Sims mith high Mechanicai skiii laiii havE 
a much EasiEr timE minning this iot. 


Get to work on the Witch 
Doctor's broken objects if 
you want him to be more 
hospitable. 



Once the Witch Doctor's stuff's been fixed, he rewards 
one of your Sims with a Mr. Mickles (placed in your Sim's 
inventory). This powerful voodoo doll is a valuable gift 
indeed, enabling its owner to do some nasty stuff to other 
Sims. Plus, if your Sim can collect five Mr. Mickles dolls 
and display them in a ShowMeOff Rack of Glory display 
case, it'll have a very interesting effect on nearby Sims. 


nota 


I To actually get additional Mr. Mickles dolls, your 

I Sims can’t already have one in their invento- 

ries when they return to fix the Witch Doctor’s stuff on a 
subsequent vacation. If it’s in their inventories, they’ll get the 
“thanks,” but not the reward. 



A gracious fellow, the Witch 
Doctor rewards your Sims 
with a magical gift. 


His problem solved, the Witch Doctor becomes much 
more accessible, cooking for your Sims and offering the 
full array of social interactions. Like the Wise Old Man, 
however, any social progress you make with the Witch 
Doctor is erased when you finish the vacation. He'll 
never appear in a Sim's relationship panel and he can't be 
contacted when your Sim is off his lot. 

As a bonus, once a Sim gets the Witch Doctor's reward, 
he or she can go back to the Mysterious Hut on the same 
vacation and the Witch Doctor will always have a sump- 
tuous-well, at least free-meal waiting for them. 


Biqfoot 



Bigfoot. 


Lurking somewhere on a hidden lot (The Hidden Burrow) 
in Mountain vacation destinations is one of Sim-dom's 
most elusive legendary creatures: Bigfoot. Unlike the 
other secret lot NPCs, Bigfoot can be befriended or invited 
to live with your Sims. He can't, however, do any romantic 
interactions and, thus, can't be married/joined. To earn the 
honor of having a Bigfoot in the house, however, you need 
to get on his good side. 
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no(^(§ 

Bigfoot has a nam€...oth€r than “Bigfoot” that is. 
Many psopls don’t knom that Bigfoot is actuaiiy 
the creature’s famiiy name. Thus, the Bigfoot your Sims ujiii 
meet couid be named Ciive Bigfoot or Harry Bigfoot or even 
Aioysius Bigfoot. In fact, once one of your Sims gets Bigfoot to 
move in, a neiu Bigfoot ujith a different first name repiaces him 
on the iot. You couid, therefore, coiiect severai of the Bigfoot 
cian in a Sim’s househoid. 



Sims can immediately interact with Bigfoot on his 
home lot, though not with romantic socials. That could 
end up icky... and furry. If your Sim can establish suffi- 
cient relationship (at least Daily relationship 55, Lifetime 
relationship 5) with Bigfoot (and, of course, there aren't 
already eight Sims in the family), he'll agree to join the 
Sim's household. 


when Bigfoot likes a Sim 
enough, the Ask Bigfoot to 
Move In interaction is added 
to the available social 
interactions. 


To win over Bigfoot quickly, it helps to know both the 
Mountain greeting gesture (Pound Chest) and the Moun- 
tain dance (Slap Dance). The gesture if helpful because 
it nets a lot of relationship points, but it's the Slap Dance 
that'll really win the day. Sims who do the Slap Dance with 
Bigfoot immediately get the Ask Bigfoot to Move In inter- 
action regardless of relationship. 


Get some tunes on the stereo 
and make with the Slap 
Dancing. If Bigfoot joins your 
Sims, you can immediately 
invite him to become part of 
the household. 




Once your Sim and Bigfoot have become bosom 
buddies or they've Slap Danced together, your Sim can use 
the Ask Bigfoot to Move In social. This special invitation 
is always accepted. While your Sim remains on the lot, 
Bigfoot will be a controllable member of the party. Once, 
however, your Sims leave the lot, Bigfoot won't be with 
them when they arrive at their next destination. He's gone 
to meet your Sims at the airport when their vacation is 
through (he doesn't want to be a bother); he'll be with them 
in the cab when they return to their home lot. 



not« 

Bigfoot luill age normally and Eventually die. He 
can’t, hoiuevEr, reproducE. 


Back home, you'll discover that Bigfoot has some 
distinctive features and powers. 



Don’t count on Bigfoot to 
bathe when he's smelly. He 
doesn’t let it bother him. 



Bigfoot has Needs just like regular Sims, but he pays no 
attention to his Hygiene. No matter how low it is, he'll 
never autonomously bathe or do any other exclusively 
Hygiene-satisfying activity, and his Mood will be totally 
unaffected. This isn't to say that others won't notice his 
stink, however, so you might want to direct him to the 
bathtub occasionally. 
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Hunger and f un Desperation 

when normal Sims are low on their critical Needs, they act 
out a bit: stomping, screaming, etc. But they don't have a 
thing on a hungry or bored Bigfoot. 


when Bigfoot is out of sorts, 
he can destroy both objects 
and relationships, so make 
sure he's taken care of 


When Bigfoot is critically low in either Hunger or Fun, 
he goes kinda nuts. He'll howl, scream, and beat his chest 
and become destructive, wrecking objects and doing his 
Scare and Irritate... interactions more often. 

To remedy this behavior, make sure he gets what he 
needs. 

Employment 


Yowza!! Bigfoot can quickly 
rise to the top of any career! 




Bigfoot is a big earner! Take a look at his Skills and Career 
panel and you'll see he has 10 points in all skills and gold 
badges in every talent. Plus, he always meets the friend 
requirements for promotions regardless of how many 
friends he actually has. He gets promoted very quickly. 

He also seems to inspire great generosity when he's 
away from his lot (at least we hope it's generosity, and not 
sheer terror), because he'll usually come with a random 
object for the household. 



No matter what job he has, 
Bigfoot always goes to work 
in his trusty bowler hat and 
vest. 


■5Q[p) 

If your Sims don’t already know the Slap Dance, 
direct Bigfoot to do it and have the other Sims 
in the household join him. They learn the dance and earn a 
Memento and Bigfoot gets a huge Fun satisfaction from doing 
the Slap Dance. 



Pets and Kids 

Dogs and kids love Bigfoot, but cats hate him! When inter- 
acting with the big fella, these Sims gets modifiers to their: 

-r Daily ralatianship results far social intcractians: The bonus er penalty 
increases or decreases the amount of Daily relationship the Sim gets from 
interacting with Bigfeot. For example, if a child does an interaction that 
would normally earn +5, he nr she will get +17 far doing the same interac- 
tion with Bigfoot. 

♦ Lifetime relationship results for social interactions: The bonus or penalty 
increases or decreases the amount of Lifetime relationship the Sim gets 
from interacting with Bigfaat. For example, if a cat dees an interaction that 
would normally earn +5, it will get -15 for doing the same interaction with 
Bigfoot. 

♦ Mood for sooial interaction aooeptanoe: When interacting with Bigfoot, 
each group is presumed to have a higher (or lower) Mood for accepting nr 
rejecting the social. For example, if a dog normally needs to have a Mood of 
2D to accept an interaction, it will accept it from Bigfoot even if its actual 
Mood is only 5. 


Factor Children Dogs Cats 


Daily Relationship 

+12 

+2D 

-3D 

Lifetime Relationship 

+5 

+2D 

-2D 

Mood 

+4 

+15 

-15 
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Blgfootintcra^^^^ 


nota 

These interactions are discussed in-depth in the 
Neuj Sociais chapter. 


NPCs 

object-based NPCs exist because a certain object is 
present on the lot. Most have only limited interactions and 
some only exist to fulfill their object's function. Some have 
a specific job, but are capable of much more. 



Bigfoot has several unique social interactions: 



♦ Scare: Bigfact can mar tn frighten ether Sims. Whether the nther Sim is 
scared nr amused enaugh tn scare him back depends primarily an relatian- 
ship. If Bigfant is asleep cn the let when a Thief arrives, Bigfant will wake up 
and autamatically Scare the Intruder intn leaving. 

4 Bigfnnt Hug: If he's feeling expansive, Bigfnat may give a Sim a huge Bigfant 
Hug. This grand gesture satisfies the recipient's Fun and Social and builds 
relationship, but depletes Hygiene. 

BiqfqolCan't^^ 

Unlike normal Sims, Bigfoot: 


Zombie, vampire, Bigfoot!!! 
Ahhhhh! 



♦ Can't USE any object that offers the Change Appearance interaction (mirrors, 
vanities, etc.). 

♦ Can't be impregnated with an alien baby if abducted. 

♦ Can't get sunburned. 

♦ Can't become a werewnlf nr PlantSim, but can become a zombie or vampire. 

♦ Can't get cold internal temperature. They can, hnwever, get hat. 



One Bellhop exists for each hotel front desk object on a 
hotel lot. His primary purpose is to check your Sims in and 
out of hotels. These interactions can be accessed from 
either the front desk object itself or the Bellhop. He also 
delivers room service. 



The Bellhop also contains the 
front desk's check m/check 
out interactions. 


Food Stand Chefs 



Food Stand Chefs 
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Food Stand Chefs 
come as part of the 
three vacation destina- 
tion-themed food stand 
objects. They can't come 
out from behind the 
counter or do any inter- 
actions beyond taking 
food orders and being 
asked "What's Cool 
Around Here" for travel 
advice. 



Ghost Captain 


The Ghost Captain 


If your Sims can manage to build Daily relationship 
with the Ghost Captain, he'll teach them his Sea Chantey. 
This jolly group sing is a great tool for having Fun and 
building relationship with several Sims at once. 



Break the ice with a joke 
or two and the Captain will 
begin to warm to your Sim. 


Getting to know this spectral mariner, however, is 
challenging, because his social interactions are quite 
limited: 

Available Socials on the Ghost Captain and 
Who Can Initiate 

IntBractinn 

Your Sim 

Ghost Captain 

AppraciatE...A(imirE 

X 

— 

EntErtain... Dirty Jaka 

— 

X 

EntErtain...jQkE 

X 

— 

Irritate.. .Grass Dut 

— 

X 

Irritate.. .Insult 

X 

X 


The Ghost Captain is hard to get to know, but your Sims 
will be glad they did if they can learn his hearty sing- 
along song. 

The Ghost Captain can appear by chance if a Sim 
does the Plunder the Captain's Cabin social, chasing the 
thieving intruder back onto the deck. Once out in the open 
air, the Captain lingers until your Sims leave the lot. 


Play.. .Punch U Punch Mb X X 

Talk X X 



notfl 

Fop more information on the Sea Chantey social 
interaction, see the New Socials chapter. 



not« 

The Ghost Captain can be encountered anywhere 
you place the pirate ship object, not Just when 
visiting the one in Twikkii Island. 


It takes a surprisingly difficult but still low Daily rela- 
tionship of 7 to gain access to the Sea Chantey. 

The Ghost Captain will appear in your Sims' Rela- 
tionship panel, and whatever progress you make in this 
quest will be preserved on your next vacation. You can't, 
however call him from back home, can't invite him over, 
and certainly can't marry him. He is a Ghost Captain. 
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Fire Dancer 



The Fire Dancer goes to work wherever you find the 
Scorchin' Matt's Mat object. Charismatic though he may 
be, however, his only purposes are to either perform the 
legendary fire dance or teach it to Sims with lots of time 
and money to spend. 



notfl 

lEarning the fire dancE gEts your Sim a vacation 
MEmEnto. 



Housekeepers can do all the 
same interactions as maids. 


While they're on the job. Housekeepers will clean any 
mess and repair any broken objects they find in the hotel's 
common areas, restaurant sections, and guest rooms 
(vacant, booked by your Sims, or taken by non-playable 
Sims). 



notfl 

HousEkEEpErs ujiii obEy a hotEi door’s Do Not 
Disturb SEtting, but thEy arE not barrEd by any 
kind of iock. 



Housekeeper 

The Housekeeper 


Like the Bellhop, the Housekeeper is created when you 
place a hotel check-in desk on a hotel lot. 

Unlike the Bellhop, however. Housekeepers have the 
full range of social interactivity, including being asked 
to move in, invited as houseguest, or married/joined. 

In this-and most others-they behave exactly like the 
familiar Maid NPC. Unlike the Maid, however, they needn't 
be nor can they be summoned to the lot; they arrive in the 
morning, work all day, and leave to go "home" at night. 



Masseuse/Masseur 

The Masseur 


The Masseuse/Masseur NPC exists for each massage table 
object on the lot. Like the Housekeeper, Masseuses and 
Masseurs are fully social and can be invited to visit, asked 
to move in, or married/joined. 

Each Masseuse and Masseur knows at least one kind 
of massage. How many and which they know depends on 
where the table is. If the table is in a vacation destination, 
the Masseuse/Masseur will know both Swedish massage 
and the local specialty massage (such as Acupressure in 
Far East neighborhoods). \f, on the other hand, the table is 
on an unowned Community Lot in any other kind of neigh- 
borhood, the Masseuse/Masseur will only know Swedish 
massage. 
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The exotic new vacation destinations bring with them 
myriad new topographical and architectural elements. 
With these in your Build mode arsenal, your creative hori- 
zons will be as expansive as the horizon over a beautiful 
Twikkii Island beach. 



Only these lots, when placed, will create a useable 
beach. 


Beaches 

Until now, Sim neighborhoods had coastlines, but you 
couldn't place lots to include them, they were purely deco- 
rative. 



Beach lots finally make use 
of your neighborhoods' 
shorelines with lovely lapping 
waves and lots of new beach 
interactions. 


With new beach lot templates, your Sims can, for the 
first time, reach the beach. To make this possible, you'll 
need to choose the right kind of template and place it 
correctly. 



Placing standard lot templates 
near a coastline will yield a 
standard lot with an off-limits 
coastline just outside it. 


Beach Template or Lot Placement 



notfl 

All beach interactions are discussed In 
“Non-Catalog Objects” in the Objects chapter. 


Beach Templates 

Build mode's Empty Lots Bin now contains a second panel, 
"Beach Lots." These new lot templates come in an array 
of sizes: 



Beach lots can only be 
placed between a road 
and water. 

To place a beach lot 
template, there must be: 

-t A raad an ana side 
♦ Water an the appasita side 


With these basic requirements met, a template (or lot 
based on a beach template) can be placed only if at least 
half the lot is on land. If more than half the lot would be 
over the water, there won't be enough useable space on 
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the lot once the beach is created between the waterline 
and the lot proper. 



There just won't be enough 
dry land left after the beach 
IS built into this lot. 

Conversely, beach 
templates must have at 
least one tile overlap- 
ping the water. 



This won't work because no 
water tiles fall within the 
template. 



This one, however, can be 
placed because that single 
tile is over water. 


Building on Beaches 

You can't build or place objects on the beach portion of a 
beach lot. Typically, the border between the useable lot 
and non-useable beach isn't clearly defined. 



There may be a steep drop-off 
if the elevation difference 
between the land and the 
water is too great, but this 
isn't always the case. 
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When in doubt, pick any 
single-tile object from the 
Buy mode catalog and hold it 
over the beach. The first row 
of tiles on which it can be 
placed is probably the divider 
between lot and beach. 


Beach Ground Cover 


Five new ground covers give you the power to fine tune 
your beachfront lots. Shoreline not exactly like you want 
it? Paint it to suit your fancy. 



Ocean Depths 


Ocean Shallows 


Ocean's Edge 
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Sandier Grass 


Pagoda roofs can only be built 
over square or rectangular 
structures. 


Standard Issue Sand- 
Non-Standard Edition 


Standard Issue Sand 
Wet Edition 


Diagonal versions are like 
wise only buildable over 
four-sided structures. 


You'll find Pagoda roofs function almost identically to 
non-octagonal and non-circular roofs. Unlike traditional 
roofs, however, they can't be built to intersect with each 
other or other kinds of roofs. 


with normal roofs, you can 
intersect them and they 
change to blend their shapes. 


The decorative swoop of the 
Pagoda roof is just what Far 
East vacation spots need. 


Pagoda roofs are a new kind of roof to give your buildings 
a distinctive Far Eastern feel. 


Pagoda roofs, on the other 
hand, can only intersect in 
limited situations and then 
the effect is usually less than 
appealing. Getting them to 
look right may take some 
finesse. 
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RQofPecpraU 

To buttress the decorative motifs in The Sims" 2 Bon Voyage, 
this pack contains several new objects and textures. 

not* 

These specialty poof sculptures can be found in 
the Decorative Miscellaneous catalog In Buy mode. 


The Fun for the Roof objects will join each other when 
properly aligned, but can't be used on diagonal roofs. 
Conversely, the Dragon on the Roof can only be placed on 
diagonal roofs or on the corners. 

But that's not all, to make the roof under those pretty 
sculptures even more eye-catching, you can also use 
three new roof textures (in an array of colors). Each of 
the new textures is thematically tied the three vacation 
destinations: 



Sure you can put any old sculpture on your roofs, 
but now you'll have a new array of objects specifically 
designed for the roofiine: 


-/ Aspiring Spire by Architectural Elements 

♦ Dragnn an the Rnnf 

♦ Fun far the Raaf I 

♦ Fun far the Raaf II 
-/ Fun far the Raaf III 

♦ Fun far the Raaf IV 



The Fun for the Roof objects 
can be mixed-and-matched in 
a variety of ways. 



Corrugated Steel (Mountain) 


Thatched (Island) 


Asian Tile (Far East) 
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Build Mode 




not« 


JhE Solidity Door is a critical ElEmEnt in building 
a hotEl. Without at lEast onE of thESE Build modE 
objEcts on a lot, it ujon’t function as a hotel. For details on houj 
to USE this poujErful but complicated object, see the Vacation 
Accommodations chapter. 


1 

Object 

Price 

1 

Cataleg 

Arched Window By Economical 
Effects 

C/OO 

CO 

DO 

Doors 5 Windows 

Armageniom Colomn by J. Collin 

§3DD 

Miscellaneoos 

Backyard Pyramid “Step it Up" 

§I,4GD 

Staircases 

Backyard Pyramid "Too Tall" 

§175 

Miscellaneoos 

Bamboo Gateway By Tropical 
Tooches 

§2ID 

Doors B Windows 

Bonsai Voyage 

§3ID 

Garden Center 

Branched Tronk by Log Creations 

§IB5 

Doors B Windows 

Breadfroit Tree 

§Z7D 

Garden Center 

Cozy Conifer 

§7DD 

Garden Center 

Dooglas fir 

§Z5D 

Garden Center 

Elegant Colomn By Tropical 
Tooches 

§IBD 

Miscellaneoos 

fantastic fan Palm 

§ZG5 

Garden Center 

Gomen Nasal Bonsai 

§3ID 

Garden Center 

Groop Df Trees 

§BDD 

Garden Center 

Happy Tree 

§285 

Garden Center 

Hienmitey Colomn 

§I5D 

Miscellaneoos 


Knot-Hole by Log Creations 

§75 

Doors B Windows 

Molberry Rice Paper Window 

§245 

Doors B Windows 

Nana Tree 

§222 

Garden Center 

Porposefol Papaya 

§23D 

Garden Center 

Solidity Door 

§I4D 

Doors B Windows 

Spider Lily 

§175 

Garden Center 

Sobliminally Soothing Hotel Door 

§55D 

Doors B Windows 

The Bamboo Stalks Tonight 

§B75 

Garden Center 

The friend Creator Gate 

§3DD 

Doors B Windows 

The Perfect Plomeria 

§175 

Garden Center 

Thomas the Small fir 

§2D5 

Garden Center 

Tiny Palm 

§125 

Garden Center 

Tropical View 

§IBD 

Doors B Windows 

Watering Hole Gate 

§185 

Doors B Windows 

When Yoo're In, Yoo're In Arch 

§5DD 

Doors B Windows 

Wooden "Arch" 

§3DD 

Doors B Windows 

WorkDfArt Door by 
Morethanadoor, Inc. 

§425 

Doors B Windows 

Yoor Biggest fan Palm 

§145 

Garden Center 
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